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FMIX Pests of Wisdom From the Editor 

Editorial 
The Cons of Au9ust 

It's the first issue post-GenCon, and as the edi· 
tor of a gaming magazine I am therefore legally 
obligated to hang this editorial on a GenCon 

theme. Sorry - that's the law. 

••• 
AEG, publishing leviathan that it is, brought 

all nine employees and panners to GenCon; since 
ir was a convention, wc ended up four to a hotel 
room. I had dibs on the Ooor, but ended up having 
to share it with a fifth person. Don't tell the hotel 
- they get antsy about more than four to a room, 
as if it could be avoided at a gaming convention. 

••• 
Booth setup was also a classic con story, since 

the box containing our booth was driven up to the 
Canadian border before anybody at the delivery 
company n0<iced that Milwaulcce was, in fact, at 
the southern end of Wisconsin. Several of us, 
then, had an impromptu day off instead of sening 
up the misplaced booth, and got to warch the 
NASA "Possible Ancient Life On Mars" press 
conference instead. 

••• 
The nicest surprise was the sudden arrival. mid· 

way through the con, of a gorgeous plaque from 
the RPGA awarding SHADIS their "Favorite 
Game Magazine" Gamers' Choice Award. All of 
us at the magazine were pleasantly amazed, and I 
got to have my picture talcen with the pla4ue 
when the dealer floor opened Saturday. (Don't 
worry, follcs, I always loolc l1lce that before noon.) 
On behalf of the whole magazine staff - thanlcs, 
R A! 

-.-.-. 
Al the con was too big to cover complete· 

ly. The~ has news and photos from the dealer 
fbt~r is the traditional time m release :'i'lf-but wc don't have anything on the 

, which is the best reason to go. If you 
wele yoo lcnow what you played; if you 
weNn't'iitllle hotel reservations now. 

election in the Sliadowntn rimeline, and they 
spent half a year rraddng the malceup election in 
real·time, with election day and the inauguration 
right after one anmher at the beginning of the 
con. A couple of adventure supplements gave 
characters some inside dirt on the elections, and 
pC'IS(Cards inside the supplements let the players 
"absentee vme." One of the personalities running 
for president was a dragon, Dunlcelzahn. Now, if 
you've gm gamers voting for office, and a dragon 
is in the running. of course he's going rn win, so 
FASA was going to be able to set up GenCon as a 
victory lap for the wyrrn, right~ 

Well. they suckered us. Yes. the dragon won in 
a wallc; everybody was pretty sure of the results 
when the baclc issue of last month's SHADIS had 
a Shadowrwn ad for "Portfolio of a Dragon: 
Dunlcelzahn's Secrets." What wc didn't lcnow was 
the format. You see, persons unknown assassinat· 
ed the victorious dragon on Inauguration Night, 
and the sourceboolc contains his will (among 
other things). On Thursday night, the first night 
of the con, FASA posted notices of the assassina· 
tion everywhere, and their employees whipped 
nut their T-shirts: "Due to unforeseen circum· 
stances. Wyrm Tallc IDunlcelzahn's TV show) will 
be canceled for the 2058 season." Even people 
who don't play Shadown.n (Hice mysclO were 
intrigued, and had to have the product - the def· 
inition of a brill iant marketing shriclc. 

i.. i.. i.. 

This was SHADIS's fourth consecutive 
GenCon, and to celebrate, we gave out several 
thousand free copies of Issue •28 (as that issue's 
"Dirlc" mentioned). Even though we've been 
around for four years now, there were still lots of 
people who had never heard of w. Help w out, OK 
- force this copy on your gaming buddies when 
you're done with it , would you? Spread the word. 

i.. i.. i.. 

The best parr of GenCon. though, was getting 
to meet face·to·face with people I've only lcnnwn 
through the mail. I gor to meet for the first rime 
some of the writers I've been corresponding with 
for years - and wnh some people who are lilccly 
to bring us new cartoons. Watch the baclc of the 

inc carefully: you never lcnow what might 
up t.k there .... 

--O. J.Ttiil6 

--·~ 



Skybox and Psi-cops: 

An Interview With 
Walter Koenig 

W alrt'T' Koenig has been a tdc\llsion and 
movie actor for owr thmy years. Ht IS besr 
known as Ens1sin Pawl Chckov on the 

orrS(lnal • rnr Trek S<.'T'ICS, and m subsequent Trek 
mouon pccrurcs Ht also has a rccurrmg role on 
Babylon 5 as rhc ruthkss psy-cop &m'l', and has 
~en nwolwd m numcrow thcamcal proJeCt.S, mcLud· 
mg The Boys of Autumn w11h fellow Trek alumnus 
Mmk uonard. 

Mr Koenig appeared at thu y.:m's Gt'rt Con m 
M1l""'Oukcc to promocc Flecr/Skybox's new Srar Trek 
card J?amc. • He siracrously took nme ou1 of hu busy 
schedule to talk briefly wrth SHADIS about the g~, 
about lrfc afrt'T' Srar Trek, and abour the particulars of 
the characrt-rs he's played. 

SH A DIS: Let's start wnh the card game. 
()e,1Jl'S rhc obvious connection rn Star Trek, what 
mrcrc.rcd you in the game, ,md how did you 
bt:cnmc involved w1rh ns promotion! 

Walte r Koenig: Originally, I became Involved 
in rhe game because I l'lm a card collector. I had a 
good r:lpporr with the people at Skybox, and they 
were p:using me along some of the stuff that was 
coming 0111. Thar established rhc rcla11onship. 
More importantly though, I lrkt' the game. I likt' 
the whole sense o f playing our 1hc episodes, and of 
m1xmj! :mJ matching 1he episodes hhat tht' 
{:.tml·\ format prov1ut's). You have one episodt', 
.mJ you c.in bring in charactt'rs from another 
cpi:.txle. I like 1ht' fact tha1 you c;in ac4u1re cards. 
and ;-ihhough the cards may ht' J1fferen1 from 
whar you ha,·e, 1hey sull have value when playing 
1hc j?.lme. Nothing goes 10 waste. 

•wr: lo\1,.1IJ i..., remw 1( we JiJ no1 111en1111n tha1 
Al._,,._ Srm Trek CCG is ha5eJ uplln rhe nrii:1nal series, 
.mJ 1> ""' connre1a.I 1n any W.4)' wuh Dl:c1pher's Star 
Trek The Nrxr Gcncr1Uum CCC. 
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S: That's true of most 
CCGs. Have you playt'd 
o ther collec11ble card 
games before? 

WK: I really haven't. 
Th 15 lS tht' fl rsc ont', and 
I'm finding it great fun. I 
havt'n' t mastt'rt'd tht'm 
by any means, but I'm 
certainly finding cht'm 
st imulating. You can 
play on several difft'renr 
levels; rnt' more inuma1e 
you become with the 
rules. che more J1verse 
tht' game can become. 

S: You said you've been collec11ng cards. Wh.11 
sons of collections, and wha1 sons of cards! 

WK: As a kid, I collecceJ bl'ISeball c<1rJ5, but I 
also collec red non·spons ciirds. INowaJJysl, I col· 
feet strictly non·sporu cards. With the excep11on 
of Srar Trek and Babylon S. I collcc1 only art carJs. 
I wouldn 't collec t phmngraph cards at all. 

S: You mennnned your 1wo bcsr kno wn TV 
roles rhere - 1hert''s been a lm of compJnsons 
among SF fans be1ween Babylon S and Srar Trc:k . 
As someone who lS un14uely snuareJ co commenr 
on both nf tht'm, whar do ynu see as the differ· 
ences and s1milaritit's (1f any) berwttn 1he two! 

WK: I don 't Stt too many s1m1lJn11es, orher 
than the facr thar borh scnes re4u1re that ynu gl\'C 

yourst'lf tht' lrct'nsc 10 1ma1tine, and to rry ,mJ 
redt'fint' tht' parameters nf what rt'alny rs You 
must suspend your J1sbel1ef. ThJt's parr of the 
nature of tht' genre they both occupy, I suppose I 
also rhink that, to some JegrCt', borh Srar Trc:k anJ 
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Babylon attempt to address topical political and 
sociological issues. I always thought that was mer­
itorious on the part of Scar Trek, and I chink that 
!Babylon creator) Joe S rrauynsky shares that 
social awareness. He instills a very deeply-held 
belief system, which I happen to agree with, into 
che storyline, and that connects somewhat with 
what we were doing on Scar Trek. 

S: How did you get involved in Bab)'/cn 51 

WK: Joe Strauynsky has seen me do theatre, 
and knew my work on Scar Trek. We had a mutu· 
al fri end; I met him through Harlan Ellison ini· 
cially. He volunteered to help back a play that I 
was mounting in Los Angeles (The Bo,s of 
Autumn). I didn't even come to him, he just saw 
what we were doing and gave us the money unso­
licited, which was really remarkable. He wrote a 
part for me on Babylon, but I became ill and I was­
n't avai lable. When I had recuperated. he wrote a 
new role for me, Bester, which really rumed out 
for the best. 

S: Tell us about Bester. He's not a nice guy, 
obviously ... 

WK: (Quickl'.1) But not necessarily a bad guy! 
(Laughs). After the first episode, I thought he was 
a villain. As the character has been written, pro· 
gtessivcly his pel'S<lna has expanded to something 
more than just a black hat. I don't like playing 
cardboard cut•outs; I want my characters to have 
depth and quirks and interest ing nuances. You 
don't get that with black and white, only with 
shades of grey. People arc the product of environ­
ment or of their genes, and that can make them 
do terrible things sometimes. but that doesn't 
make them wholly evil. Bestcr's like that. He's 
imperious. He can be hostile. He sometimes goes 
to great lengths to get what he needs to do done. 
But he's noc evil, and I certainly don't see him as 
overtly malevolent. 

S: How much leeway do the producers give you 
in playing Bested 

WK: Interestingly, Joe and I were in complete 
agreement with the way Bester should be played. 
The show is Joe's baby, and he's very involved in 
all aspects of it. You would think that that would 
cause problems for an actor. Sometimes lin a situ­
a tion like that), there arc contradictions within a 
given character - pans that seem like they're 
awkward, that they're imposed on the character, 
that don't seem like they belong. But It's all so 
o rganic (with Bester) that even though we don't 
speak about it - we truly appear to be on the 
same wavelength with the character. And I think 
rhat's marvelous. 

I added one thin g, a physical thing, that I guess 
isn't evident to 99 percent of the people who 
watch the show. And I did ask (Strauynsky) if he 
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had any objections to it, and he said he hadn't. I 
give Bester a froicn hand. Nobody's ever aware of 
that, that his left hand doesn't open. I did that in 
order to bring out th is imperious attitude in the 
character. I wanted co lay an underlying hostility 
on him as much as I could. (Smiles). It helps that 
everyone else is six-foot three on the show; then I 
can stand up next co them and freely use whatev· 
er Napoleonic personality traits that I may have. 

!The handl also gives him one more handicap 
that he has co overcome, and makes him that 
much more determined, as a character. It's part of 
what makes him an overachiever. It's never writ· 
ten in the script, though, and that makes thing 
interesting. In one case, I was wearing a spacesuit 
and gloves. I asked Joe if I could take off the 
gloves, and he said "no, not really." The plot 
demanded I keep it on. So when you sec me 
onscrccn in the suit, I've got that hand in my 
pocket. 

S: Any bit of Chckov in Bester? 

WK: None. They're complcccly different char­
acters. 

S: So how would the two of them deal with 
each other, if they met ? 

WK: (Smiles) I don't think Chckov could stand 
up to Bester. He really wouldn't be much of a chal­
lenge. 

S: You had mentioned TM Bo,s of Autwnn car· 
lier, which you worked on with Mark Leonard. 
What's different about acting in the theater than 
acting on television or in the movies! 

WK: Well first of all , when you're doing the­
ater, you tend to play characters who arc written 
more three-dimensionally. Unless its a walk-on, 
you've got a ro le that's sustained over two, rwo­
and-a-half hours. So there's more to explore there, 
just in the written words. Secondly, there's that 
wonderful period of rehearsal, when you have the 
luxury of helping co build the character and find­
ing all the little quirks. You're establishing a rap· 
port with the other performers while that's going 
on, which you don't have in television. In tclcvi· 
sion, if you're lucky, ypu sit around a table and 
read through the words once, then go onto the 
sound stage and shoot it. The only rehearsal on 
the sound stage is when you blow a line and do It 
over. 

There's also that wonderful quality of intcrac· 
tion with a live audience. It's an "on the edge" 
kind of feeling, no second chances. And when 
there's something like comedy involved, it's very 
gratifying to hear the response to what you do. 

I think theater acting is the cruc test of an 
actor's talent, which is innate. Television and 
motion pic ture ac ting is a test of technique, which 
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An Interview With Walter Koenig 

•~ le.1rneJ I'm not trying co put that Jown. You 
neeJ technique in order to function effecttvely as 
J p.:rfnnner. to put down the same feelinJls anJ the 
s.1mc cmo11ons over and over again It bring) a 
'-ommency to each take that allo" J1fferem 
.mi:le~ to be cut together. That's <omething that') 
re.illy .i consequence of training, of JU t Joing n 
unul yoo'\'e got the expcnence down 

: So whJt's next on your agenda! 

WK: Well , I'm definitely Joing more episodes 
nt Bolnlon 5. I'm slated to do four this next season 
l\·e .ii~ had an inqmry about guesi-stamng in the 
pilot to .1 telev1smn series from England called 
L!~nd, I believe. That would go in November 

I .11..o have an outline for a tclev1S1on series 
calleJ Alien m Wlondl'l'land that l'\'e been trying co 
~ell, which wa~ inspired by George ITJlcctl, Jimmy 
IDnoh.inl, N1chcllc IN1cholsl :mJ mybclf. It's nm 
SUIT Trl'k, we won't be playing SU.11' Trek characters, 
hut we woukl be principals on the show. lr'5 a very 
11ff·thc·wall, Monty Python-style program; the 
clo~'t 1hmi: I coulJ compare n to, I )uppose, 
would he Onugl,1s AJams' work. 

Aw.1y from tclevmon I've h.lJ ~me 
(om·cr~.umns w11h an ed11nr from 
'tarlmc publishing. and they're inter· 
e)teJ in having me oo a science flcuon 
novel Right now, we're trying to deter· 
mine what exactly the sub1ect matter 
will he. but I'm excucd about n Then 
there\ J Swr Trd< CD ROM game that 
they've hcen talking to me about 

: en ROMs ... a proJCCI like that 
bhtr) the line somewhat between 
mcw1e' ,mJ 1,>ames, and makes 1merac· 
11on wnh rhe .1uJ1ence more of a reality. 
Ho\' doc~ 1me approach the proJuct inn 
11f "uncthing like that! 

WK: Nm all that differently. I J1d 
innrhcr calleJ Maximum S11rgc awhile 
•'!!" We 'hot that wnh a 35mm camera, 
we ~hnt h.1ckj?Tounds wnh a blue screen, 
we \hlll m ,1 cave. Except for the fact 
rhat I ralkcJ to the camera - or to the 
"pl.1yer" that the camera was supposed 
ll' rcprc~ent - it was very much like 
m.tktn!! .1 mcw1e. 

: Would the S«.11' Trek game involve 
Chckov. nr 'llmcthinq clse1 

WK: Ye,, tt'J be Chelco\• I think the 
pro1e..:t nwolvcs three of us. But the deal 
ha,n't been maJe. and we' re mil m the 
neR<tt1at10ns stage, so I really can't ay 
.mythin.i: n£flctally. 

: We're running short on time here, 
~ut we\•e go1ta ask: would you consider 
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Jome Chclcov ilJ!<Hn' In J movu: nr nn one of che 
tcle\'1~1<\n 'hnw' 1 

\VK I W(tulJn't '-IY 'n11' nut nf h.md I turneJ 
Jown the G<'Tl<'T<lllors utter the first umc. even 
thou)!h 11 in\'olvc,I ,1 nnt•m..:nn~1Jer.ible amount 
nf money There \,,,, nn1hine there th.11 I hadn't 
done before. and I J1Jn't ~c the point. They 
aslceJ me to cnme in, .mJ I m.iJe some suggcs· 
tmns. which they mduJeJ m the ~npt That 
madi: thme ea)1er L'nforrunatel\'. they excluded 
them once 11 "·1' <hot, anJ everythmi: that I haJ 
\UR(!C>tc.J \\as cdttcJ 0111 I can't helte,•e that that 
was Machi;wellr.m, I thmk rt W3) JU'I .i m.uter of 
cuttm)! what w.1., m1hC cxpeJ111om They "anteJ 
the picture to be J de>ti:n.111:,l leni:th, .md the miff 
I haJ done \\3~ really not md1gennu'> to the story 
.md \\,J~ the ca~re't tn cxc1'e 

But wnukl I Jo II .1i:,11n' I "'l'JlO~. 1( I here w,1) 
'<lmethmi; \\nrth\\ h1lc there But I don't re.illy 
ant1c1pa1e rhitr .mymorc I rcJlly feel chat my 
.1c11ve p.urn;1pa1inn ·" .1 ch.u.11.ccr m Star Tr~k 1~ 
ll\'er. CJ; 
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Espionage 
RP Gs 

• in 

A Guide 
Real-Life 

to 
Spies 

E
spiontJJ!C is defined as the gathering of infor· 
mation in one counrry by another country, 
utilizing people (sp ies). remote intelligence 

gathering e'luipmcnt, and any other means ncccs· 
sary. Usually, the actions of the spy are illegal, and 
thus must be performed secredy. Also. other facets 
of covert warfare arc considered part of espionage, 
particularly sabotage and assassination. 

Fapionage in Real 
Life 

Real espion age is a lot more boring anJ unful· 
filling than in roleplaying - much of it involves 
research, number crunching, and the collection of 
vast quantities of esoreric information. For every 
agent in the field, there are a hundred analysts 
;mJ administrators siuing behind desks. 
Nevertheless. there is a great deal of valuable 
information and insight to be gained by under· 
srnnding how real intelligence organizations oper· 
ttte. 

Glossary 
The j;ugon of the espionage business is proba· 

bly ;ilready familiar to the average reader, learned 
from spy · movies and books. However, here are a 
few tiJbits of informat ion and less common terms: 

Activate: To order a dormant agem to begin 
act ively searching for and obtaining vn al infor· 
mat ion . 

Brush Contact: When spy wishes to pass over 
documents tn his or h er contact. a meeting is set 
up where the two casually brush against each 
nther. and the contact is given the information . 
Another w<1y of dning it is where the spy drops the 
pack<1ge intn a garbage can nr leaves it nn a park 
bench , and a contact , w;i lking some distan ce 
behind the spy, picks it up within a fe w secnnds. 
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Cell: This is a small group of operatives work· 
ing in enemy territory, frequently with little or no 
contact with other cells (in order to keep the 
whole operation safe if one ce ll is betrayed). 

Desk : The department in an intell igence 
agency devoted to a specific country or portion of 
a country; the section devoted to Mexico would 
be the Mexican Desk, and so on. 

HUMLNT: Human Intelligence, or informa· 
tion gathered by agents in the field. This is prob· 
ably the most important source of intelligence, 
but is also the most vulnerable to double agents 
and betrayals. 

Insertion: Dro pping a disguised agent into 
enemy territory. 

lntclligence: Raw informa tion gathered. At 
times, little if any of It is of critical importance on 
its own. Military intelligence is information nn 
troop movements, battal ion sizes, eljuipment, and 
so on. Operational intelligence regards what offi­
cers will be in charge of what units, and when 
senior commanders will be away fro m their posts; 
during the preparations for D·Day. it was discov­
ered that General Rommel, the cnmmander of the 
German forces in Normandy, would be in Berlin 
for h is wife's birthday and thus unable to com· 
mand his troops. 

Strategic intelligence regards whether a country 
will go to war over one issue but not another, and 
how friendly it is with its neighbors. Geographical 
intelligmce is the compiling of accurate maps of 
every country in the world, including ordinary 
road maps as well as diagrams of military bases. 
Before the advent of satellite phntography, the 
Soviets would routinely misdraw the maps they 
supplied other countr ies, so that a city wnuld 
appear on the map several miles from its actual 
location . 
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Polmcal mrelhgence is data surrounding a coun· 
try's politics, giving the agency an opportunity to 
manipulate elections and so forth. lndu.snial intel· 
ligence is information on a country's economic 
output , what raw materials at can produce, and 
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what it needs to import. 

PHOTINT: Information gathered from pho· 
mgraphs, whether they be taken by ordinary cam· 
eras, spy planes, or satellites. 

Propaganda: Information, whether true o r 
false, used to damage the enemy's mora le. 
Propaganda comes in three flavors: block propa.gan­
da, which is made to look like it actually originar· 
ed from the enemy itself (l ike a radio message sup· 
posedly from Headquarters celling men on the 
front chat their President or other leader has fled 
the country, expecting imminent defeat). White 
propaganda is information clearly coming from the 
enemy, but that still attempts to convince enemy 
soldiers and civilians to give up; in World War II , 
the Japanese employed Tokyo Rose, an English 
speaking woman who would daily extol the G .l.s 
to give up their cause. Finally, there 1s gray propa­
ganda, which is were the source is not apparent, 
but where the information, as anonymous as at is, 
causes a loss of heart among the populace. An 
example of gray propaganda would be rumors 
started by agents in the enemy country chat their 
soldiers were performing dastardly atrocities over· 
seas. 

Security Check : When an agent repons in by 
radio, a code word is normally spoken to let head· 
quarters know chat all is we ll and that he or she 
has nnt been captured and forced co transmit fa lse 
information. Such a check is a security check. 
However, the system only works as long as the 
agent always remembers to Insert the code word 
and the home base knows when co give up the 
agent for lost and not 1ust assume he or she forgot 
the code word. In World War 11, when British 
spies were captured and ordered to report back 
that they were safe. they were often chastised by 
their superiors for "forgetting" their code WClrd. 

SIGINT: Intelligence gathered from intercept· 
ed radio transmissions. 

Types Of Spies 
For the purpose of this section, the word spy 

will be used co refer to any employee of an intelli· 
gence agency, even thClse who do not actually par· 
ticipare in the coven gathering of intelligence. 
The following are the most common sorts Clf spies: 

Advisor: Agents, many of them with milita ry 
backgrounds, who are sent into enemy territory co 
covertly train and equip rebel forces. The U.S. has 
long favored this raccic, and during the Cold War 
sent many teams of advisors into third word 
Communist countries. It was Cuban mili tary advi· 
sors who facili ta ted a Communist coup in 
Grenada which prompted che U.S. invasion In 
1983. 

Assassin: Hired guns. neither as common nor 
as heavily utilized as depicted in movies and spy 
novels. Simply put, tCl kill an enemy leader is an 
invi tation to have yClur own leader assassinated in 
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revenge. Most often, the rarget of an assassination 
1s a rraitor or exiled d1ss1den1 from the country 
ordcnng the h11. Even rarer than rhc typical assas· 
)in is rhe mggcrman who acrually assassinates 
more 1han one rarget; many assassin' arc captured 
or k1lleJ at the scene of the cnme. 

Condemned Spy: This 1s a piny uulized sue· 
cessfully by un Tm, one of the earliest military 
l!en111scs in hlSlory. A spy deemcJ useless was fed 
large 4uan1111es of false informa11nn, then sent 
into enemy rcmtory and allowed to be captured. 
When interrogated , the hapless py would divulge 
reams of fulsc and mLS feading information, leading 
1he enemy into cm1cal mLScakes. 

Counterintelligence: Opcrauves whose sole 
mission is to seek out and neutralize enemy spies. 
One nr more countcnntelligencc officers serve at 
each e mbassy. searching rhrnugh visa applications 
for Jiscrepanc1cs or the faces nf known spies. They 
are trained in every possible 1echn1411e for pre­
venring cruical information from gelling into 
enemy hands. The FBI Is the primary counter in· 
telligence agency m the U.S. 

Cryptanalyst : Code breakers. Every military 
anJ embassy in 1he world uses codes 10 prevent 
unauthorized personnel from reading the mes· 
sal?'! . Every in1ell1gence agency has people hard 
at work cracking th05C codes. This 1s an extreme· 
ly 1mponant 1ob; in Wo rld War I. the intercepted 
;inJ decoded Zimmermann Telegram, which sug· 
ges1ed an alliance between Germany and Mexico 
tn a11ack the U.S., paved the way for Amcncan 
pam c1pa11on in the war. 

Thmy years later. during World War II , U.S. 
cryptanalym broke the soph1mc.iteJ Japanese 
code called Purple, a llowing Amencan forces co 
,1mb11sh the J.ipanese fleet at M1Jway and destroy 
11 .mJ further facilitated 1he ass.winauon of the 
.cn1nnnos1 Japanese nava l officer after informa· 
t1on on his flighr ilinerary was intercepted. 

Data Analyst: The ga1herm11 of huge reams of 
r.1 w Jata. Much of 11 1s no1 m itself valu:ible, such 
as stock market f151mgs or informarion thar could 
be found m an alman:ic, but 11 gives an agency a 
cle.irer 1Jea of 1he conditions m rhe other coun• 
try; data analysis are needed to rrn .ill the pieces 
nf 1he puzzle rogether. 

Forward Observer: A spy, l'<'rhaps <1 soldier, 
who mfihrares pasr enemy Imes during times of 
w.ir t1l loc;ire 1ar11e1s. such .is fuel Jumps and 
.irmones. for future attack. Some11mes. the loca­
rion of the 1ari:e1 1s radioed h.ick to an artillery 
111111 .ind .m a11,1ck 1akes place 1mmeJrn1ely, under 
1he eyes of the observer 

Hacker: UnJ011b1eJly the newest aJdi t1on to 
in1elhizcncc agencies. the hacker's 1nb 1s to break 
into enemy Jataba)C), tap into compmented net· 
works. and create paralyzing computer \•1ruses. 

Industrial Espionage: The theft of cnt1cal 

VOLUME V • NUMBER IV 

techno logy like nuclear weapons by counrrics 
which lack it. Also, private companies steal rradc 
secrets from each other by infiltrating the compe· 
tirion. 

Infiltrato r: A parachuted or otherwise mscned 
agent expected to perform missions while dis· 
guised as a travelling salesman or tourm (as 
opposed to a native of the country recruited for 
espionage). Sometimes the spy 1s expected Ul be 
able to pass as a nat1vc, or as a c1mcn of an allied 
narion. In times of war, 1t 1s often easier to use 
female or older male mfilrrators because the sight 
of a healthy young man not in uniform might 
arouse suspicion. 

Mata lbri: An agent, usually female , who 
seduces important officials and listens to their pil­
low ralk. convinces them to tum traitor, or mher· 
wise acquires whatever information they have. 
Mata Hari was a no1orious courtesan and a lousy 
spy who worked for wharever government would 
give her money. Though not the best example of 
this rype of agent, she 1s cerrninly the most well· 
known. 

Mole: A spy, usually fanatica lly loyal to his o r 
her country, who gets a Job m the enemy's intclli· 
gcncc agency and works h is or her way up the 
ranks to a position where false informat1on, pro· 
paganda, and saborage can wreak havoc. Often 
the mole must play the role of an ordinary citizen 
for many years, so it takes an agent of exceptional 
loyalry and fomtude to hold such a posuion. 

Political Spy: An agent who manipulates 
enemy politics by supporung some leaders and 
harming others. Every dirty m ck m the book IS 

used to fulfill this goal, mcludmg scanc.lals. propa· 
ganda, blackmail, even assassinat1nn. 

Propaganda Specialist : Using information to 
affect the enemy's morale has been a factor m war 
since the first rock was chucked. The propaganda 
officer's job is to disseminate informauon m such 
a way that the enemy c ivilians, soldiers and lead­
ers lose hearr. See 1he G lossary section for more 
informat ion on propaganda. 

Recruiter: An agent, usually a member of the 
staff of an embassy, who LS constam ly on 1he look· 
out for new turncoats. The agent is often assigned 
a target, possibly a diplomat, and attempts to find 
out whether he or she 1s having any financ ial dif­
ficulties, disagre~ with his or her coumry's poh· 
c1es, or has any personal habits that would make 
him or her susceptible to blackmail. The recruiter 
is also on the lookout for the occasional yahoo 
who finds espionage exciting and would be w11lmg 
to sell out h is country for the fun of 11. 

Rogue: The most J angcmus type of spy, either 
a double agent or a spy-for-hire. These agents arc 
considered extremely m lcy and difficult to con· 
trol, and often end up gcmng h4u1datcd once the 
risk outweighs the profit. 



aboreur: An agenr inseric<l in10 an enemy 
couniry, usually durmg 11me of war. Much the 
~ame as an infiltrator, the sabmeur arcempts to 
blend m with the populace and find a likely carget 
10 blow up - an ammunition dump, for insrance. 
In countries where there 1s strong d1SS1dent move· 
meni thar rhe agency has contacted. the saboreur 
1s often mer at the infiltra11on Site by 1he rebels 
• md given a hiding place - perhaps even a nanve 
1den11ty. The most notable recent insrance of 
tramed saboteurs performing a m1ss1on would be 
the smking of the G reenpeace Oagship, the 
Rcunbow WOl'T10T, by French agents. 

Satellite Ops: An important 1ob, though one 
no1 conducive to exctting roleplaying. The satel· 
Inc techn1c1an pores over photos to dlSCOver how 
many ranks arc m d1v1S1on A . ho~ many missile 
launchers are m brigade B, etc. 

Scout: A soldier in a unll like the SEALs or 
G reen Berets, whose job is 10 scout out enemy ter· 
mory in preparation for an invasion. This role 1s 
only menuoned here because ns primary m1SS10n 
1s to gather in1elhgence, much like rhat of a "real" 
spy. 

Sleeper: An agent who IS, by all mtents and 
purposes, an ordinary c1uzcn - with has a spouse, 
2.5 kids, a dog, and a house w11h a whire picket 
fence. However, he or she 1s really a spy whose 
purpose IS 10 stay hidden until nc·cdcJ. The sleep· 
er could become activated in o rder to get cm1cal 
information out of the country, or to provide sane· 
rnary to a spy. Often a sleeper performs light intel· 
ligcnce work lake watching ships enter and leave 
port and wt1ting their names down, or repomng 
when large bodies of troops leave an army base for 
a m1lilary exercise. However, most often 1hey do 
nothing but wair for the day when they will be 
activa1ed. 

nt~aker : &sentially a burglar Rather than 
rnrning traitor, or working his or her way into an 
intelligence agency to spy on 1t, the sneaker s1m· 
ply breaks into a building and photographs or 
steals crlucal documents. 

Suppo rt Agent: A person living m the enemy 
country whose role ts to help 01her spies with 
money, shelter, and other assistance. The support 
agent never docs anything illegal, or handles clas· 
s1fied mformauon, or does any spying on his own. 
Thus, he or she 1s rarely convicted of anythmg 
esp1onage·relared excepr in rhe most ru1hless and 
totalmman soc1et1es. 

Surveillance Agent: This job involves remote• 
ly monitoring important personages, buildings, 
anJ so on. Techniques for this include laser micro· 
phones. uny bugs, the monnorinJ? of cordless 
phone, cellular phone, and radio messages, and 
even mstallmg cameras and 01her gadgers. 

Technical Specialist: An agent m charge of 
decidmg what the spy needs and finding the right 
stuff for rhe 1ob. All of the fun gadgets populari zed 
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in James Bond films probably don't exist, but 4u1te 
a few of the less Oashy ones do, like surveillance 
and commumca11ons equipment d1sgu1sed as ordi · 
nary items. The ccchnical specialist arranges for 
the dispensac1on of such e4uipment. 

Traitor: Simply put, a person wuh access to 
secrecs who has Jec1Jc<l for wharever reason to 
sell or give them to rhe enemy . 

Types Of People Who 
Become Spies 

Nor everyone IS the right sort of person for rh1s 
hne of work. and even fewer of those 4ual1fieJ 
have any mtercst m such a posmon. Usually, the 
people sincerely mterested in bemg a spy will seek 
out an agency and offer their services. The basic 
rypcs can be broken down as follows: 

Adventurers: People who do it for the exc1re· 
ment. They realize thar they have the opportuni· 
ty and skill to steal informauon for their own or 
anorher CCl\lntry, anJ do so for the fun and excne· 
ment they think they will have. Adventurers are 
notoriously hard to comrol because they often 
don't care about money or status, and spy only as 
long as it amuses them. They are also fre4uendy 
difficult to detecc, because rheir lifestyles change 
very lmle (no sudden inOux of cash to explain) 
and seldom show any outward signs of anti·cstab· 
lishment senument. An example of this sort of spy 
would be the "Hanover Hackers", a We$t German 
ring o( hackers who offered their services to the 
Sov1ecs once they reahzc<l they could access U.S. 
m1luary databases via modem. 

Blackmail Victims : A good way to force a 
diplomat or government worker to become a spy 
- photograph ham (or her) doing something he 
Joesn't want anyone to find out about. Fo r exam· 
pie, 1( the rarget 1s h aving an affair, photos could 
be raken of the rendezvous and used co force him 
to deliver secrets. If he 1s living a clean life, a 11a1· 
son can be staged by slippmg him a drugged drmk 
and photographing him with a prosmute or "ams· 
tress". The vicum would be contacted, showed 
the photograph, and ordered to deliver a certain 
number of documents or the pictures would be 
delivered to fum1ly members, friends, employers, 
and so on . 

Once an ind1v1dual makes his first delivery of 
classified mformauon, the meering IS llSually pho· 
tographed, and the picture used to force the spy to 
conrinue - the alternative is to surrender and 
hope for tora l disgrace and a short prison term. 
Once the blackmail v1cum keeps on delivering, 
more photos arc taken, unul the spy 1s hopelessly 
enirappcd. 

Dissidents: A person who secretly hates the 
country he or she serves. Some want co see anoth· 
er sort of government take power, and others sim· 
ply want to harm those m authority. Dwidcnrs -
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In Fading Su ns the RPG, you become 
a denizen of the Known Worlds. 
answering the Emperors inspiring 
call of a new frontier - or trying to 
prevent others from doing so. Players 
can cake on any role they desire. from 
imperious nobles, lords of the planets 
of the Fading Suns, to zealous priests 
from the many sects of the Universal 
Church. co guild members with 
secret technology, or aliens from the 
many races subjugated u nder human 
rule. Bue enemies are many: jealous 
nobles, angry priests. greedy mer­
chants, powerful warlocks, bizarre 
cults. the genetically altered and a 
hose of ocher secret enemies. 

Fading Su ns is a science fiction game 
of heavy combat. vicious politics. 
weird occultism. alien secrets and 
artifacts, and unknown and un­
mapped worlds. And the mystery of 
why the suns are fading hangs over 
all. 

Available now! 
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he first Fading Su ns setting book 
details the center of the Known 
Worlds. the capital and seat of the 
Empire. There is no more impor­
tant or intrigue-laden world, for 
here the fates of millions are deter­
mined and the destiny of human­
ity is in the hands of the royal am­
bassadors, Church priests, mer­
chant princes, alien envoys and 
underground conspiracy groups 
all vying for the Emperor's atten­
tion and favor. 

As the sun dims and the seas rise, 
t he nobles' towering spiri s cast 
long shadows on the flooding cit­
ies below. Ancient secrets long bur­
ied are revealed threatening the 
balance of power. But here, at the 
center of the universe, every action 
can affect worlds far distant - or 
endanger even the 
Emperor's hard 
fought reign. 

Available in 
October! 
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along with those who simply did it for the money 
- made up most of the native Russi:ms working 
for the C IA. 

Ideologues: Some of the most successful and 
dangerous spies around. lde<llogues can seldom be 
bou~ht of suborned, re4uire no payment beyond 
seeing "their" side benefit, and can stay under 
co~r for long periods of ume wilh little or no 
contact from their employers. A spy-for-pay would 
seldom wait 20 years to begin making money the 
way an ldMlogue would. 

The most Jevastaung use of 1Jeo logical spies 
came Juring the Cold War, when devocces of 
Communism would remain m the West for years 
- even decades - before making their move. 
The Roscnbergs are the most significant example 
of this son of spy. On the down side, crue idM­
logues are hard to come by. Not every sociery or 
philosophy engenders the right sort of fanaticism. 
You're unlikely to ~ee someone so enamored with 
free-market cariralism that they would be willing 
co Jevore the ir whole life to infiltrating and spy­
ing on the enemy. 

~ . 
• ~_;.,Q:ynmumsm. on the o ther hand, has produced 
":ij\Dirt of senttment because it manifesto is one 
of lmprovmg mankind anJ makm1t the world into 
a 111opia. uch idealism is the perfect fulcrum for 
cide-ologue spic . Enough people m the right places 
believed the communist message 5'I that many, 

' many secrets were passed o n to the Soviets. 
However, with the bankruptcy of communism so 
apparent, the governments of the West probably 
don't need to worry too much about the KGB as 
m~h these Jays. 

Losers: PC<lple m the Jefensc o r mteltigence 
commun111es who have h11 on hard times or run 
into J ebt. Sometimes they arc recrutted by enemy 

·Intelligence :ii:enc1e , b111 often they knock on an 
emba5Sy door ,md volunteer whatever secrets they 
have access to . The rationalmmon for their 
het rny<1I 1s simple: Jesrerntton fo r money. 
Sometimes, the person IS fimmc1ally 5'l1md, but 
has h;1J orher difficulties, like being rassed over 
for a rromormn o r chast ised by their supervisor 
once too often . This category of spy almost never 
has .my real succe:.s :u steal in!( secrets, and is con· 
s1dereJ exrremcly undependable. 

Mcrcemuie~: Perhaps the most unrrustwonhy 
son of spy. :m operative whose only mterest is 
money, ,mJ whn chan1,tes <1llegiance to wherever 
the p..iy 1s best. The most successful spy-for-hire in 
recenr memory w.is John Walker, who knocked on 
rh<- front door of the Soviet emb;issy and offered 
his ~rv 1c~. Over .1 period of SC\"enteen years, 
Walker prov1deJ enou1th mtel11gcncc fo r the 
Snv1e1s 10 decipher :m emmatcd one million US 
m1l1tary mess.l!(eS. 

TI1C' e.1>1e:.1 way 10 detect tht o;on of spy 1s to 
look for 11nusw1I spcn<lml? ac11vuy. In fact, a law 
Wd) rc-ccntly proposed where C IA employees 
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would have ro allow rhcir finances (banlc 
accounts. investments, and so on) to be monl· 
rorcd so that a large influx of money could be 
observed. 

Spies In~ 
As in all RPGs. rhc primary ingredient in cspl· 

onage games Is fun. If It's no fun , don't do it -
realism at some point must play second fiddle to 
pure enjoyment. Thus, role-played espionage mis· 
s1ons may not necessarily resemble •real" ones, 
and rhesc tips should no t be treated so fastidious· 
ly as ro overwhelm everyone's good time. 

The first thing the game master must determine 
1.s whar genre to set his or her cspion38C campaign 
m. You can have espionage adventures In any 
genre you can name - Imagine a devilish plot 
wnh spies and dcrring-do set in the France of the 
Three Muslcctecrs, or in ancient Egypt, or outer 
space in chc far future, or Victorian London - the 
pnssibilitic.s arc limitless. Most often, however, 
espionage RPGs arc set in the present day, since 
rhc bullc of spy Action (boolc.s as well as movies) 
arc located there. 

The characters will have to select the sort of 
ro le they would lilcc to play in the team. 
Obviously, the slcills should be evenly balanced so 
rhere arc nor too many or too few of any one sort 
of characrcr. The most exciting types of spies 
would probably be the assassin, infiltrator, rogue, 
sabmcur, sncalccr, and surveillance aecnt, simply 
because these spies acrually get to do interesting 
stuff. However, any of the others would do fine, 
depending on what ratio of mkplaylng to combat 
rhc players desire. The reasons fur the PCs bee.om· 
mg agents will probably be limited to patriotism, 
money, and/or excitement. 

The fnllowinc are 10mC exciting clements of 
csp1orugc fiction (and real life) that could add fla. 
vor to spy campaigns: 

lnfiltration1 The party will have to be lnsc"ed 
into enemy territory. This can be accomplished by 
submarine, hang glider, SCUBA gear, helicopter, 
parachuting from a high-flying plane (perhaps a 
Stealth bomber), or through normal commercial 
transportation, using fnrecd documents. The 
flashier and more dramatic, the better. 
Furthermore, there should always be a danger 
involved, with the GM playing up the suspense 
and rcn.sion of setting foot on enemy soil without 
any $0" of baclcup. 

"Rolcplayin1''1 Once the party has been insert• 
ed Into enemy territory, they must blend in with 
the populace and assume some sort of role which 
will nor draw too much attention. The idea is to 
accomplish the mi.ssion's objectivc.s, not get 
arrested or engage in a blazing firefight with the 
local police. The GM sl\ould carefully norc any 
PC slip·ups in this department and judge whether 
h is or her cover has been blown. 
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One fun way to gee the players involved in role· 
playing would be to have them infiltrate an 
American o rganizat ion whose people have a dis· 
tinct accent lilcc surfers or hillbillies. This lets the 
players draw on their own mimiclcing abilit ies 
rather than just assummg that their character 
"would lcnow how to tallc". 

The IUid: In campaigns where mlcplaying is 
heavily stressed and combat is minimal, it might 
be satisfactory for a group of PC spies to stride mto 
a large dinner party, char with the guests, then 
sncalc upstairs and photograph the secret missile 
plans. However, many gamers find the deadly 
danger of a battle more enjoyable. Consequently, 
the best oppo"uniry for a little gunplay would be 
when the parry has reached thei r objective and 
must get past sentries, guard dogs, minefields, and, 
of course, the arch-villain and h is or her hcnch· 
men. If the party's primary goal is sabotage or 
some other form of cove" warfare, then the GM 
will have ample opportunity to flt In a lirrlc com· 
bat. 

Extraction: Even once the mission has been 
complered, there 1s the little matter of genlng out 
of enemy territory before the police and army 
arrest the patty - or worse. This should always be 
an exciting, dangerous journey: imagine a group of 
saboteurs dashing for the rendezvous location, 
wind swirling through the night, helicopters 
buzzing overhead, searchers crashing through the 
forests with dogs and flashllght.s. For extra effect 
malcc the party's ride be late, or have a persorul 
enemy of the PCs pursue them past the border, 
intent on destroying them no mancr what. 

Q:mc]na:ion 
The spy genre has always had a great popular!· 

ry, because the characters use d ifferent qualities 
than convcnrional warriors: guile, acting ability, 
subtlcry, suave repartee. Imagine John Rambo 
striding into an embassy reception wearing a rux, 
with orders to find out from a diplomat whether 
General A is going to talcc command of Unit B. 
He may able to mow down a whole squad of sol· 
dicrs, but he would be helpless in th is situation. 

Avid rolcplaycrs particularly enjoy the genre 
because In effect they arc playing the pa" of role· 
players - people whose survival depends on the 
ability to play a charac ter that would blend into 
the enemy. That's a job that no musclebound hullc 
could accomplish. 

Bi bl i()rJmphy 
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The Case of the 
Missing Player 

Solving the problem of 
absenteeism 

". S1~rd, yo11r muscks woan as ) OU 

slou.ly hack and climb your U'll)' up rht s/11~-

on'Tl!d pu \\i'hen you r.:ach rhl! cop, you oc the 
rope from CJT011nd )OUT u-aur to a m.•c and m a /cu,· 
mmuws ct ... T)Ol'll! u back ar chi! surf au. dm y and 
bloody, bur u uh your prtl<' . As you look around at rite 
swamp you cm~'TRotd mro, you real1lc you are hope· 
lcssly losr. 

"Okay, 1h1s 1s a Rood pomr ro call 11 q1111s. We'll 
srop here and conunue next u\?ek I' ll have the expe· 
nencc pomu figured ow by rhcn. and "\'Oii guys will be 
able 10 " 

Pla)cr One "Uh, l'w 1{011hrs Tac Ku-on Do ro 11T· 

namcnt 111! \I U'Cek, I can'1make11 • 

GM (S•Rhs) "Oka), u.>!'U rake a uw k off and pick 
up rhc u.:ek afrcr " 

Pla)cr Two. "Hey. / 'tc ROI 10 rn11 my grandpar­
ems m Momana that week " 

Player Three: "And l'w ROI ro ho11.k'•Sll my mom's 
Dachshund." 

G M. "Aargh! Okay, rhrec weeks• \Vc'll try agcun 
m rhrce uoel!ks 1" 

Play.>r Four "Uh , ~ys , .. 

Does the above conversation '>Oum! f,1m1l1ar! 
Lei·~ fo~c 11 . hlcsscd rare arc 1he J:.lmmJ? groups 
t h.11 have consmenc, regular .111cmfance by all 
their rlayer . This become) parucul.uly rrue w1ch 
older J?rnur members who have rn deal wuh Jnbs, 
spouses . • mc.J other respnn~1b1l111es. What's the 
answer / Wait umil all the rlaycrs cJn play / Of 
course nor. In fact, rhe ab)Cnce of a rlayer can 
lead 10 choice opporrun111es for ihc Game Master 
to enhance his story. 
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!iolutlon• for R11re 
Player Ab•ence• 

There are many opttons for the G M when a 
player cannot make a game session. The fim is to 
let another player play the character. Thu 1s 
tempting for the G M because he does not have to 

rake responsibiliry for the character, or figure out 
a way to get him out o f the story for the evening. 
However, this solution is nor suggested! First, h 
causes the absent player great anxiety as he imag· 
incs the surrogate taking great risks with h is ch ar· 
acter or JUSt rolling poorly. If anyone should be 
rolling the dace to determine the character' s fate, 
it should by the creator. 

Second, it's disruptive for the party to now be 
dealin g with Mike· Dax instead of Jadzia-Dax. The 
characrenzauon of the character will be inconsis· 
tent if not mildly stercorypical or pejorative of the 
absent player's sryle. No maner how the character 
is played, no matter how much trust the absent 
player has in the surrogate, che absent player will 
be unhappy with the tum of events. 

Another possibility is zombifkation. This is 
when the GM takes over for the player and runs 
the character as an NPC for a session. The absent 
player can take comfort in the fact thac as an 
NPC, the character has immunity from harm (if 
the GM as merciful). The character becomes pas· 
s1ve, silent , tends to stand in the back and only 
acts upon the suggestions of the o ther characcers, 
much as a "hireling~ would behave. The GM can, 
on occasion , use the character to malce sugges· 
tions to the others when the party seems bogged 
down or indecisive. Now this is acceptable for the 
once m a great while absence, but still im't mak· 
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mg the mosc of the momenc. Let's look at some 
more creative cutlers. 

The first is sci« work, a less-than glamorous 
name for very important casks for the temporary 
NPC character. One example of scuc work is 
maintenance. Spaceship repairs from the last bat· 
de or selling recently-acquired boocy can leave 
the parcy's hands free for more entertaining pur· 
suits. Another possibility is research. Tracking 
down those strange runes on the amulec at the 
library can be an excellent excuse for the absent 
character to wander off while the rest off the party 
interrogates the professor of the occult and his liv­
ing paperweight. Use the player's absence as a way 
ro get through the slower pares of the story. 

A second use of an absent player is plor device. 
The obvious "McGuffin" is to have the character 
kidnapped, and have the players rescue him in 
that game session. The next game session (when 
the absent player is back) the entire group can 
clean the clock of the offending villain. Or better 
yet, have the character disappear, only to appear 
during the next gaming session, his entire memo· 
ry a blank and his only clue a strange scrap of 
cloth with an arcane symbol on it .... n,e absence 
could be the impcrus for an entire story arc in 
itself. 

The case of the Missing Player 

The 6ue•t !itar 
The best way to explain the Guest S tar tech­

nique is with an example. My spouse Clove ya 
honey!) likes to ro le-play now and then. Illness, 
exercise, dreaded shift work, other responsibilities 
and general disinterest have kept her from our 
regular gaming sessions. Now how do you, the 
GM, handle the player who is more absent than 
present? Do you ban her from the game, citing this 
as the cause! Of course not. You use her as a Guest 
Star. 

To continue with the above example, my 
spouse played Desiree, a callous city thief. Desiree 
showed great disinterest in the party, who regular­
ly disrupted her livelihood, but had a soft spot in 
her hean for the "hard luck cases." Desiree would 
put the party up when they were in town, maybe 
do an quick job or two for them; but when the 
action started gercing hot , she would head for the 
hills (usually taking a chunk of the party's treasure 
with her). 

When the party headed off on their "epic 
quest ," Desiree secretly followed, surreptitiously 
assisting them, even foiling an ambush on one 
occasion. In gaming terms, she was the perfect 
character for the rarely-present player. Shifty, 
streetwise characters are one of the best Guest 
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How to Solve Player Absentees 

Srnrs, as their anirudes don't make them prone to 
"team spirit ," but their skills can be invaluable 
when they're around. 

Other possible Guest Stars include: 

Droids: Droids are always being left behind on 
1he sh ip for one reason or another (sec Scu1 Work, 
above). However, a Droid could always disobey 
h is master's orders and head our after the party, 
particularly if he suspeccs that they arc in trouble. 
Pam cularly stubborn droids could also follow 
their own agenda or ideas (such as delivering 
secret messages to hermits on desert planets ... ) 

Another country's agents: Also known as 
"Felix lighmer Syndrome." If you're C IA, he's 
MIS. and vice versa. Another country's agent 1s 
always turning up, following a s1m1lar path to an 
identical goal. Not always the most helpful PC 
either, particularly if you're MI S and he's KG B .. . 

The Enigmatic Stranger: Good for horror or 
superhero campaigns, the Guest S tar is a mystcri· 
ous, often supernaturally powered figure out to 
surrcptiuously assist the party. feed 1hcm plot· 
lanes. or just lend that helping f15t now and then. 
Entgmauc Strangers arc often eqmppcd wnh pow· 
crs such as invisibility, extra-d1mcns1onal tclcpor· 
talion. and nowing capes. 

The Intelligent, Talking Magical Item: Hey, 
don't laugh, it works! The magic item Guesr Star 
is great for 1he ra rely-there player. Make sure the 
magic nem is useful so the parry wall keep an 
obiect 1ha1 seems to express its opinion seemly :11 
random. Examples of th is are an amulet that pro· 
duces light continuously (solving the "how many 
torches left" wue) or dctcctS magic. Summoned 
golems and dancing swords let the Guest Star par· 
1ic1pa1c in combat, if he's gor the inclmauon. 

Campaign 
!iuggemtlon• 

The Guest Star is a good 1echnt4ue for rhe 
anfre4uent individual, but what af the entire group 
as le than reliable? Believe it or nor, this group 
can work, if the correct campaign IS chosen. The 
wrong campaign can just lead 10 you, the GM, 
becoming highly frustrated and possibly prcma· 
wrely ending the game. Lei's look al what works 
be 1 for the "noacing group." 

Urban campaigns: Ci11es (past, present, or 
fu111re) arc great campaign locauons on their own, 
part1c11larly with a rich and well-developed set· 
ring, bur ;ire also perfect for noatlng groups. The 
srrengrh comes in the GM's ability to "shuffic" 
players in and our of the sroryllnes wirhour having 
10 invent implausible rationales for a character's 
.ibscncc. Thas strength of urban camraagns doesn't 
have 10 be limited 10 ciues, but any campaign 
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where there exutS a regula r sening that occurs an 
every game session (such as a spaceship or milatary 
base). 

Episodic campaigns: One of the worst things 
that can happen ls when the player who, since he 
wasn 't there last session, is forced co sit out a por· 
rion of the gaming session until the GM can work 
him in (if ever). This is waste of the player's rime 
and leaves him pretty frusr:rated and feeling pun· 
ished for his previous absence. While this may 
seem a tremendous restriction on the GM's story· 
telling abihcy, the epuodic campaign (where each 
gaming session comprises an entire story) is ea!ler 
on the GM. and more rewarding to the players 
involved. 

Genre specific.s: While certain types of cam· 
paigns are better for the noating group, certain 
genres of games are better suited to the noating 
group as well. In supcrhcroic campaigns, the rotat· 
ing cast is a genre staple, not just a strength. 
Games that de·emphasizc group cohesion work 
becter for the noating group. This may seem 
counter·tntui1ive for G M's, who have been taught 
all along to create some "group concept" to uc the 
PC's together, nor to smvc so hard for this. 

An excellent example of thlS type of game 1s 
Vampire : r1le Masquerade, where the real challenge 
for the Storyteller is to gee all the players together 
for a session. Another, very different, example 1s 
Robot£ch by Palladium Games, where the pany 
can play members of the RDF, thwarting 
Xencraedi or lnvad plots each session, then return· 
ing to the base when they're done. In both cases, 
each PC belongs to 1hc larger group, but is nor a 
required pamcapant in each game. (Don't assume, 
however, that orher games by the same publasher 
works as well as games that do. Werewolf: rht 
Apoca.l,pst and R1fu, both done by the same pub· 
lishcrs respectively, are examples of bad games to 
run for the noa1ing group). 

Conclu•lon 
Ft.w things can be more frustrating to a GM 

than an absent player, but with the proper nexi· 
bilicy, absenteeism can be turned into a posiuve 
campaign element. The key to dealing warh 
absenteeism 1s prc·planning, both for the scssaon 
and the long·tcrrn campaign. Talk co your players 
before you began a campaign to get an idea of what 
kind of commnmcnt you can expect from them, 
and communicate your expectations of them. 
Insist that players who will be absent gave you 
some advance warning; not only is it helpful to 
you, but it's just good manners. While nm all 
absences can be predicted, having a few on·hand 
scrarcgies for dealing with abscnteeasm guaranrccs 
a smoother-running, more enjoyable session for 
everyone. ~ 





The 
of the 

D
ark srree1s no mauer what ume of <lay. The 
smell and sighc of garbage and debris. 
Shadowy prowlers chat at besr seek only 

your w;iller or purse. These are the charms of the 
slums. amJ in its coarse environs can often be 
found the J!YCaresr of adventures. 

No mauer what the genre, the slums of a city 
exist . There is always a place where the poorer 
clements of SN:1ery are forced to huddle together, 
where life is an everyday struggle for survival. 

Such ;i depressing area 
1~ fr.1ughr with danger -
not only for its inhabi· 
rants but also for 
s1 rangers vencurmg on irs 
sireers. In fantasy games, 
the beggars prowl about 
like g1anr ra1s 1ha1 lurk in 
1 he ocwers. A modem· 
d.iy h1,rror game has rha1 
stumbling figure more 
menacing th;in any man 
could be. And even when 
111<111 h.1s reached 1 he 
~ 1 ;1r•1o 1he dim corridors of 
1 he ' l'<lCe sta1io n are host 
" ' .1lien rhugs and con 
men 

Sn why is 1t that play· 
ers. who realize rhey take 
01 risk walking rhe slums, 
nfren fmd 1hemselves 
exploring u s rwi.sred 
streets! The answer is 
simple: nowhere else m a c 11y or 1own can such a 
wide v.mcty of goods, peoples and encounters be 
found. 

Sure. the markerplace may sell rhe choicest del · 

VOLUME V • NUMBER IV 

1cac1es or star rubies from Antares. But the prices 
are high, .ind the pickings slim. Head down co chc 
slums and find the black marke1; anything and 
everything is for sale, mcludmg items rhat chc 
players have never 1magmed. Herc you will find 
strange cursed amulcrs, the map 10 a lost gold 
mine, or word on who lives m the old abbey on 
the hill. Tongues wag ar che show of a coin, and 
men may be bought for their strong arm and weak 
soul. 

A character who seeks 
forbidden knowledge has 
no other place ro rum bur 
the slums. A novice mer· 
cenary may wan t the best 
arms money can buy, but 
with a ligh1 purse he 
knows rhat a second· 
hand store in the slums 
will give him a betrer 
price, albeit a poorer 
4ualiry blade/blasrer. 

In the short expanse of 
the slums is a wider array 
of folk chan can be found 
anywhere else. Boch the 
gifted and che failed will 
wander the streets. 
Beggars who may acrually 
be disguised princes or 
monsters. A c raftsman 
whose work is too horri · 
ble to appreciate. The 
members of a simple 
churc h 1hat helps the 

needy. All shades of human (and other!) ex is· 
tencc can be fouml here, from the JU>t to 1he 
despicable, fro m the rich who pmwl m search of 
sordid pleasures m obscumy m the poor con· 
demncd co live here by lack of coin. 
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A chief is forced co haunt rhe slums co learn 
more tricks of the trade. That crazy old man living 
m squalor may just ho ld the final words to a des· 
perately sought incantation. And what happens 
when the naive pilot falls for the preny wench at 
the bar? 

The Beauty of the Slums 

Where else but the slums would the characters 
discover the plot by the city's underworld to loot 
the wealthy districts? Would they search for the 
orphaned son of a king out m the wilderness! No, 
he 1s to be found, ironically living amid filth m a 
seedy back alley. 
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Has the neutrino 
capacitor been taken 
off the station, o r is it 
still in the hands of 
the gang that prowls 
the slums, bragging 
about their catch 1 
There is plenty o f 
advenrure to be found 
in the slums. 

A dull day m che 
city? Why not offer 
the town council your 
hand in weeding our 
the bad lot of the 
slums? Your boss act · 
mg mysterious and 
taking lace n1gh1 trips 
to a ramshackle build· 
ing in the worst part of 
the cicy? Why not fo(. 
low him ? 

What follows 1s a 
brief description, by 
no means complete, of 
some of the unusual 
things, denizens, and 
sites that can be d1S· 
covered in the lower 
city. All the entries 
are somewhat vague so 
as to be tailored to any 
campaign. Each is list· 
ed by genre and 
intended to help 
gamemasters m their 
invention of advcn· 
cure. 

Fantasy 
T hings: Stolen 

goods from all over 
the city, ranging from 
1cwelry and finery to a 
(cw torn pages of a 
mage's spell book. 
Black market wares, 
submmdard merchan· 
disc and unnatural 
products (cursed 
items, stolen holy 
relics, and nec roman· 
tic/sorccrous para· 
phemalia). 

Denizens: An 
assortment of beggars, 
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, The Beauty of the Slums 

ranj!in{: from the truly pathenc to the sickly crafty. 
Prosmrnes and panderers catering in the flesh. 
Starvm!! artists despera te to prove their worth. 
Pcuy thieves seeking to waylay a person for 

money .• mall crearnres seeking to waylay a person 
fnr food . The sick and the dying in beds. 
Un~nipulMs merchants peddling and sell ing to 
~uckcrs and fools. 

Sites: Polluted wells and grimy sewer grates. 
Bars .mJ dens of iniquity offering all sorts of vice. 
Abandoned guild halls that closed due to poor 
times. Hidden alleys that may lead to strange kept 
Jr.Jrdcns. The secret meeting si tes of beggar lords 
;md 1h1evcs' dens. 

Horror 
Things: Corpses, not necessarily human or an i· 

mat. lym!? on the srreet in various states of decay. 
Strnni.:c markings on the wall , perhaps graffi ti or 
"'mcrhmg more. A scrap of a letter o r book 
revcalm(! S<lmc hint of the danger to cC1mc. 

Denizens : C razed bums drinking household 
de.mer and cheap wine. Grungy street poets who 
whisper weird verses. Gangs of toughs who protect 
rheir turf from anything. Serial killers desperate to 
cncrimson their blades. Vampires prowling the 
~ rreets for easy prey. And of course. alliga tors in 
rhe sewers. 

Sites: Hole m the wall bars and crack houses. 
Warrens of giant rats. Voodoo shops that offer 
gn ·gns .ind magic candles. Sin ister-looking old 
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buildings tucked away from sight. Restaurants 
where the food o n the table is too fresh and fumil· 
iar (where did that waiter go?). 

--
Sci-Fi 

Things: Weird alien technology that may have 
been stolen, abandoned or left to be purposely dis· 
covered. Black market ha rdware. The remains of 
outdated robots and machinery that can yield 
pans for experimen ts. A getaway gra\' car mil 
idling as the criminals arc inside pulling a hei.st. 

Denizens: Shady sellers of the latest computer 
vims. The spies and underworld contacts of a hun· 
dred worlds. T1mc travellers dumped off in the bad 
pan of towns. Crazed inventors bent on world 
conquest. 

Sites: Small dirty cubicles flllcd with glassy· 
eyed hackers. Alien slaveblncks promising the liv­
ing cargo of the galaxy. Stores that sell hazardous 
waste to the highest bidder. An underground com· 
mlm1canons center from the city's previous inhab· 
it an ts. 

So there is the beauty of the slums. On any 
evening, a person can find S<lme reason to draw 
him deeper into the web of adventure lurking 
about the dark meets of a city. After all, what's 
the life of a player character without a little low· 
bro w danger? G 





llnatomy of 
.· 

Haunting 
"Real life'' gbosts to en 

• youtt campaign 

ll
s )anc1 opened the door. a chill ran down her 
spme . The allra of rum filled her senses as she 
looked ovcr 1he enrrance before hl'T. Through 

the darkness, she ~w an i!mpry room. a blanket 
swffed m one comer. There u.oeTen'r any chrurs cov­
~'Ted m bed.sheers or cobwebs srrcrchmg from wall co 
wall . l t was an ordinary room , dark and mu.sry, but 
no ghosts. She took a nep in and 11 smock her -
someching was ju.st not right ... 

Ir uw then that the door slam1Til!d shill behind her. 

Ghosts exist in the stories of every culture and 
arc an undeniable part of o ur own myths. 
Unfortunately, in many role-playing games, they 
are reduced tC'I yet another baJ guy to be fought 
and destroyed. Few ghost smncs contam any acru· 
al fighrs with the ghost. More ofrcn. the ghost is 
left alone CIT exorcised. Ir is the encounter itself, 
the terror involved in meeting a ~pirit from the 
grave, that makes the ghost Stnl')' a rccumng part 
of our mythology. 

The haunting - while perhaps not as exotic as 
a mummy or a vampire - 1s part of a lmost every 
human culture and as such, can mmll rerror in 
the bravest of people. The key 1s tappinj! mto that 
horror throu~h realistic hauntings. This article 
uses mforma1mn from parapsycholoj?y to explme 
the world of ghosts and hauntings. 

Parapsychology 
Parapsych<11<1gy is a relauvely recent field 

developed m swdy the parannrm.ll, including 
hauntings. psychic powers and other unexplained 
phenomena. They do not sruJy UFO.., ' 'amp1res 
CIT werewolves. Parapsycholos:ists arc cramcd fore· 
most In the a n of deception so tha1 they can bet· 
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rer recognize fakes. Therefore, a parapsychologist 
in a campaign would have a good chance of seemg 
through sleight of hand accempts, detecting pick· 
pockets, noticing tricks and traps and 1den11fying 
different types of hauntings and psychic powers. It 
would be considered overall to be a difficult disci· 
pline. 

Clairvoyants and Psyd1okinetics 
The classifications of psychic powers used by 

parapsychologists is important to undemanding 
how the living may interact wich hauntings. The 
important powers in terms of this article are cla1r· 
voyants and psychokinetics, as well as latent abil­
ities, which may work differently in your game 
universe. Latent abilities arc psychic powers that 
an individual is not aware of and has not taken 
control of. 

Clairvoyants are attuned to the spiritual plane. 
They can locate people from touching something 
the person used a lot, see spmts and auras, and 
sometimes look into the future. Their powers of 
detection arc great, bm latent clairvoyants will 
mostly see things they don't want to detect, such 
as feeling the pain of a friend, seeing the future 
death of a loved one, or viewing the ghost of a rel · 
ative who has just died. 

Psychokinctics, also known as tclckme11cs, are 
able to affect marrer, movmg it and shaping it co 
their will. Some are limited to affecting the tern· 
perature of things while others can only move 
small objects. Latent psychokinetic individuals 
tend to create polrergem activity when they are 
under great duress. 
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1\l~s Of Hauntings 
Before explo ring the different locales that 

haunrings can take place, it is important to under· 
stand the types of hauntings that can occur. The 
cla.ss1fications wed have been alccrcd slighcly from 
the parapsychological 1ex1 in which they were 
found. 

There arc rhrce basic rypcs of haunungs: 
Ghosts, Apparitions and Po ltcrgcms. 

Anatomy of a Haunting 

Ghosts 
Ghosts arc sentient". and thw the rarest of the 

rhrcc kinds of hauntings. These arc the spirits of 
the deceased who, for whatever reason, have nor 
left rhis world. As such, they arc often intelligent, 
resourceful and powerful individuals. Some ghosts 
are able to possess people for limited periods of 
time for whatever purpose. They arc most often 
invisible to rhc living (cxccpr c lairvoyants who 
arc able to sec them), appcanng for limited times 

only when certain people come 
close. To do so, they must use 
energy from around them, making 
the area they inhabit drop rapidly 
in temperature. They can become 
corporeal for a very limited umc, 
but th is drains them terribly and 
somerimcs creates a frost on the 
ground around them. In both 
cases, they only become visible for 
individuals who they believe can 
help rhem, or c lairvoyants. 

There are three distinct kmds 
of ghom: ignorant, impassioned 
and fearful. Ignorant ghosu arc 
the spirits of those who do not 
realize they arc dead. These souls 
arc very likely to interact with 
humans as If they were alive and 
will be quite distraught when pco· 
pie run m fear. The best way to 
get rid of an ignorant ghost IS to 
calmly explain to it that it is dead 
and should move on. 

Impassioned ghosts arc here for 
a special purpose. This is the mos! 
common kind of spirit in most 
role-playing games, since it offers 
the most rolcplaying possibilities. 
The ghost's goa l could be to pro· 
tcct a loved one from danger, to 
prevent a location from being 
destroyed. or to actually perform 
some deed. As the ghost is no 
longer corporeal, it probably will 
require some aid in this respect 
(i.e.: the player characters). Once 
their task IS completed, they cease 
to haunt this world. 

Fea rful ghosts are the most dan· 
gcrous splrics one can encounter. 
They know they arc dead and but 
want to change that. They work 
co restore themselves by cnhcr 
possessing someone with a weak 
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Setting the Mood for Ghostbusting 

spiril that they can com1uer, or causing evil so 
that their spirit remains restless, In any case, they 

are cunning and vicious. Thankfully, they are also 

exrremely rare. 

Apparitions 
Likened 10 cape recordings, apparitions are psy· 

chic recordings. There 1s no intelligence to them 

and they are not interactive. A clairvoyant some· 
times triggers them when they enter the area, but 

occasionally normal people can see them. The 
apparition will usually appear as a ghostly recre· 

a11on of a dramauc moment , such as a violent 
murder or a loud argument, and will most likely 

last only a mmute or two. Some apparitions are 
more mundane, involving a person walking by or 

an individual simply standing. 

Apparitions can be phoiographed. Getting rid 

of one requires stronger psychic energy to erase 
the recording. Someumes the energy dies away 
when the event the apparition is ued to is 

resolved, though chis IS not common. 

Poltergeists 
Poltergeist, which means playful spirit, is not in 

fact a spirit at all. According to a recent theory, 

they arc manifestations of latent psychokinetic 
ab1ht1cs in individuals under extreme stress, most 

often teendgcrs. They are nevertheless part of this 
docussion, as they are linked with ghosts in most 

mythologies. 

Usually, polrergeist act ivity is not dangerous, 
involving books falling off of shelves, furniture 
being moved and lights turning on and off. 

Occasionally, however, things get dangerous and 
bum marks appear on furniture, water pours from 

ceilings onto people, and items arc thrown across 
the room at people. While such activity is usually 
random, enemies of the focus individual (around 

whom most of the activity occurs) will often suf· 

fer the brunt of any damage that occurs. 

Exorcurns to rid a household of a poltergeist 
usually add stress to the s1tuat1on and exaccrba1c 

the problem. The real key 1s to de-escalate the sit· 
uauon and allow other avenues for dealing wich 
mess and possibly developing the latent psy· 

chokinetic abilities of the individual in question. 
Control of these powers will eliminate poltergeist 
activity. 

lltmos~tt~ 
The atmosphere of a haunting adventure is cru· 

cial to its success. While there are many physical 
and psychological tricks to presenting the horror, 

VOLUME V • NUMBER IV 



such as candles for lighting and spooky mood 
music, perhaps the most important key ts the 
description of the location the characters arc 
investigating. The location should be at least a 
dozen years old, preferably a hundred or more. 
Hauntings arc usually linked with some anc1enr 
event and ghosts arc usually hom another time, 
rhough modem hauntings arc possible. In any 
case, an older location gives the aura of decay, 
which is important to any haunting adventure. 
Overgrown bushes, peeling paint and rotting 
wood contribute to such an aura. 

I( the haunting is a ghost, the personality of 
that ghost should be represented through the 
location. I( it is an angry ghost haunting a house, 
the floors will be treacherous and danger will lurk 
everywhere. Similarly, if the ghost is sad, grays will 
predominate and a sullen aura will cover the loca· 
tion. 

The aura of a hauntings by an apparit ion should 
link with the apparition itself. For example, 1f the 
apparition is of a child killed brutally by its father, 
some trace of the child's existence should remain, 
such as a ball or a teddy bear. Piclcing up this item 
could trigger the apparition. Poltcrgcm acuvity, 
as noted above, will tend to occur in locat ions of 
high stress. This could be a conservative home 
where a rebellious teenager is being repressed or in 
a business office where multi·million do llar deals 
arc made. In these cases, the poltergeist act ivity 
creates the atmosphere of the adventure. I( the 
poltergeist is dangerous, perhaps a knife flying 
hom nowhere will evoke the right feeling in the 
charac ters. I( not, books dropping hom shelves at 
tense moments will intensify the cxcncmcnt. 

For a great article on using physical and psy· 
chological techniques to create an aura of horro r, 
see the article "Up Against the Wall, Suckers!" by 
John Tynes in SHADIS Presents •19.5. 

Haunt~d Plac~s 
While most ghost stories take place in haunted 

houses, hauntings can afflict business buildings, 
parks and even boats. The locale of your haunting 
will affect the mood of the adventure. If you want 
a bonc·ch1lling investigation, a house will work 
nicely since it is a familiar setting that will set the 
player's Imaginations rolling. Buildings in general 
arc more useful for investigations of biiarrc hap· 
pcnings without an inherent danger. Parks and 
graveyards, like houses, arc hightcning locales, 
but the open air allows easy escape which may be 
impossible in the house. So be sure to make it a 
fog-clouded night when they go exploring, prefer· 
ably during the new moon when it's darkest. 

Anatomy of a Haunting 
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Setting the Mood for Ghostbustlng 

Ghost ships provide Intense adventures where 
escape is impossible and 1hc terror pealu, but ten· 
s1on like 1his should be reserved 10 a single oolat· 
ed advenrurc or It rums the genre. 

Haunted Houses 
The haunted h ouse is best known to those of w 

who have lived with an abandoned house down 
the street, windows boarded up. creaking sounds 
escaping from wu hm. When dealing with a 
haunting in ·a house, the characters should have to 
spend some time inside. This 1s easily done if they 
live there, but if 1hcy just walk m and out , the 
effect of be mg trapped will be lost. There is a talc 
of the two vagrants who found refuge in an aban· 
doned home only to be awakened in the middle of 
the night by the sound of a ghost screa ming. One 
jumped from the second story window and the 
other escaped alive. This is the kind of ho rror you 
want in your adventure. S leeping over-night is a 
good way to keep the characters in the house. 

If 1hey are caurlous about staying too deeply 
inside a possible haunted house, have 11 start ram· 
ing and pu1 the only dry room in the center of the 
building. Easy escapes could be boorded up or 
rrcacherous to use with rotten floorboards. This is 
why o lder houses arc more useful - in a new 
home those kinds of dangers would be out of place 
and would con fuse players rarhcr than adding to 
the atmosphere. 

If 1he ghost IS no t some evil creature, there is no 
fear, since the players figure their characters arc 
not in any real danger. To create a false sense of 
peril, then, one must take funhcr steps. When 
exploring the house, minor frights can be used to 
add to the effect. Encountering rats in the base· 
ment o r mice scurrying by m the middle of the 
night worlu we ll and ts not inherently dangerous 
- just disconcerting. C reaking sounds that give 
the impression of someo ne walking toward worlu 
as well, as old houses tend 10 make strange sounds 
when they settle. The actual encounter with the 
haunung might take place hours after chc players 
arrive, or if you feel like building tension , days 
later - JUSt when they' re about to leave in frus. 
rration . The encounter should nse from nowhere, 
perhaps when they arc mvemir.iting some other 
minor de tail. Have the ghost appear ngh t over the 
character's heads or right next to them. This is a 
good time for fear checks. 

The resoluuon of a haunted house adventure 
should resolve the haunting m some way. Either it 
ends or it continues with newfound strength and 
perhaps moves its focus to the ch aracters. There 
have been cases of families moving into haunted 
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houses, only to flnd the ghost following them 
when they moved away. This adds the hon or of 
dealing with the spiri ts. 

Ghost Ships 
A ghost ship provides a kind of teno r 

unmatched in any land-locked adventure. Unlike 
houses or parlu, the characters arc completely 
tnppcd aboard with the ghost and must resolve 
the situation th.ere and then. These advenrures 
should be both terrifying and personal. Perhaps 
the ghost is someone the ch aracter knows. Or 
maybe the ghost is a fonncr passenger on the ship 
wh o was killed by the crew and now seeks 
vengeance upon all inhabitants. Poltergeist activ· 
ity during a long trip after food supplies have run 
out will make things even worse. 

The key to dealing with a haunted ship should 
lie in its history, in some location deep within the 
hull , or perhaps in a spot Ln the sea it happens to 

pass over. This forces the characters to explore the 
ship and delve into its past - very, very quiclcly. 
While down below, odd shifts in the movement of 
the boat may heighten parano ia while strange 
noises will ccnainly excite the players' imagina· 
t ioru. Again, use o( animals such as rats can be jus­
tified in larger vessels, and birds cin:ling overhead 
can be used to signal some approaching danger. 

While being stuclc aboard a gho&t ship can be ter· 
rifying, encountering one on the open seas may 
make mott scruc in an advm~. In this case, the 
<birc to cxplot-c a drifdng empty ship will draw the 
charactm into more than they bargamed for. In this 
case, the cause of the haunting should definitely be 
found aboard the ship, This is also one case in 
which the characters might find decomposed 
COC'p.9CS lolling about in various creepy locations. 

However if you arc after more of a mystery, it 
might be better for the characters to flnd no trace 
whatsoever of the crew or passengers. In our own 
world there have been many caJCS of ships found 
drifting, empty and with no apparent cause for the 
crew to abandon them. This kind of discovery 
could be very disturbing if they later found a 
haunting in the middle of the sea where the crew 
were all killed. 

Resolving a ghost ship crisis will be difficult , as 
the characters wlll most llkely conccntnte on 
escape. This is simply solved by making escape 
impossible. If the ch.aractm should get away, say 
to a Coast Guard vessel in the vicinity, a storm a 
few days later could force them to abandon ship 
and take refuge on - guess what happens by. This 
kind of forced return intensifies the hon or as the 
charactm rcaliz.c they have to solve the mystery 
or they will never escape. 



Graveyard Hauntings 
Graveyards arc natural locations for hauntings. 

In fact, many call them haunting grounds. The 
fll\81 resting place of the dead is a natural place for 
spirits to hang out, as ancient tradition held that 
a restless spirit was bound to the place of their bur· 
ial. However, many graveyards arc treated as 
nothing more than scenery without character. 
This is completely unlike the way a haunted 
graveyard should seem. Looming oak trees should 
make the brightest day dark and gloomy, and 
bizarre gravestones should adorn the ground, mak· 
ing running through a hazardous affair. Why have 
clean rows and paths through the grounds when 
you have a labyrinth of sagging tombs! Escape 
from an open area is too easy; 11 should seem as If 
the characters arc trapped in a world of death, 
where the exit Is difficult to find and the journey 
is full of stones and low-lymg branches that force 
you to watch where you're running and not what's 
following you. 

The actual haunting of a graveyard ls most like· 
ly to be in the form of an impassioned or fearful 
ghost , though an apparition could be present. 
Poltergeist activity is rarely found around, unless 
there is a groundslcceper who really hates his job. 
The lcind of haunting will affect how you present 
the graveyard. If the ghost is impassioned, there 
will be a sense of order to the confusion on the 
grounds. For example, the graveyard home to a 
ghost seeking to be with his true love (or at least 
have h is body interred with hers) would have 
many "Beloved wife of. .. " on the tombstones and 
other such romantic gesrurcs. The ghost's grave 
would have no inscriptions, but a rose growing 
behind it and a rree nearby could have a carving 
of a hean with the ghost's initials and someone 
e lse's in it. 

G raveyard hauntings are rarely resolved, since 
few people visit graveyards for very long and if 
something frighrful is discovered, they leave and 
never return. This is why ghosts haunting this 
locale will most likely be frustrated and desperate 
for help, perhaps to the extent of forcing the char· 
acters to help them by crapping them m the grave· 
yard. Possessing one of the characters is another 
possibili ty. In any case, this should be one haunt· 
ing the characters may wish to forget (and that 's 
okay if they had a good time being scared). 

GbostbustiOQ and Bxorrcisms 
Most of us have learned about ghost-busting 

from the movie Ghostbu.siers. In fact, the produc· 
ers of that film researched actual ghost-busting 
with real parapsychologists, and some of the ele· 
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ments of the movie arc real. Apparently ghosts 
that become corporeal do leave behind a sub· 
stance kno wn as ectoplasm (which is said to be 
sticky and gross), though th ere is no device for 
capturing ghosts, and the methods demonstrated 
in the movie bear no relation to real parapsycho· 
logical activities. 

A real parapsycho logist would loolc into the 
history of the haunting and the individuals 
involved, and try to use mediums and clairvoyants 
to access the ghost directly. These techniques arc 
not tried and true, but they worlc in some cases; 
the parapsychologist can often learn the probable 
cause of the haunting and try to help the ghost 
move on, erase the apparition or eliminate the 
poltergeist's act ivity. ln this sense, the ghost is not 
capcured or even destroyed, but simply freed from 
this world. 

Exorcisms have also been featured in the movie 
industry, and again in real life they arc not quite 
as successful. An exorcism will have a varying 
effect depending upon the cause of the haunting, 
the type of haunting, the individuals involved and 
whether or not they believe. A ghost haunting 
may be exorcised if the ghost is religious, but no t 
if it is a fearful ghost - that lcind will only be 
enraged by the attempt to ge t r id of him. 
Apparitions may be erased by an exorcism, pro· 
vided all present believe strongly in the faith of 
the exorcist. Poltergeist activity may be eliminat· 
ed through an exorcism, provided the focus indi· 
vidual is a strong believer, but otherwise, the 
activity will only worsen as stress rises. 

'Fort l11o1t~ lnforrmation 
If you would like to learn more about ghosts, 

hauntings and parapsychology, please check out 
the following books: 

Various authors, Foundalion.s of Paraps,choloc. 
Boston; London: Routledge & Kcgan Paul, 1986, 

Fador, Nandor. Tht Haunud Mind: A 
Ps,choanalyst Looks al w Suptmanaal. New Yorlc: 
Helix Press, 1959. 

Green, Andrew. Ghost Haunting: A Proctical 
Gwdt, London: Gamstone Press Ltd, 1973. 

MacKenzie Andrew. Hauntings and Apparitions. 
London: Heinemann, 1982. • 
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The Heroes of Alpha Complex 

Based on the Paranoia and TORG RPGs 
publisMd by West End Game;s. 

Her narrow face lie by the blue light of 
che video screens, Lia-B-LTY cumed a 
dial, flipping from one surveillance 

camera to ;mocher. She'd pacchcd mto che 
security system in che warehouse, and each 
camera showed noching but another view of 
the empty warehouse: shelves upon shelves of 
powders. pills. and symps kept In drums. bins, 
and jugs. In chis warehouse were stored che 
hopes. dreams, and good times of the ci tizens 
of Alpha Complex, all in the form of easily 
consumable meds. In the forgotten 
maintenance area behind che warehouse, Lia 
had found a perfect place for her illicit 
experiments. 

Samf1cd chat the Computer had noc 
detected her, and rhac no Troubleshoocers 
were on their way co fill her body wirh licde 
holes. she rumed the dial and broughc back 
the image that really mattered to her. On the 
screen, colorful linle lizards cavorted m the 
luscious, misty undergrowth of .ome distant 
ram forcsc. As a member of che Sierra C lub, 
he'd heard and read about these creatures for 

years. The machinery she used co find them 
was a litcle beyond her understanding, so she 
wasn't sure what pare of rhe world she was 
looking at, bur all that mattered co her is that 
she'd found chem. 

"I knew they sti ll exisccd," thoughr Lia. 
"And 1f they come chrough all right, then 
'iOOll we will be able to go tk'Te! We'll be able 
to get Ouu1de in an instant. And once I get 
one of those cute linle iguanas, I'll be the star 
of the Sierra C lub." 

Lia flipped the switch on the Transporter, 
and 1c hummed co life. Two upright metal 
poles vibrated and glowed, and m the large 
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space between them, the air grew hazy, like a 
video screen fading out. The large mass of 
wires and gauges and tubes chat composed the 
heart of the Transporter shook 
arrhychmically. Lia crossed her fingers for 
good luclc. She hadn't been able to force che 
secrets of che Transporter out of Oppcn-1· 
MER before she'd killed him, but she was 
prccty sure she knew how to work che ching. 
And she was sure chat she deserved to use the 
device more than he. Oppcn would probably 
have used it to get to work on time; Lia had 
greater plans. 

Lia looked back at che lizards in the 
undergrowth. She selected a playful iguana 
cavorting among the miniature fems. By 
manipulating a few d ials under che screen, she 
caused cross hairs co fix on it, and then she 
pwhed the blue button. Holding her breath 
and folding her hands in front of her, she 
cumed to che side, waiting for the little lizard 
to appear between the rwo glowing poles. 

The ching from the screen appeared, and 
Lia rumed white. She looked back at che 
video screen , where rhe ocher creatures were 
looking about for cheir vanished fellow. 
"Could chose miniature fems actually be fem 
rrecs r chought Lia. "Could the little lizard on 
che screen rca lly be ... that!!" 

"l don't believe I've eaten one of your kind 
before," said che fifteen meter long camosaur, 
hunched over and pressed against the ceiling. 
Of course, to human cars, it sounded more 
like "RAAR-ARGH!!" 

Lia had intended to use the escape hatch in 
case Troubleshooters came looking for her, 
but it proved just as handy for escaping a 
dinosaur. As she was crawling chrough an air 

duct under che meds warehouse and back 
toward her laboratory in R&D, she asked 
herself whether she had shut the Transporter 
down. The sound of metal ripping interrupted 
her choughcs, and the air duct vibrated. The 
ching was ftnding ics own way out of the 
maintenance room. Lia decided it would be 
better not co chink about whether che 
Transporter was on. Instead, she popped a 
Blissful Ignorance med and crawled on. 

Harvey·R-ABT-2 wal.ked quietly through 
che dense fog. A strange smell h it his n06C, 
but before he could identify it, he heard 
footsteps. He spun and fired, his laser drawing 
a red beam chrough the mist. He heard boxes 
being knocked over and che paccer of pills 
fulling to the concrete floor, and then a red 
beam swept through the mist at him. Harvey 
dived for cover behind a dark shadow chat 
looked like a forklift and landed in a pile of. 
someth ing warm and squishy. le smelled like 
Hero's High-Energy Breakfast, but he gricced 
his teeth and stayed where he had cover. He 
aimed over the forklift and frred a few more 
times in the direction of his unseen enemy 
and then flipped on his hand com. •Annie! 
Annie! I've found chem and I think I've got 
them pinned. Get over here!" 

Through the fog, Harvey could sec more 
flashes of red laser coming his way, and above 
his head he heard che sizzle as the beam 
burned into the shelves. Annie's voice came 
over the com. "I'm heavily engaged wich 
anothe.r group of traitors. I chink I hit one or 
two. You get over here." 
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Harvey considered the options: hustle over 
to Annie and risk being shot down by a 
traitor's laser, or hold his position an a pile of 
Hero's High-Energy Breakfast. No, acrually it 
smelled worse than that . More like Tasty 
Mushy Surprise. 

"I'm on my way." he said into h is com. "Fire 
up at the ceiling so I can sec where you arc." 

"O K." said Annie, and a beam of red shot 
up through the fog. It was coming from the 
spot from which the traitors had been firing at 
Harvey. 

"Hold your fire until I get there. so you 
J on't hir me," said Harvey. 

"O K," said Annie, "but I'm firing back if 
they fire at me." 

"O K." said Harvey. 

Harvey put the hand com back on his belt 
and backed 11p. He circled around, feeling his 
way through the fog. The f111orescent lights 
on the ceiling barely illuminated the ground; 
11 just made rhe mist seem to glow. When 
Harvey found Annie prone behind an 
overturned bin of Working Lare pills, he said, 
"Any more action?" 

"Not here," she said. "How many do you 
think yo11 got!" 

"Winged rwo or three, and drove off maybe 
another three," he said casually. He kncclcd 
beside Annie, pulled a bandage from the first 
aid kit on his belt and began to wipe the Ta.sry 
Mushy off his arms and chest. 

"About 1hc same here," replied Annie, 
sitting up and turning to face him. "This crazy 
fog threw off my aim, and I had to go 
completely by sound. so I only got a co11plc, 
and no disabling shots. They all ran away, of 
course." 

"G oing up against a terror like you! I'm not 
.urpriscd! Do you suppose they were the ones 
that got Harvey· I and Annie· I !" 

"Most likely. Say, what is that stuff on you! 
It smells like Zippy Greenish Noodles." 

"More like Tasty Mushy Surprise. Herc, 
take a whiff." Harvey held out the bandage, 
and Anme leaned forward, holding her hair 
back with one hand to keep it from falling 
into whatever was assault ing her nose and 
making her eyes water. 

"Whew! It's Tasty Mushy, all right. Where 
Jid you ... run into it ! I mean, what's cafeteria 
food doing in a med warehouse?" 

"My 411cstion exactly. Let's check it out," 
said Harvey, dropping the soiled bandage into 
a plastic bag. "Maybe ir's a clue." He dropped 
the bag into a pouch on his utility belt and 
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then led Annie back around co the forklift. 
The shelves and bins of powders, pills, boxes, 
and c.ratcs bore numerous laser bum marks. 

"Good thing those tra itors were such lousy 
shots," said Annie. Harvey nodded 
enthusiastically. 

Near the forklift sat a large pile of stuff. 
Annie got out her flashlight and examined it, 
a brownish blob about a meter and a half 
across. In the center was a deep depression 
where Harvey had landed. 

"We need a positive ID," said Annie. "It 
looks and smells like Tasry Mushy. What's its 
texture like ?" 

"Feels a Int like Tascy Mushy, except why is 
it warm?" 

"Taste it." said Annie. 

"Wha ... ? Taste tlvu! I'm team leader. YoM 
taste it!" 

Annie lowered her voice and said, "Harvey, 
next time you sneak off behind the Triple· Vid 
Center, warch your back a little more 
carefully." She watched as Harvey's jowly face 
went slack, his eyes pointed up to one side, 
and then, when he remembered sharing a 
carrot with other Sierra C lub members 
behind the Triple-Yid Center the other nigh t, 
his color drained. He looked back at Annie. 
"You saw that?" he asked. 

"Taste it," she sa id. 

Harvey haltingly put his fingc.r to his 
mouth, then fell to his knees and retched. 

"Tasty M11-shy Surprise, all right," said 
Annie. "This has got to be a clue to Harvey· I 
and Annic· I's disappearance. Let's get-" 

"Shhh !" said Harvey, and then he 
whispered, "What's that!" A soft scraping and 
shuffling sound was coming from behind 
them. They turned and crouched, lasers out 
and ready to ftrc. Out of the mist stepped a 
line of people wearing strange, SC2ly outfits 
with long masks. Each carried a long thin 
tube, or maybe they were lcngrhs of pipe. 

"My greetings to you, o smooth·slcins," one 
of them said "We arc warrion of Lanala and 
we brine the Way of Life to you. If you choose 
to oppose us, we eagerly an ticipate the 
intense feelings of combat. If ... " 

Harvey and Annie loolccd at each other, 
shrugged, and aimed their lascr pistols. 

" ... you embrace the Life in Lanala, ... " 

upupupupupupupupupupup 
upupupupupupupupupupup 

The I~ of greenish crcacurcs fell into a 
writhing mass of lcicking feet, curling oils, 
grasping claws, :md thrashing spears. A babble 
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of exclamations poured forth. "Yow ow ow! 
Intense!" "Oh yeah!" "Right in the face! I'm 
in pain!" "Do ir again! Do 11 agam!" "Wow! 
This ts better rhan coals berween the roes!" 

An me looked over at Hariey while she 
Jernched something from her belt. "If they 
liked thar." she said, "they'll 10\~ thlS." She 
pulled the pin and cossed the grenJJe inro the 
mass of squmnmg lizard crea tures. Annie fell 
fla t on the floor, and Harvey followed her 
example. 

The greemsh rra1cors were s11ll babbling. 
"Intense! Intense!" "Never fch anythmg like 
U.Ls before." "Ow ow ow ow." "Blew my hand 
clean off!" "Hey. what's this thin{:'" 

KA-BOOM!! 
Annie and Harvey didn't fmd much 

evidence on the rrauors. W hen Ann ie found 
she couldn't pry their masks off. ~he said, 
"Why Jo you suppose these weirdos would 
glue thcmsdves inro 1he1r costumc~t 

Harvey J1Jn't say anythmg, but he knew 
the .mswcr. He rccogmzcd geckos when he 
saw them. ull, he wondered why the O ld 
Reckomng books hadn't men11one,I geckos' 
ab1l11y to speak, or 1he1r masochm1c 
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tendencies. 

Harvey eyed the spears the geckos had been 
usmg. They were made out of plane, and he 
thought about how good nnc would taste. 
"Better take one of these back to HQ." he 
said. picking up che least damaged spear. His 
stomach grumbleJ. 

Harvey :ind Annie headcJ back toward the 
entrance 10 the warehouse, through the maze 
of bins, crates, and shelves. The mist blocked 
the light so badly now that Annie pulled out 
her flashlight to help them find their way. 
Srrange noises came out of the mist from all 
direcuons, b111 liberal application of laser 
blasu deterred anythmg from approaching 
chem. As chey walked on, a fam il iar odor 
came through che fog. The trudged on and 
found another large pile of brown mess. 

"look, more Tasty Mu<hy Surprise!" said 
Harvey. The glmt of metal caught the light 
from Annie's fla~hlighr. "There, wha t's chat?" 

Harvey used the ~pear co fish a dented. bent 
up laser p1Stol out of the Tasty Mushy. He saw 
che notches cm m the h;mdle of the pistol, 
one for cvc:ry t 1me Harvey· I had been shm ac 
and not lulled. 

"It's H:irvey· l's." said Harvey. his throat 

ughtening, "Looks like we found him" He 
remembered Lhe endless, joyful hours of 
playing "Guess Who" wiLh Harvey· I and the 
Other four Harveys. The game would never be 
the same wirhout Harvey· I. "Who could do 
this co someone!" said Harvey, his voice 
tense. " I mean, drowning a man in Tasty 
Mushy - the horror." 

The cam ol Standing behind them and 
droolmg said, "Didn't I cat rhe cwo of you 
yesterday?" 0£ course, to human cars it 
sounded more like "RE-ARRRG!" Harvey 
and Annie spun around, pisto ls pointing up at 
the noise. Out of the mist loomed a gigantic, 
two-legged creature with rows of giant, 
needle-sharp teeth. 

"A death bot!" screamed Annie, whose 
vocabulary did nm include the word 
"animal." She continued her spin the orher 
180 degrees and pur mto pract ice a technique 
that they'd never taught her in 
Troubleshooting Academy: nmnlng like hell. 

"An iguana!" yelled Harvey, delighted. 
He'd seen pictures of rhesc rhings m the old 
books. and he knew they were harmless unless 
am1cked. "Oh joy, oh joy, a real live iguana!" 
he thought. In a flash, he realized he'd finally 
be able to figu re our what a stupid "mch" was. 
The books said iguanas could reach 70 
"mches" in length , but no one knew what an 
"inch" was. Now, using rhis iguana as a 
standard, he'd finally be able co figure it out! 
From the tip of che toothy snout to the tip of 
irs spiked tai l, rh is thing was about 15 meters, 
15 meters 1s 70 mchcs, so one "inch" had to 
be about. .. 

CHOMP I 
Annie·2 heard crunch ing and munching 

beh ind her in the mist. She pointed her laser 
backward. upside down over shoulder so she 
wouldn't have to rum around, and fired. up 
ziv'Ftl>mz. •• bapl bapl bapl bapl 
The plStol was malfunctioning, and Annie let 
it drop. At an intersection of aisles berween 
endless shelves, Annie stopped, panting, 
trying to get he r bearings. She was sure she'd 
been here before. and she began co worry rhat 
she was hopelessly lost. 

uddenly one of chose costumed traitors 
came chargmg out of the m1St ahead of her 
Annie darted down a corridor between high 
shelves of metal bins on either side. She was 
ccn meters down the aisle when she saw a wall 
ahead - dead end. he rumcd and saw the 
tra itor still chargmg, his stick in hts hands. 
Annie took the only escape route left: she 
dropped her flashlight and started climbing. 
At the top of the shelves were rows of large, 

SHADIS TWENTY-MIME 



open, metal bins. Annie pulled herself into 
the first bin, and her hands and knees sank in 
with a mstl ing sound. Meds. Squinting in the 
dark, she could sec the familiar red lozenge 
shapes of Liftics. Briefly she remembered the 
time she'd made the mistake of talong six 
Lifties at once, the time that she had found 
herself spinning through a huge void where 
she'd traded unintelligible but exceedingly 
funny jokes wl{h the Computer for an eternity 
or two. The scrabbling sound of claws on 
metal pulled her from the memory. The 
pointed stick of her pursuer appeared over the 
edge of a bin rwo meters away, then his 
maskeJ he:id, then the rest of him. Annie 
med ro srand up, but rhe pills shifted 
underneath her and kept her from geuing her 
footing. 

"In the name of Lanala, the Liver of Life," 
the rhing hissed, ra1S1ng its stick 
rhrt-a teningly, "I skewer you, foul user of dead 
things. Hah ha ha ha - GULP!" Annie had 
thrown her only available weapon at the 
laughing creature, a handful of L1fties, and 
he'd swallowed the ones that had hit h is 
mouth. 

"Your puny pebbles bounce off my mighty 
scales! I revel In my victory and call nut to my 
siblings in tr iumph. Hah ha ha ha - GULP!" 
Another handful of Lift 1cs. "Stop that, 
smooth-skin. Can't you sec that I'm reveling! 
Have you no respect for revelry! Why, I 
should skewer you ... and stop squirming 
.tround like that!" Annie smiled; she wasn't 
moving. "Why, I' ll say," said the rraitor, 
wavering back and fonh, "this 15 one of the 
more intense revelries I've ever reveled." The 
traitor mtered and put one hand on the top of 
his skull , as 1f making sure 11 was st1ll there. 

"Like II r asked Annie. She gestured at the 
endless supply of Lifties and said, "Help 
yourself." The mmor dropped to all fours and 
began scooping up the Lifties m its beaky 
mouth. 

Twenty mmutcs later. when Annie dragged 
the drooling. moaning, blank-eyed traitor 
into HQ, her superior Pedrn· l·MEX· I asked, 
"What w11h this thing~" 

"h 's having an intense experience," said 
Ann ic·R·FUN-2. 

"Computed It's Pedro-V-MEX·I. reporting 
as you r~ucsted ." 

VERY GOOD. PEORO-V. I TRUST YOU 
FIND YOUR NEW QUARTERS IN THE 
VIOLET SECTOR TO BE SATISFACTORY. 

"Very satisfactory, Computer! I am grcady 
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honored by the pmmouon!" ("Though I wish 
they'd cleared out the corpse of my ex· boss 
before I got there ," thought Pedro.) 

HAVE YOU HEARD OF 
DISTURBANCES IN THE 
DISTRIBUTION FACILITIES 
SECTOR? 

THE 
MED 

IN J-

"Yes, Computer, I have, and I am, of course, 
very worried." ("Very worried that I'm going 
co get thrown into the mess," thought Pedro.) 

VERY GOOD. YOUR PREVIOUS 
SUPERIOR SEEMED UNABLE TO 
HANDLE THE PROBLEM. THAT'S WHY I 
DECIDED IT WAS TIME TO GET SOME 
NEW BLOOD. A FRESH START ON THE 
PROBLEM. I TRUST YOU WILL DO 
BETTER THAN HE DID. 

"Ccn3inly. Computer. I know a ralcntcd 
scienust in Research and Development who is 
31ready working on the problem." ("And 
maybe I can arrange for her 10 take the heat 
when things go wrong," thought Pedro.) 

VERY GOOD. PEDRO. REPORT BACK 
WHEN YOU HAVE DEVELOPED A WRY 
TO SOLVE THE PROBLEM. 

On the door hung 3 sign saying 

Fond Additive Tcsnng 
Volunteers Needed! 

Walk Right In! 

Lia·B·LTY·I always put that sign on her 
R&O laboratory when she needed some 
privacy. and the project she was wo rking on 
for Pedro·V was JUSt the kind of thing that 
could get her up to Indigo clearance, so she 
didn't want any interference. 

Inside, Lia and Pedro were sming m front 
of a large video screen. To one side was a 
shiny new Transporter, Lia's latest 
winvention." 

"There. do you sec h1mr · said Lia. "He JllSt 
killed that dinosaur with a pointed piece of 
metal." Lia adjusted dials under the screen 
and the image came into sharper focus. Pedro· 
V saw a man, or what looked like a man. 
standing by a giant, scaled. winged lizard. The 
creature looked somethmg like the din05aurs 
that were tearing up J Sector. Reporu said 
they were shnigging off lasers 3nd grenades. 

ij[4t ~tapnns ~mpnrium 
~dent, ~rmlba!, & ~Hann ~rapoas & ~ 

J.@. ~ax 992, !lmisan, me 15021 

King Qichard not paying your 
mercenarie.& enough booty ? How 

about plundering hi& royal coffenl m 
You will need ~ armor, 

belmet.8, &hield&, and glfadg 

t.o &pill hi6 noble blood I 
Equip your army at ... 

l~t ~,., ... ~.,ntaa. 
Tc /Ja-.e .JO«! nord /" 

37 



nppmg 1hmui.:h metal walls hke 1hey were 
r•1pcr. cru,hme combat bots underfoot, an<l 
i.:o'bhlmi: ur r~'llrn's hcst men If La.i's plans 10 
dl.':tl wuh rhe dmosa11r> d idn't come through, 
Pedro didn't know whJt he would do, o ther 
th.m 111rn m a cnmbma11nn rc:s111n .1 11nn and 
l.1>1 will anJ te>tamenl, m >ex111pl1cate for 
him ;mJ 111 dones. He pushed the thought of 
that p.1r11c11l.ir piece of paperwork out of his 
he.id ,mJ lnnke-1 back a1 1he video 'ICreen. 

A tl.11 length of metJI sruck 0 111 of the 
cre.11ure's he.id. The man, o r man· l1ke thmg, 
had 1'1W foot nn the dmns.iur's hcaJ .in<l was 
trymi.: to pull the metal \'Capon nut o f its 
head Thc slaycr h.id t wn c11rvm11 horns on his 
head .md .,ome kmd of reddish veil over his 
cheek, .mJ mouth. As the p1c111re c.1me into 
11ghter foc115, however. Pedro ~aw 1har ir was 
mdeed ,1 man. The horns were 1r.1r1 of a 
hdme1, .md the veil was .1ct1mlly curly hair. 
He wore a 'IC.i ly, sleeve less shm , and legs and 
h.1re .arm; hulgcd ,lram:m cally. 

"Th.11 h.ur on h a., face, .mJ thn'iC bulges," 
,,11d Pedro "He h.udly lnnb human. A 
mu1,mr nf ~me kind!" 

"Yes, 1hn,e bulges, mmm," replied Lia, 
hckinl? her hps and starmg gl.issy-eyeJ a t the 

The Heroes of Alpha Complex 

screen. 

"Sn, Lia, are we ... Lia. Hey, I'm talking to 
you!" 

"Wha·! O h, yes! W hat were you saying!" 
she said dreamily. 

Pedro sighed and said, "Does this man 
come from the same part of the world as the 
dinosaurst 

"Oh, no. This is a different part of the 
world. You know, I still don't have much 
control over where the T ranspnrter scans, and 
I'm not sure where any of th is is rak ing place. 
But I can ce ll you that know how en deal with 
dinosaurs there. I've been watching them, and 
chey seem 10 be 4uite adept at d ispacching the 
pests. Pedro looked bade at che bulgy man and 
che fallen beast. The man was still crying en 
pull the sword out of the creature's skull. "Do 
you think you can call h im and some of h1S 
(ellows here? Do you think ic would be a good 
idea!" 

"Oh yes," said Lia, looking back at the 
screen intently as the man's muscles tensed 
and relaxed rhythmically. "I think it would be 
a very good idea." 

The hero on the video screen rested a 

moment ond casually scratched his furry 
lo incloth. 

"Do it," said Pedro. "Bring a few of their 
wamors here , and we'll let rhem deal with the 
dmosaurs." 

"An excellent idea, Pedro." sa id Lia. ¥1'11 
start with this fellow." 

As che Transporter came to life, Pedro 
called in a security detail. Better safe than 
sorry. When the security officers were ready, 
Lia flipped the "two-way video" switch . 

"Hello, migh ty Troubleshooter," she said. 

Derg che Viking heard the disembodied, 
female voice. and looked around. Up in the 
air was the image of a woman like he had 
never seen before . She had clear skin, without 
pimples, scars, pox pus, or wrinkles. Her 
blond hair was ... shiny. It had been washed! 

"I have come to o ffer you a deal, mighry 
Troubleshooter." said the floating face, and 
then ic smiled. Derg was stunned. She had all 
her ceeth. h could only be Lady Ardinay 
herself, reasoned Derg. He shifred to the left 
in a futile a ttempt to block the Lady's view of 
the dragon. h had been one of the n icer 
d ragons in A~le, and Lady Ardinay was no 
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loni:cr as J!'lnf: hn abouc killm!? rhmJ!S as she 
h.1d C'llCC been. 

"I Deri:!" :uJ Derg, poundml! a fist 
rcsoundmely ag:11ns1 h1 chesr so that the 
..calcs of his armor rattled. "What ynu wanr 
fr nm Derg !" 

"Del}?. I need you to Lall some dinosaurs for 
me," smd 1he woman. "Do you rhmk you can 
J<' 11!" Dell? had no idea whar a "d1c·no·sore" 
was. bm he had no doubr 1ha1 he could kill 
rhem. He was also dcl1gh1ed co sec tha1 Lad~· 
Ardmay was back 10 her old self. soliciting 
hued swords for hits. 

"Dcrg can do 11 !" he said, beammi:. "What 
you i:1ve Der!?!" 

The magical v1s1on looked off to one side 
.mJ moved her lips. as 1f talkmi: 10 an 
mvmblc companion, and chen turned back to 
Dcri: "If you help m. Dcrg, you will be a hero 
of Alpha Complex, and all rhe rewards of 
heroism will be yours!" 

Der!? J1dn'1 know whar all 1ha1 meanc, b111 
1f he a ked for an explanation, Lady Anlinay 
might thmk he was dumb. He knew that 
doing hits for Lady Ardinay always used to 
email big rewards, and he had a big re11.'3rd in 
mind 1ha1 he mtended 10 offer her, so he 
replied. "Dcrg say 'yes'!" 

W11h rh:ir. rhe magical, floMmg image 
wavereJ .md disappeared. Dcrg looked 
.uound. cxpecr;mtly. and then ran O\'cr to the 
Jragon's hcaJ and, with renewed 
,lctermma11on, yanked his sword out. 
Suddenly rhc world wenr hazy. "Ooh." said 
Del'!!. holding his head, "this like when Dcrg 
Jnnk Dwarvcn rhunder·bouldcr ale." The 
ncxr rhmg Derg knew, he was standmg under 
rhe glarmj? lighr of a mange room. wirh a 
doien scrnwny people scandini: around him. 

Del'J? looked at the assembled crew. The 
women, all rhc women, had washed 1he1r hair 
w11hm the pasr few days. They all had perfect 
skm. LaJy Ardinay was here, and she wore a 
skin. She had shaved legs! Dcrg 1hough1 (if 
1ha1 action could be :mributed 10 Dcrg) that 
he wnuld like 11 here m 1he palace of Lady 
Ardinay. The men, all the men. had hollow 
chcsrs. pe;isant cloches, and the shaved faces 
nf slaves. Dcrg's smile widened He would 
deflnuely like 11 here. 

"Where die-no-things! Oerg kill! Then 
Dcrg rake his prize!" He managed a 1001hy 
grimace and leered a l Lady ArJinay. 

A handful of 1he peasan1s led him to J· 
Scc1or. 
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"\.nmp111c1 
rCP"rl 11\j::." 

Ii 1s PeJro-V-MEX-1 

YES. PEORO-V-MEX-1? 

"Wc'\'e .ecureJ a number o( warriors from 
(. \11s1de. ;inJ they have been .issi)?neJ rn the 
\',mnm Jmo>aur. that h,JVe mvadc:J J· 
.;..~111111 Once they have c:l1mma1c:J 1he 
d1111 ..... 1111s, we ' hall m1ei;:ra1e them as loyal 
-.111zcns mrn Alpha °'mrlex." 

EXCELLENT. PEDRO. KEEP ME 
INFORMED. 

A, he w'<!lkeJ tow;irJ the Jescnc:J cafoten a. 
W1ll·O-W. p lnnkcJ back rn be sure 1ha1 the 
two ",pecldlms" were kccpmg up wuh him. 
The nnnnal-s1:e one, S ir NotXI. looked like a 
ho1, cnmplctc:ly covered m reflective, silvery 
. 1rmnr The clJnk o( his (001s1ers reverberated 
dnwn the hall. Could he he rm hnnnrary bot! 
L1h· ,, hot, he d1Jn'1 h:we a clearance colnr. 
The , hnrt one was called Culp.1. He was really 
-hon, mnsi ha\'C hccn rullcJ 0111 o ( 1he vats 
""' c.uly. He wore blue, but his lno>c clothes 
didn't ...:cm like any offlci.il uniform that a 
Rluc·dc.ir.mcc officer nr Troubleshooter 
wnukl wear. AnJ even thought he was a Blue, 
he ~cmcc.I to take orders from the tall one. 

The Heroes of Alpha Complex 

Bnth their weaP"nS were de\'erly J1sgu1sc:J .i~ 

long, flat smps o( metal Will J1dn't like 
havmg them, nr anyone c:I e he J1Jn'1 
understand. walk hchmd him 

Both o ( them c;ime frnm 50me place called 
"L " When he'd asked wh)• they J1Jn'1 ha\'e a 
m ple· letter aJJre . Pc:Jro·V had said 1ha1 
the answer to that was cl.iss1(1c:J. Fme. All the 
more reason not to trust them. And these two 
were specialists m dealmg with "dragons." 

.. What are 'dragons'!" Will had asked . .. I'm 
$0rry, but that 111(orma11on I• not available at 
1h1s time," Pc:Jrn had <a id 

Will came tn the side entrance o( the 
ca(etena foyer and wavc:J his hand over the 
entrance pad. The Joor h1~ open. and he 
stood tn one side. P"mtmg into the foye r 

"Sir Nood·L. Culra·B·L, the 'dragon' 1s m 
here. This is the foyer, and the large doors to 
the lefr lead rn 1he cafoten:'I. The 'dragon' INC 

through the rear anJ arp.uendy ate from 
$(\me of the f(>(>() vats My surcnors su!(i?cst 
ynu deal wuh u before It recm·ers." 

Sir Nood anJ Culp.i w.ilkc:J i;:mgerly into 
the foyer. Cnlra whmled and Sir NooJ 
nodded his head agreeably ;u they lookc:J 
around. Thts was their tvr1cal behavior when 
they tr ied tn seem relaxed m the face of 

danger. Behind them, Will said. "I mm1 ICP"fl 
back now. Good luck to you. This area has 
been evacuated, 50 don't worry about 
bystanders. Just come back the way I showed 
you when you arc done." The door shd shut , 
and Sir Nnnd and Culpa heard rapid foomcrs 
fading 4ui. .. kly m the dmancc. 

·Verily. Culpa. mine goode Dwarf," said r 
Nood, ltftmg the visor of hts helmet, "let us 
sec anon th IS dragnne that we arc to slay.• 

Culpa crossed his arms, tapped one foot, 
;md looked up a1 Sir Nood. 

•Nnnd, you 1d1ot, the next time you start 
talking 10 rcnpJe floating in the air, and St3n 
bragging about slaying the 'oldc wyrm of 
Anderghast.' I'm gnmg to point out , r.11her 
loudly, just how old that old wyrm was!" 

"Dost 1hnu doubt mine verac111e or mine 
rrowess wuh arms!" said Str Nnnd . 
srraightenml! his spine ;ind lifung Im 
shoulders proudly, h ts armor clattering. 

Culpa stopped tappmg his foot, glared a 
l111le harder. "I'm JUSt saying that 'old' didn't 
hcgm rn describe the wyrm of Andcrghast 
The 'arthnuc wynn of Andcrghast.' nr the 
'geriatric wynn of Anderghast.' nr maybe the 
'geczerly wyrm of Andcrghast' would have 
been more accurate. The thing would ha\•c 
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crawled mto its own grave 1f 11 hadn't been 
too seni le to find its way out of 11s lair." 

"Aye, tho11 spcalcest ye m11h, mine gooclc 
friendc. Therefore have we to thu place 
come, here co further our reputation .is fierce 
.md fearsome warriors." 

"Herc to sec just what a dragon look! like ... 
from the ms1de!" 

"Thy mocking words bounce like feathers 
off ye impenetrable armor of mmc honor. Let 
us look upon yon dragonc and prepare us a 
rlan for to slay II anon." Noocl's helmet kept 
him from hearing Culpa behind him, 
mumbling something about "ye impenetrable 
.armor of thy bram." 

Sir Nood mode 10 a door that led co the 
c;ifetcria. With his long sword upright before 
him. Sir Nooe! stood at the edge of the door. 
He had learned how these magic JlOmils 
operate and he held his hand ready co pass 
over the dark design on the wall. "Art thou at 
ready, mmc goodc Culpa?" said Nooe!. Culpa, 
crouching behmd Nooe! and peering around 
him, said, "Ready." The door hissed open. 

"Dost thou sec 11, Culpa?" said Sir Nooe!, 
standing m the doorway and peering mco the 
m1s1y room. "Mayhap hath it heard our 
approach and fled in well-warranted fear." 

Culpa gulped and pointed into the mist. 
"Mayhap it's that gigantic thing charging full 
speed m us out of the fog." Hunched over to 
keep from hitting its scaly head against the 
ceiling, smashing polystyrene tables 
underfoor. bamng chairs and tables to either 
side with 11S spiked tail, the camol bounded 
toward them. "The door!" screamed Culpa 
"Close the door you idiot!" 

"Forsooth, mine fricndc, thou hast indeed 
muck upon a most judicious stratagem." said 
Sir Nooe!, slamming his mailed fisc against the 
red CLOSE button. The door slid slowly shut 
and closed a moment before the beast reached 
them. A disappointed roar shook 1he floor 
underneath Noocl's and Culpa's feet. 

"The dragon seems to have recovered 
rather n icely from its bout wuh food 
JlOISOning," said Culpa. He clambered onto a 
hollow metal box with a flapping hd on top 
and sat there. 

"Aye," said Sir Nooe!, leaning against 1he 
wall. "Ye beaste hungers like unto a hounde 
ere ye hunte." 

C ulpa drew his sword and held it 
hom ontally In front of him. He imagined 
plunging it all the way to the h ih into rhc 
dragon's side. He put his left hand against the 
blade where it met the hilt. That's where the 
surface nf the sc.alcs would be. He moved his 
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hand slightly down 1hc blade, away from the 
hilt . That 's where the scales would end and 
the slun would begin. He moved his hand a 
li[[cr farther. That's where the skin would 
end, and the muscle would begin. He moved 
his left hand as far as he thought the muscle 
would last, to sec how much blade would 
reach to the virals. Just past the bade of his 
left hand glinted the very up of the sword. 
Culpa sighed and looked over at Sir Nood. 
"Boss." he said. "You kn.ow those sick days 
that I've been saving up?" 

Nood didn't respond. He was holding his 
thumb and forefinger apart, rcprcscnung the 
length of the dragon's teeth. He held these 
fingers up 10 his arm, with the forefinger 
aligned with the top of the armor, and the 
thumb pointing into the centi:r of his 
forearm. He repeated 1h1s maneuver on his 
legs, belly, chest, and head. The frown on his 
face drooped further each 11me. As Nood was 
trying to figure out 1us1 how far those teeth 
would go through his helmet and skull, Culpa 
said, "CHOMP!" All the plates of Nood's 
armor clattered together and his vtSOr fell 
down as he jumped rwo inches. Rather, he 
would have Jumped two inches 1f he hadn't 
been wearing a hundred pounds of armor. 

"Zounds! Mme headc." Nood said, trying 
10 massage the top of his skull through his 
helmet. 

"Uh, Boss." said Culpa, lc1clcing hi.s feet 
id lv, "if we're really going 10 go through with 
thu plan, I think n's ume you knew the truth 
about my pan in that mermaid affair. 
Remember that unfortunate incident back in 
Lower Smuggle?" 

"Ye mermaid affa1re?" said NooJ, flipping 
his voor back up. 

"Bad news, dymg w11h a gm Icy conscience," 
continued Culpa. "I figure I oughc to tell you 
the math before we go any further." 

Sir Nood looked down, stroked his chm, 
and looked back up a1 Culpa. "Thou meanest 
1ha1 night when I ... when she ... when thou 
broughtcSt me ye drink ... !" said Nooe! He 
drew his sword. Culpa looked left (a d15lant 
door 1ha1 led to unknown, labyrinthine 
corridors) , nght (the doors with 1hc dragon 
behind them), behmd him (a row of colorful 
boxes and mirrors against a wall, but no 
hiding places), and back to Nooe!. Nood was 
walking toward him, holding 1hc hilt of the 
sword behind him m the ai r, and pointing the 
sword at Culpa's left eyeball. With each step, 
Sir Nooe! remembered another detail of the 
mermaid affair, an evening that he had tried 
to shove out of h is memory. "And when ye 
ponic entered ye room... remember what 
thou didst say ... and dost thou remember ye 
bod1e pamtc!! All cometh clear now." 

"Look behind you, Boss!" shnclced Culpa, 
scrambling down the far side of his perch and 
backing up. 

"Thou dost think I have ye brain of a turnip 
to fall for a simpleton's nise," said Sir Nooe!, 
grimacing. "Thou hast used that trick on me 
too often." 

"Fine," said Culpa. stopping, setting his 
fists on his hip$, and smiling. "Don't look 
behind you. I'm sure you can hear whether 
there's anything behmd you e\·cn though 
you've got ten pounds of low· test steel on 
your head .... " G 

ATTENTION, CITIZENS! 

ALL LOYAL CITIZENS WILL REPORT BACK TO 
"STRANGE VISTAS" IN SHADIS ISSUE #30 TO 

READ THE EXCITING CONCLUSION OF "THE 
HEROES OF ALPHA COMPLEX." 

FAILURE TO READ PART TWO OF "THE 
HEROES OF ALPHA COMPLEX" WILL BE 

CONSIDERED TREASON. 

HAVE THIRTY PLEASANT DAYCYCLES. 
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A member of the Sabbat has taken control of a 

rroupe of Kindred accors known as the Blade 
Curtain Theater (BCT) and, unknown to chem, 
plans to use it as a recruitment tool. The primary 
culprit is a Toreador anumbu named C laire 
Rosewood, drawn to the idea of a vampmc the· 
acer. She eliminated the o ld director and assumed 
his place, producing more "radical" plays. These 
are designed to test the appelltes of local Kindred, 
loolcing for recruits who might be biased against 
the Camanlla or who could support Sabbat 
philosophies. Once these indl\•1duals have been 
marlced, the her pack and a second combat ready 
pack proceed to recrutt as many targets as possible 
before moving on to the next city. Those playing 
this story will soon be targetted for abductton. 

Background of the Black 
Curtain Theater 

The BCT owes its origins to a young Toreador 
in Chicago nicknamed the " age". This brilliant 
dilettante decided the best way to assure true 
1mmonahty would be to sponsor other amsts, and 
consc4uently Embraced several Kindred illegally, 
without asking permission of Prince Lodin. One 
of his progeny was Godwin, then a brilliant but 
elderly theater director with a crippled body and 
failing health. Godwin created a private under· 
ground theater named the Black Cunain, and 
embraced several young up•and·coming actors 
(also illegally). The group put on a variety of dif· 
ficuh and experimental producuons (lavishly 
funded by the Sage), all to be shown to a select 
audience. Along with morral favorites, the audi· 
ence occasionally included other Kindred (moscly 
Toreador), who were careful to preserve the secret 
of the Theater lest Lodin discover them and put 
them to death. Otherwise, the coterie remained 
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isolated from contact with other Kindred. 

After Lodin's death, these young Toreador 
began to emerge from their collective shell. Word 
of their plays trickled to other Kindred. Mr. 
Godwin and his troupe received much praise for 
their innovative work, and ir appeared his status 
within the clan would rise accordingly. This was 
particularly impressive considering the reputation 
of Chicago's Toreador as no thing but Poseurs. 
Here was a rrue Artiste, willing to screech the 
bounds of his medium. Unfortunately, his troupe 
also came to the attention of C laire Rosewood, a 
daring Toreador anrimbu of the Sabbat. Claire 
enjoyed sneaking into Elysium and other cultural 
centers in Camarilla territory under the guise of a 
curious neonate. She did th is primarily as a secret 
joke, to thumb her nose at the foe, but in doing so 
she stumbled upon the Blaclc Curtain Theater. 
Seeing them perform sparked an idea co tum the 
group to Sabbat use. Accordingly, she sought and 
attained permission from the Archbishop of 
Toronto (her paclc's home city) to capture 
Godwin and take his place. With the help of her 
pack, she has turned the BCT Into a touring pm· 
duction with an insidious hidden agenda: weeding 
out wealc·minded neonates and converting them 
to Sabbat. 

Scene One: The Invitation 
The first scene should take place in a public 

place where the PCs usually congregate: A bar, 
mall, segment of Elysium, it doesn't really matter. 
C laire, Valaslcy, and Lucas have already scouted 
the local Kindred hangouts (and consulted exist· 
ing Sabbat spies keeping cabs on the city), and 
have decided to invi te the players to a production. 

Ulbb * fall rf 
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There are three Kindred 
actors at the core of the BCT -
Kelly Grove, "Cage", and 
Thomas Barber, all Toreador 
(see stats in Appendix I). Being 
neonates ;and previously uncon· 
necte<l with the Camarilla, the 
actors are naive and have no 
lcnowledge or suspicion of the 
Sabbat. C laire has impressed 
them, and they have accepted 
her as a new member, but being 
blood-bound to Godwin, who 
sired them, the actors are wor· 
ried about him. But they have 
nm vmced these feelings to 
each orher, and have not 
attached Claire to hu dl53p· 
pea rence. They lilce the idea of 
traveling to new cities and 
gaining a wider audience. At 
this point, they are anxious to 
meet nthers of their lcind. 

The rmupe also includes two 
ghouls, Sarah Hilton and Tom 
Jones. They serve as bit players 
and stagehands for the produc· 
tion , and are generally consid· 
ered second-class citizens in the 
troupe. Jones, however, has 
begun nnticing the odd occur· 
ances around the BCT, and 
holds lcey information to the 
resolution of the adventure. 

At some point in the evening, the players will 
be approached by a member of the Blaclc Curtain 
Theater. This will either be Kelly Grove, Cage, or 
Thomas Barber, depending upon the location and 
the narure of the PCs - Kelly 1f chc PCs frequent 
Elysium or other "civilized" public forums, 
Thomas Barber if the locale is the "tougher" or 
Anarch-rclaccd, Cage if the guests have ac least 
one attractive woman among them. The contact 
rroupe member will have been to ld about the PCs 
by Claire Rosewood, under the pretense that the 
BCT wams more Kindred audience participation 
to spread the fame of the production. 

The PCs will be presented with fancy wrircen 
invitations to a play on the following evening, 
and the con tact person will do his/her best co per· 
suadc them to come. If the players are hesicam, 
they will be to ld that these arc special VIP ticlccts, 
which arc free, and include an invitation to a spe• 
cial cast party afterwards. Also, they will receive 
hints that the themes and subicct matter arc of 
particular interest to Kindred, and that the troupe 
has had good success in other cities. GMs arc 
encouraged to use whatever approach they thinlc 
will worlc best to arouse the players' curiosity. 

Scene Two: Hamlet in the Eye 
of the Tempest 

The players will find the Theater located in a 
small and inconspicuous playhouse in a run-down 
area of the city. There arc no signs or posters out· 
side the playhouse ro indicate a production (char· 

Black Curtain Theater 

acters wary enough to investigate prior to arrival 
will discover no mention of them in any advcrtis· 
ing.) Outside is a line of an odd assortment of pco· 
pie. Mose of them arc too well dressed for the 
neighborhood, but do not seem nervous or con· 
ccmcd. 

The BCT hires a small private securiry force In 
each town to ensure that no trouble ensues during 
the play, and that outsiders arc lccpt away. Several 
of these individuals can be spotted at the doorway, 
as well as near the parlcing lot . Either Cage, 
Thomas Barber, or C laire wlll wait just inside the 
single entrance and allows entry only to those 
who have been specifically invited, along with a 
few guests. Perceptive PCs (Alertness plus 
Perception, difficulty 7) will notice tha t those In 
line arc paying a high price ($60 each) for t iclccu. 
When the players get to the door, they will be 
greeted with panicular enthusiasm and fricndli· 
ncss, and reminded about the cast parry afterward. 
They will be told to come baclcstagc after the last 
act. 

Despite the obscure nature of the playhouse 
and its surroundings, the BCT has surprisingly 
elaborate sets, costumc.s, ligh ting, and props. They 
have been well funded by the Sage and all their 
equipment is top-notch. The name of the BCT 
dcnvcs from a chicle blaclc velvet curtain which is 
used in every production. After a short wait ge t· 
ting seated (the playhouse is very small and 
cramped), the play will begin. If the players spcalc 
to the morta l audience, they will flnd them to be 
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fanatic lheater fans with eclec11c taste~. They are 
e mhus1amc 10 see th lS secret performance, and 
there are rumors that the produc11on 1s illegal m 
some obscure way. (Maybe one of the performers 
ts wanted by the law, or they arc funded by the 
Mafia, etc.) 

The Play 1s 111led Ha1nle1 rn th.: E;ic of the 
Tempcsr, written by C laire as a b1L1rre blend of 

hakespeare's works (the Bard contains easy 
Kindred metaphors). Her messages arc not very 
subtle, but she has gone to some pams to conceal 
1he meaning, noi wanting to directly violate the 
Mas4uerade. The cast will include: Hamlet 
(played by Thomas Barber), Opheh,1 (played by 
Kelly Grove), Prospero (played by Cage), and sev­
eral small supporcing mies mcludmg Ariel, 
Lacnes. and Caliban (played by various cast mem­
bers, including Sarah Hilton). 

In this dark play, H11mlct 1s Prince of Denmark, 
and his wife is Ophelia. H is parent (the king and 
queen) have been slain by 1he machinations of 
King Prospero, who is his uncle. Hamlet is 
approached by the sprite Arie l, who 1s a rebellious 
slave of Prospero, an evil wirnrd nf great power. 
and told o f the murders. While Hamlet tries to 
decide what to do, O phelia comes under the sway 
of Prospero, who m cks her mto drmkmg ii magi­
cal elixir three times , thllS gammg absolute power 
over her. Prospero manages to m ck Hamlet mto 
drinking the elixir twice before he 1s warned by 
Caliban, a savage sent by Ariel Caliban reveals 
that he was a slave but ha broken free of 
Prospero's magic by casting aside all the customs 
and habns of c1v1lmmon, the meaningless mies 
and resmc11ons which made him easy prey. 

Caliban entreats Hamlet to abandon his con· 
vcnttonal moral beliefs and thus free himself. 
Ariel amves and mforrrtS Hamlet that even 1f he 
frees himself, the only way to save Ophelia (who 
has violated her vows and bedded with Caliban) 
will be to attack Prospero in his sleep, kill him, 
and eat h is body, thus attaining his magical power. 
This they accomplish m a horrific feast, where 
Hamlet, Caliban, Ophelia and even Ariel all 
become cannibals. but thus free themselves and 
become lords of their kingdom. Alrhough blood 
and \•ampires are never bmughr mto the fiction , 
the Kindred parallels (themes of mcest , the blood 
bond, rebellion and diablene) arc clear and 
)rrong. 

Unlmown ro 1he PCs, C laire and Valasky will 
be watching them fro m a hidden vantage, looking 
for signs of potential Sabbac sympathy. Both will 
use Aura Sight to gauge reacuons. It 1s possible 
chat a highly percepttve PC may notice they arc 
being watched, but GMs should <Wo1d creaung 
suspicion at thlS 11me. They may interpret Claire's 
anention as atcracu on, for instance. S mee the 
play lS nicely done, the players should be dtstract· 
ed. The black curtain will fall at the end of the 
play to a standing ova11on by the funs. Afterward, 
the GM should find a way - as unobrrus1vely as 
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possible - to determine the way each character 
may have felt about the themes m the play 

Scene Three: Getting to Know 
the Troupe 

Backstage, the PU will be asked to au cnd a 
cast party (the ghouls will be nottceably excluded 
from most conversatton). All of these young 
Kindred are mteresteJ m meeting others of their 
kmd. ThlS party may take place in the back room 
of a local bar, or perhaps a coffee shop. The .umos­
phere IS casual and warm, and the G M should play 
the troupe in ~uch a way that they are well 
received by the PCs. 

Claire will make an appearance .it the start of 
the parry and thank the PCs for attending, but 
leaves early, claiming a busy schedule. This scene 
can be played at whatever depth the G M wishes, 
but is intended for 1he PCs 10 gcr to know the 
cast, and hopefully come to hL:e them. Even 
Thomas Barber is in a good mood this evening. 
Those who ask the righc 4uest1ons may learn thac 
the BCT 1s under new d1rect1on, and just started 
touring other cit1cs. To keep the conversation 
from concentrating on C laire and the disappear· 
ance of Godwm, GMs ,hould focus instead upon 
the difficulty these neonates had when Lodm was 
Prince of Chicago and they had to operate m 
secrecy. 

The party should go late, and the PCs will have 
lost track of ume. When they leave, IL lS only an 
hour from sunnse, and the sky IS v1S1bly lighten­
ing. This will prompt them to make haste for their 
havens, and probably splu up to go their separate 
ways. GMs should be creative 1f this doesn't seem 
likely. For instance, to discourage Kindred from 
staying at the ~ame house, remind a PC that one 
ofh1s romantic partner) (perhaps from hlS herd or 
allies) is waiung 10 meet him. If possible, some­
thing like th ts should be ,manged ahead of time to 
minimize SltSp1c1on. As the Kindred leave, the 
members of the BCT will ask them to come to the 
next night's performance, aJ!am for free. 

Scene Four: Dawn Rendezvous 
With the Panders 

Marc Sivak (see sidebar, pg. 51) has been 
informed by Claire about the group, and told of 
potential targets. HlS pack will be watching from 
a distance, waumg for them to spill up. They will 
follow someone who 1s alone, and attack h11n 
when he is far enough away from his fnends that 
he can't call for help. The GM should take the 
targeted player to a separate room to play out this 
scene, or arrange for the player to Hay after the 
others have left, whichever 1s more convenient. 

Who should the GM capmre1 There are a vari­
ety of answers. Thcoret1cally, this should be some· 
one w1rh Sabbat sympathies, as seen from the play. 
(Which can mean anything from a strongly rebel­
Imus streak to low humanity or a tendency toward 
cruelry and violence Another good choice 1s 1f 

~&lmbaww 

~-1 
Richard Balterhousc is a 

Nmth Generation Toreador, 
and the founder and patron 
of the Black Curta in 
Theater (among other am s­
tic endeavors), as well as 
being the sire of the former 
(and now disappeared) 
director, James Godwin. The 
Sage will make a brief 
appearance in the story, after 
a member of rhe group has 
already disappeared. He is on 
the trail of Godwin, wonder­
ing why the neonate disap­
peared without notifying 
him. Doing so, he will him­
self be abducted unless the 
players step in . 

Should the group save the 
Sage during the couJSC of the 
adventure, he could be a 
wonhwh1le contact. He is 
also a neonate, but well 
respected within his c lan, 
and he has befriended 
Toreador pnmogen in sever­
al c1ttes (including 
Annabelle Triabelle in 
Chicago). No stats are 
included in this adventure, 
but G Ms wishing to keep 
h im on should feel free to 
give him whatever attributes 
he or she feels is appropriate. 



1lJ lnmnirion ~ 
There <1rc three members 

of ,1 lilronto S,1bbat pack 
wh1• arc lll\'olvcJ in the 
BCT mmi.:uc· Claire, 
V,1fa,ky. Jnd Lucas. The 
others are ~ull m Toronto, 
wamng to 'cc 1f C laire's 
ex pcnmenr w1 II pay off. 

('I.me Ro,cwc'IO<l 1s the 
TnrcaJor anumbu who has 
murpeJ the "IJck Curtain 
TheJter '>he 1s not an 
au ress, her primary art 
heing murb1d painting. 
However, she f.incies herself 
,1 ralenceJ pl.1ywnght, and 
w.h ,1 che.ttcr buff m her 
mortal Jay\ Her work 1s 
good, 1f mcloJramattc and 
gruesome. Shc hopes to use 
the BCT to mcrea~e Sabbac 
~t reni.:th while \lmulcane· 
011,fy depict ml! the foe. 

Th1\ nccc"11.11ed turning 
Cl.ure\ c~tablt\hcJ pack 
mrn d nnm.1J1C p;1ck, which 
mo~t of chc others (mclud­
mi: che1r L.1~lmbra leader) 
arc nor chnllcJ .1bout. They 
C\'enrually .ii:rccJ, knowing 
that 1h1s would gain chem 
s taru~. Cl.urc has enjoyed 
working with the BCT more 
chan she .1nuc1paced. She 
likes writing che plays and 
~eing chem produced, and 
has encourai:eJ Thomas 
Barber ro collaborace with 
her wnrmg. She has used 
her morb1J artistic talenc to 
improve the props and stage 
Jecorattom. During che play 
she uses her Auspex to 
watch the audience for 
Kindred and gauge che1r 
reacnons to the carefully 
chosen theme~ of the play. 

~t\'i o{ tl\t. \>C\ \\a'llt <:.omm\tted O\~\)\u\e. \>u\\~ll\ 
the best choice is someone who has been blood­
hound or Dominated agairut their will Such 
manipulation can show up in an aura, and may 
have been seen by Claire.) It's possible the best 
target won't be alone, in which case the GM 
should choose someone else, or arrange to sepa· 
rate the Kindred as mentioned above. 
Pragmatically, the GM may choose to attack a PC 
whose player hasn't been very involved in the 
game, or who has missed game sessions. 
Whomever is abducted isn't going to be able to 
play in the game as much, and so it is best if the 
player is similarly uninvolved. 

Sivak's group have experience at this, and work 
efficiently. Sivak will approach the PC fTom the 
fTonc, acting drunk and stumbling into him. At 
the same time, the rest of the Pander pack will 
converge from all sides. Two will grab the PC's 
arms as Sivak pulls out twin revolvers and points 
them point-blank in his face. The PC will be told 
co take it easy and cooperate and everything will 
work smoothly. While Sivak speaks these sooth· 
mg words, another Pander (one with a high 
Potcncc and Mclee skill) will come up behind the 
PC and slam a stake into his heart, thus immobi­
lizing him. 

It's possible a skilled PC will be able to tum this 
encounter into a decent fight. The GM should 
play this out, and let the PC cry to come up with 
a creative way out of the sicuarion. However, 
there should be little chanc.e of a single Kindred 
avoiding an ambush by an entire Sabbat pack. 
Eventually, he'll be subdued, staked, then dragged 
into a nearby alley where a Cadillac with a large 
rrunk waits for them. En route, one of the Panders 
will no tice they are being watched by a startled 
mortal at the mouth of the alley. This is Alvin 
Grower, a paralegal on his way to work early. The 
Panders will jump on him and thrash him thor· 
oughly, leaving him unconscious and presumed 
dead. They toss the abductcc into the trunk, and 
the Cadillac roan off co reach an underground 
gara.ge before dawn. 

!bapm taa: "(aer rf 
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Scene Five: A Quick Head Count 
It shouldn't t.akc long the next night for the 

group to figure out that they are one member 
short. This may happen as they arrange to go to 
the next night's play. If they opted co forego the 
expcrienc.e, the GM should improvise another 
reason for them to get together, or have someone 
else not lc.e the disappearance (a good choice is a 
Contact, Ally, or Retainer who urgently needs to 
speak to the missing PC). They could discover 
that the PC never made it home the previous 
night, or the GM could suggest the possibility of 
being caught in the sunrisc. 

Black Curtain Theater 

\~ t\\c ph'iCIS ate \nc\'mcc.\ to parano'1a \as most 
players arc) they should suspect the BCf. If 
they're already attending a performance, they may 
decide to interrogate the case backstage afterward. 
If not, they may decide to make ano ther visit to 
the Theater. Since the cast is honestly ignorant , 
questions will reveal nothing, and may even 
arouse some righteous indignation on their pare. le 
is possible that Claire will also be questioned, but 
she will reveal nothing. She Is a consummate liar, 
and was honestly not involved in the previous 
night's abduction (although she knew it would 
happen). Even her aura will not show any perc.ep· 
tiblc deception, unless a PC scores exceptionally 
well on a reading (four successes or more), and 
asks the right questions (determined through role· 
playing). 

Should the players ignore the disappearance, let 
them. Their friend will continue on the path to 
Sabbat recruitment while they wait. As stated 
before, the process can be rcvc:rscd, but the further 
the target goes, the larger chance of lasting dam· 
age to his mind and soul (Derangements and loss 
of Humanity, rcspcc.civcly). 

Resourceful players may pursue other lines of 
investigation, which should be played in full. 
Creative investigation may reveal some clues, 
although there isn't a lot to work with. If someone 
decides to tra.ce the most likely path taken by the 
missing person, they may come upon the abduc· 
cion scene, and see signs of struggle. The Spirit's 
Touch (Auspex 3) may reveal the fight, but will 
not provide much Information about the 
assailants. A glimpse of the getaway car may be 
possible. Use of Animalism on nearby rats, and 
stray dogs and cats may give similar information, 
and at lea.st let them know how many "people" 
were involved in the abduction. Animals will 
complain of the unnatural and disturbing nature 
of all those involved. 

Scene Six: A Sage Arrives and 
Asks Questions 

This is an optional scene, to be played if the 
players returned co the BCT. As the players leave 
the Theater, they pass a determined and sharply 
dressed man headed the other direction, accom· 
panied by a large man dressed as a chauffeur. This 
is Richard Balterhouse, often referred to as the 
"Sage", and his ghoul retainer. He seems angry 
and will push by the players, ignoring them. If the 
players wait and see what happens, they will see 
the Sage enter the bac.kstage offices, and start an 
argument with the cast. Claire will have already 
been warned by Lucas Hall (watching fTom out· 
side) of his arrival, and will have left through the 
back door, avoiding the argument. 

Despite warm greetings by the case, the Sage 
begins by demanding to know why they've dccid· 
ed to move to a different city, and what has pos­
sessed them to abandon Godwin, their rightful 
director and sire. This sends the case Into confused 
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protest, churning that it was Godwin's idea, and 
that he had personally given them a new director. 
The Sage will Jcmand to know who 1s sponsoring 
the proJucuon. Bewildered, the cast will aNwcr 
they thought he was. They will repeat that 
Godwin and Claire are o ld fr iends from S t. Louis 
and that It's all okay. The Sage will mention 
Godwin has never even been to St. Louis, and 
decide he'd better speak with Claire 1mmcdiarcly. 

lmmcd1accly, the Sage and his driver will leave 
the Theater in a foul mood, and will nm be 
responsive to quu rions from the players. He will 
promise to speak with them later, once he's 
checked mto the matter. The players may decide 
to question the cast again, and can learn the rcla­
uonsh1p between the BCT and the Sage. They 
will express confusion about how the plays have 
been funded if the Sage was left out of the loop. 
!Players skilled in such matters, using Finance, 
Computers, and Investigation, may be able to 
check into this. This should be a difficult extend· 
cd role, and would take some time - probably 
better spent elsewhere. But success would indicate 
chc money ongmating in an anonymous trust 
managed by an investment firm m Toronto. For 
those in the know, Toronto 1s dcfln1tcly Sabbat 
temtory.I 

Scene Seven: The Abductee 
Learns What's Good For Him 

This 1s another optional scene, designed co 
allow the abducted player some rime (albeit of an 
unpleasant sort). If the person playing the charac· 
ccr isn't present, th is scene can be skipped. It is 
still useful for the G M to keep in mind what's hap· 
penmg to the v1cum as time advances. 

After an uncomfortable night sruffed m a cold 
trunk, staked and beaten, the v1cum will awaken 
in a damp underground room with concrete walls 
and pipes lming the ceiling. He will be bound, 
mil m1urcd, and low on blood. Inside the room 
with him IS Mark Sivak and two members of h is 
pack. The others can be heard in a larger room 
just oucside, and there is only one exit . Needless 
to say. escape is nearly impossible. Mark S ivak is 
experienced, and will not look a victim directly in 
the eye, thus avoiding Domination. Further, he 
will punish any detected use of Presence. 

S ivak will give the standard Sabbat spiel, about 
how this is the only way, as harsh as u may seem, 
to free the PC from the slavery of the Camarilla. 
He will explain the radical steps required to bre1k 
a pawn free of his master, and that thlS will be a 
baptism of blood and redemption. Sabbat vam­
pire are free of the constraints of the Camarilla, 
able to be therr1Sclvcs. There is no need for a 
MaSt111erade, or co feign humanity. They arc some• 
thing higher and mightier, etc .• ccc. If possible, 
this conversat ion will include specific arguments 
gathered from the initial reconnaissance by Clai re 
and Valasky. (For example, if the target has an 
obv10l1Sly domineering sire, or 1f h1S aura shows 
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signs of a Blood Bond, etc.) Sivak will explain 
how Sabbat Kindred cannot be blood bound, and 
can break such bonds through a special ceremony. 
(GMs interested in playing th is to the hilt should 
refer to The Player's Guidt 10 the Sabbat , an invalu­
able reference.) 

Likely the PC in question will not want to hear 
a ll this propaganda, but they don't have much 
choice. S ivak will not brook insolence, and may 
stake the target to shut him up. Should the PC 
cooperate and seem interested, S ivak will be 
pleased and less hostile , but will not otherwise 
alter the induct ion procedure. Before th is gets too 
tiring, Sivak will stop, stake the target, and leave, 
muttering something about Mgathering some of 
your new brothers." He and his pack (with the 
exception of a single sentry) will spend the rest of 
th is evening kidnapping more recruits from the 
mortal population. They can be reached via pager 
by the sentry at any rime, should the PCs be ahead 
of schedule. However, since there arc almost no 
clues leading to the location of this basement (it 
was chosen ar random), th is is unlikely. 

It should be noted that although it causes 
delays in gamc·play to take one of the characters 
aside for seen.cs like chis, tt's a good way to pro· 
duce automatic suspense. As they wait for the GM 
to return, they wonder what happened to their 
missing friend, and may spend the t ime spcculat · 
ing and crying to come up with a plan. 

Scene Eight: A Visit to the 
Hospital 

Showing surprising tenacity, Alvin Grower sur· 
vived the actack, but is in inten.sivc care under 
police guard in one of the local hospitals. The 
police arc curious about the vicious nature of the 
assault, and arc awaiting for Grower to regain con· 
sciousncss to question him. They think the arrack 
may have been connected to organized cr ime. 

The most likely way the players will discover 
this is the newspaper. The story of an early morn­
ing assault can be found in one of the local news· 
papers (not on the front page, since such violent 
acts arc common in the World of Darkness). The 
article will mention the intersection where the 
incident occurred, and observant PCs will realize 
it is on the route taken by the missing character. 
If none of the PCs arc inclined co read the news­
paper, they can be informed by Thomas Barber. 
Barber didn't like the accusations leveled at h is 
friends, and thinks the story may be related. He'll 
suggest the PCs check it out, in order co sec that 
the BCT wasn' t involved. 

Interrogating the witness will prove challcng· 
lng. The locat ion of the hospital isn' t listed, there 
is a police guard outside his door, and Alvin is in 
poor condition to answer any questions. This 
shouldn't deter a clever group of PCs, though. 
Discovering the hospital won't prove d ifficult, 
given the players have some investigat ive skills. 
There arc people (admitting nurses, ambulance 

lam bill 
Lucas Hall is a Lasombra, 

the progeny of the leader of 
the pack, a young but amb1· 
t1ous man who is very com· 
petcnt in combat but also 
intelligent and devious. 
Lucas is expected to help in 
case of a serious problem, 
and is well equipped and 
armed. He can be reached 
via cellular phone by 
Valasky at any time. During 
performances, Lucas is often 
positioned unobtrusively in 
the BCT itself, sometimes in 
the audience but more often 
hiding in the rafters or back­
stage. 

Lucas, m the gulSC of a 
Bru1ah from out of town, 
often scouts the Kindred 
bars and hangouts in a city 
prior to the arrival of the 
BCT, in order to marlc the 
neonates, Cait iff, Anarchs, 
and other young malcon· 
tents. Those who seem 
promising arc invited to a 
play. Should Claire be dis· 
covered, it is Lucas' primary 
duty to get her and Valaslcy 
out of the city and back to 
Sabbat terr itory. He will 
fight fiercely co do so, but 
destruction of his foes is not 
his first concern. Lucas is 
authorized to coordinate 
efforts with the combat ori· 
ented pack, which is expect· 
ed to cover their escape. 
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the world needs Heroes 

rynn is awash with Legends. From The Age of Starbirth through 
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Threads of Common Men. Bue despite the best efforts of Chaos, 

Heroes have always worked Golden Wool into the loom, and set History aglitter. 

But great new challenges have come upon Krynn. The Great Dragon 

Overlords have usurped the Power of Man and rule as tyrants with iron claws. 
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W,J)cr~ 
Yalaslty Dcrudivich is a 

Tzimisce of Claire's pack. 
He has a strong friendship 
with her, and is one of the 
few members who supports 
her plan. He will not play 
a major role, but is impor· 
rant for several reasons. 
First, he was involved in 
Godwin's capture, and 
used Vicissitude to adopt 
his guise long enough to 
introduce Claire to the 
rest of the actors before 
"retiring on an extended 
sabbatical to take care of 
personal issues and 
recharge his creative ener· 
g1es". Since that ume, 
Yalasky is responsible for 
keeping an eye on Claire, 
mostly for her own safety. 
The pack knows she 1s 
playing a dangerous game. 
Yalasky is never far from 
C laire, although he 
remains unobtrusive. He 
watches the audience 
using Auspcx during the 
plays and gives his opin· 
ions about potential tar• 
gets. He is in regular con· 
tact with the rest of the 
pack, who could be called 
into the region on short 
notice if there was warn· 
ing of upcoming trouble. 

drivers, the reporter who wrote the story) who 
know where Mr. Grower is recuperating. Most of 
these people can be convinced to divulge the 
information given some incentive, or through 
Judicious use of vampiric Disciplines. 

Similarly, meaking into the hospital room will 
require a linle effort, but can be accomplished. 
The single police officer watching the room isn't 
terribly vigilant (he doesn't think his ward is in 
danger), and general hospital security is laugh· 
able. But the GM should encourage PCs to take 
proper precautions and provide whatever obsta· 
cles he/she feels are appropriate to the intrusion. 

The most effective way to revive Alvin Grower 
will be feeding him vamparic vitae in order to 
accelerate his healing (thus effectively turning 
him inco a ghoul). One blood point will revive 
him, m weakened condauon, while three will 
make ham completely lucid, and heal most of h is 
internal injuries. With six blood points, he can be 
healed entirely. However, chis is a severe breach of 
the Masquerade (consequences to be determined 
by the GM, perhaps impacting after the scenario 
is finished). 

What does Alvin know? Not a great deal, 
unfortunately. Most of his attention was focused 
on the horror of the situation. It's all a blur. His 
horror wall be magnified if the abductee or Sivak's 
pack demonstrated supernatural powers during 
the encounter. However, questioning will reveal 
he does remember the make of thc'Car they drove. 
Just when the players have given up and arc ready 
to leave, Alvin will remember them mentioning 
taking their victim to a cemetery In rwo nights 
(making it tomorrow night by now), but he docs· 
n't know which one. 

Scene Nine: Burial at the 
Cemetery 

The next evening, Sivak's group wall cake the 
abductec to a nearby cemetery, which has been 
chosen specifically for thlS purpose. The vict im 
will revive to Marc Sivak seated comfortably on a 
tombstone with a shovel in has hands, in front of 
a row of open graves. Yalasky can be visible as an 
ominous figure standing just behind Sivak, with 
his arms crossed, looking very serious, and betray· 
ing some Tzimiscc disfigurements (like extended 
fingers and fmgemails, and spurs protruding from 
his elbows, poking through his iacket). The 
abductec 1s no longer staked, but 1s once again 
nearly starving from lack of blood. 

Sivak will taunt the PC, telling ham he is about 
to undergo a rare privilege: the chance to be 
reborn as a true vampire. If the PC mouths off, 
Sivak wall be surpnsingly forgiving, saying some· 
thing along the Imes of, "You may hate me now, 
but ma week's time, we will be brothers."'He will 
then say, "It's time for you to meet those who will 
)Om you in your new life. Br mg them!" From near· 
by, the rest of Savak's pack wall drag out a group of 
bound and terrified mortals, the details to be 
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decided by the GM. Here S1Vak will show cruelty 
in an o ld Sabbat game. He will tell lhe captives 
that he is feeling generous, and will release the 
first one to stand and leave. Whomever takes ham 
up on thas offer (the PC IS not clig1blc) will be 
immediately shot and killed the second they try to 
flee. Sivak will proclaim he/she was not strong or 
brave enough to 1om them. 

At a quick signal from Sivak, the pack descends 
on the mortals, draining and then Embracing 
them in a macabre feast. Yalasky may ioin in, but 
will keep an eye on the PC m case Sivak needs 
help with him. Sivak will not allow the PC to 
interfere. The PC should roll a frenzy checlt from 
the sight of so much blood and feeding. Sivak will 
be greatly amused ifhc frenzies, and will allow the 
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PC to take part in the feast. Once this is finished, 
the mortal victims will be dropped into the graves 
waiting for chem. The PC will have most of the 
blood drained from him, and thrown into a grave. 
All of the new "recruits" will be ·buried, and 
Sivak's pack will take vigil to wait for the 
strongest to claw their way to the surface, driving 
them mad and stripping them of all humanity. 
Knowing it may take hours, Sivak and Valasky 
will leave to take care of covering up certain evi· 
dence left by the abductions. 

A note on a rescue: the abducree is a bit ahead 
in the chronology compared to his friends. The 
GM will need ro decide ar what point m the 
process the PCs will try ro rescue their friend . 
Since rhis may vary depending on how they han· 
die themselves in the nexr chapter, it is a good 
idea ro play this scene out in full. ending n as the 
abducrce IS buried. The timing of the rescue 
should take place right after Sivak and Valaslcy 
have left, while the abductee has been freshly 
buried. However, if the PCs delay too long, they 
may amvc after the recruns have emerged, and 
been ca ken by Sivak to a nearby enclosed tomb for 
brainwashing. It's enti rely up to the G M. Even in 
this case, rhe abducted PC isn't completely lost, 
but they will likely suffer from Derangements and 
possibly permanent loss of Humanity from the 
trauma. 

!bapttt Ibnt: i!)igging n:Jp 
.Q,omr !!lb jfriml>e 

Scene Ten: Another 
Disappearance 

Nor all GM's will opt ro incluJe this scene, but 
it can be used for two purposes. First, if the PCs 
were unsuccessful in invesugaung the w1mcss. u 
gives them another opportunity to find their miss· 
ing friend. Secondly, it gives the group a second 
objec11vc (other than rescuing the abductcc} with 
a possibly greater reward should they be successful. 

If the PCs have already learned about the 
cemetery lead, they are likely to search them 
immediately at the next nightfall. The GM should 
arrange ro stall chem with an external issue for the 
first few hours of the evening. ThlS is where char· 
acters with Allies, Contacts, Retainers, or even a 
Mentor can be useful. Any of them may have a 
small problem, or simply demand a mccung with 
one or more of the PCs. and brushing them off 

will re4u1rc some time. 

The Players will be contacted by Kelly Grove, 
Cage. anJ Thomas Barber. It seems that the Sage 
has disappeared, and the three are franuc. He 
vanished shortly after speaking with C laire, who 
seemed very shaken by recent events. She thought 
that the BCr IS being used by someone within the 
city as a scapegoat, and plans to cancel further 
shows and move on. 
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The actors don't know what to do: C laire was 
very convincing, and they find it hard to doubt 
her, but at the same time, the Sage raised ques· 
tions which they can 't ignore. It should be 
remembered that the Sage is the "father" of their 
line, being Godwin's sire. All of them arc both· 
ered by ambivalent feelings on the subiect. If the 
PCs can give them some direction, they will 
appreciate it. GMs can use them as potential allies 
for later confrontations. They arc not combat ori· 
ented, but could provide JUSt enough support in a 
conflict co make the difference. Should the group 
decide to confront C laire at this time, they will 
not be able to find her. (She 1s desperately trying 
to figure a way out of the s1tuat1on, and 1s in con· 
versation with Lucas Hall and Valasky. The 
arrival of the Sage has greatly increased the risk of 
Camarilla discovery. Claire is deciding if she can 
salvage the BCr, or if she should cake the new 
recruits and flee back to Toronto - after o rdering 
Sivak to kill the BCr actors.) 

If they need more clues, the ghoul Tom Jones 
can serve as a perfect foil. The stagehand/bit play· 
er has been watching the peculiar c ircumstances 
around the Theater for weeks, and has been trying 
to muster the nerve to tell someone. Tom will 
arrive and mcnuon that "someone" has been 
sneaking around the performances ever since 
Claire joined. and that he thinks she has been 
meccing with this person regularly. Once he over· 
heard her saying something about "Mulberry", but 
he didn't know what It meanc. He thmks that 
might be the name of the shadowy stranger. In 
rruth, this is the name of the cemetery where 
Sivak's pack is initiating recruits. 

Scene Eleven: Dead Man's 
Party (Who Could Ask for More?) 

The danger of the cemetery IS highly variable. 
h could rum into a stealth m1SS1on tf the PCs are 
cautious enough, or an all·out deadly brawl 1f they 
aren't. Also, the GM should adjust the various 
factors co suit the power and capability of the PCs. 

As mentioned in Scene Nine. the abductee and 
various mortals have been buried, and most of 
Sivak's pack are standing vigil to wait for them to 
emerge. The fresh nature of the graves is obvious, 
and the Players can presume fou l play. They may 
also assume the Sage is boned here, but that 1s not 
the case. He's been torpored and put in the near· 
by tomb until the Sabbat can decide what to do 
with him. 

The objective in this scene is scraightforward: 
the PCs want to dig up their friend and save him. 
However, there are many ways the PCs could go 
about this, and creat1v1cy is encouraged. They may 
wish to distract S1vak's pack and get them to 
abandon their vigil, or they may engage them in 
combat directly. If they fight Sivak's pack, they 
had better take care of them quickly or Sivak will 
get a call and return to help chem, along (perhaps) 
with Lucas Hall and Valasky (although these cwo 

1br Combat~ 
Aside from Marc Sivak. indi· 

vtdual membe~ of this pack will 
not be detailed Instead. a 
gencnc tempi.ate will be prov1d· 
ed. and numbers should vary 
accordmg to che strength of the 
part (ideally, they should be 
more than cap.ible of handling 
any one or cwo PCs, bur not 
necessarily capable of caking on 
the entire cocene) The JXlC.k is 

not expected to interact with 
the PCs in any way save comhat. 
They o:erve a direct funcuon: 
capcunng ran:ecs for recruitment 
and passing them throui:h the 
horrors of indm:11on 

J1lm -'i1l8b 
M.uc Sivak 1s J proud Pander 

(a cC\a lit1on of Sahbat Ca111(f). 
and has encourns::ed mhel'I of 
his "clan" to 1oin h1~ pJ1.k 
They arc a rough and comhJt 
ready group of P<lnders ;mJ the 
occ.monal Malk.w1.m. wh1N~ 
madness Marc. endure., "" long 
as rhey back him up m comb.it 
anJ can follow comm.mJs 
when given. His i:roup 1s \till 
rclauvely new, but they show 
prom1~ They enioy capturing 
Camanlla scumbags and sub­
mimng them to S,1hbat rituals. 

Marc 1s a fana11c loyalist tC\ 
the Sabbat, and he loni:• to 
prove himself to the sect anJ 
earn honor for the Panders. lie 
chafes at bcms:: ordered around 
by Lucas Hall. who is both le~s 
experienced and only recently 
turned nomad. Marc can some· 
umes he excep11on.11ly cruel m 
his tre:nment of r1.><:ru1t!>, but he 
conmlers this the only way co 
ensure they do not revert co 
their former selve~. He has no 
fear of death, and has med to 
m~1111 this in his fellow pad:· 



arc more interested in getting Claire safely away). 

Even without Sivalc's personal attention, the 
scene could become cxuemcly nasty. The grave· 
yard IS full of soon-co-be Sabbat, all insane and 
frenzied, and digging them up will nor snap them 
out of it. They arc liltcly to attack anything that 
moves, including the abductec, who has been 
clawing h is way up through the earth for at least 
an hour or two. For a more dramatic and frighten· 
mg scene, the GM could have the new Sabbat 
spnng from the earth right after the PCs have 
vanquished Sivalc's pack. 

What the PCs do with the other recruits is up 
io them, but these people arc not likely to become 
"normal" Kindred, even if rescued. lncy will suf· 
fer permanent derangements and low Humanity. 
h might be best to "put them out of their misery", 
although this is left to the GM. The PC abductec, 
as mcnuoned, will probably recover given some 
time and perhaps a little therapy. If the acto rs arc 
present, they will immediately demand that the 
cemetery be searched for signs of the Sage. 

Scene Twelve: On the 
Vengeance Trail 

In theory, Scene Eleven could be the end of the 
story. If the GM has had enough excitement, he 
can decide C laire and her pack have fled the ciry, 
using the cemetery conflict as a d istraction to get 
safely away. Optionally. the GM may wish to play 
out the PCs finding and hunting them down. 
They can be found back at the BCT, getting their 
belongings together and malcing ready to leave. 
The ghoul Sarah Hilton accidentally Interrupted 
them; her body is still on the premises. At the 
GM's option, Marc Sivalc could be here (perhaps 
with ocher pack members who were not waiting at 
the cemetery) to intercept the PCs, giving Claire 
11mc to flee. Depending upon how s1ruations have 
unfolded up to this point, she may still try to keep 
the BCT under her direction. (Thu would only 
happen if rhc PCs had focused entirely upon 
recovering the abductec, and didn't ally them­
selves wtth the BCT cast or try to rescue the 
Sage.) More likely, she will consider the mission 
blown (although not unsuccessful since she has 
already added numerous recruits to the Sabbat), 
order Sivak's paclc to kill the actors, and flee 
ASAP. 

Stopping and dcmoying Claire should be 
extremely difficult. If the PCs wan too long to 
recover from their fight at the cemetery (includ· 
mg hunung for a few hours), she will be gone. If 
they immediately rush to overtake her, they arc 
likely IO be weakened and thus ill-prepared to face 
C l.t ire's packmatcs Valasky and Lucas Hall. Most 
likely she will escape, and could become a recur· 
nng foe, or perhaps the target of a second story to 
try to track her down and bring her to justice. One 
exception to this will be if, after the cemetery, the 
players w1Sely decide to enlist outside aid from the 
rest of the city's Kindred. If they have adequate 
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proof of Sabbat involvement, the elders will throw 
their weight behind the effort and Claire may be 
stopped. Even here, the PCs will need to worlc 
swiftly. Should the players rescue their friend, free 
the BCT cast, and save the Sage from diablcric, 
they should consider themselves successful and 
fortunate. They will have gained good potential 
allies in Chicago and throughout the Toreador 
community. It is even possible that Godwin is still 
alive somewhere (perhaps in torpor), and can be 
resto red to his place as Director of the restored 
BCT. 

11AmbiJ t • •nn 
Kelly Grove {"The lnnocenr) 
Clan: Toreador 
Sire: James Godwin 
Generation: 11th 
Nature: Gallanc 
Demeanor: Caregiver 
Concept: Actress 
Embrace: 1988 (Born 1967) 
Apparent A~: Early 20's 

Physical: Sucngth 2, Dexterity 3, Stamina 4 

Social: Charisma 5, Manipulation 2, 
A ppearancc 3 

Mental: Perception 3, Intelligence 3, Wits 3 

Talents: Acting 3, Athletics 3, Brawl 1, Dodge 
I , Empathy 3, Subterfuge 2 

Skills: Drive 2, Etiquette 2, Mclee 2, Music I , 
Stealth I, Survival I 

Knowledges: Computer I, Finance 1, Medicine 
2, Politics I 

Disciplines: Presence I, Celerity 2 

Backgrounds: Allies I Ouan Tcgucro: "con­
nected" fan), Fame I , Herd 2, Mentor I (Richard 
Baltcrhousc), Resources I 

Virtues: Conscience 5, SclfO>ntrol 2, Courage 3 
Humanity: 9 
Willpower: 5 

Luge: Kelly is a cure girl , 5' 5• tall, with a cur· 
vaccous build. She has reddish brown hair, and 
was pale-complexioned even before the Embrace. 
Her face has a light dash of freckles, and her 
expression is animated and usually cheerful. 

Role-playing Hinu: You arc an cxtrovcned 
person, a woman who laughs and smiles easily, but 
would never be considered ditzy. You still enjoy 
"life" very much and arc a curious person. You 
love to party. Recently, you have staned to miss 
the sun and other aspects of daily life, but remain 
excited about Immortality (as long as you don't 
think about the potential cost to your soul). 

Russ 'Cage' Stacey ("The Star") 
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An Adventure for VMnPltt 

Clan: Toreador 
Sire: Kelly Grove 
Generation: 12th 
Mortal Concept: Actor 

Nature: Bon Vivant 

Demeanor: Gallant 

Embrace: 1993 (Born: 1968) 

Apparent Age: 20's 
Physical: Strength 2, Dexterity 2, Stllmina 2 

Social: Charisma 4, Manipulation 3, 
Appearance J 

Mental: Perception 2, Intelligence J, Wits J 

Talents: Acting J, Alertness 2, Athl.etics I, 
Dodge I Empathy 2, Intimidation 2, Leadership I, 
Streetwise 2, Subterfuge 2 

Skills: Animal Ken 2, Drive I, Etiquette 2, 
Mclee I , Music J, Stealth I 

Knowledge: Linguistics I (Spanish), Occult 2, 
Literature 2 

Disciplines: Presence 3 

Backgrounds: Allies 2, Contacts J, Resources 
J, Fame 2 

Virtues: Conscience 2, Self Control 4, Courage J 

Humanity: 6 
Willpower: 6 

image: Cage is a brash young actor with rca· 
sonably good looks. He funcies himself a ladies' 
man, and has a cocky confidence which often 
works in his fuvor. He stands 5' 11 " tllll, and has 
dark brown hair and eyes. Cage is a thin man, and 
his face becr.iys somewhat fragile features 

Role-playing Hints: You get along with people 
very well, in a confident easy-going manner. You 
are much more approachable than Thomas, your 
rival, and know it. You treat people with counesy 
and respect, but don't mind joking around If they 
seem to have a sense of humor. In particular, you 
have an eye for the ladies, and will 1ero in on any 
atcr.ictive women as soon as politely possible. 
More than your peers, you enjoy your new vam· 
piric existence, and don't miss being alive at all. 

Thomas Barber ("The Cynic") 
Clan: Toreador 
Sire: James Godwin 
Generation: I Ith 
Nature: Visionary 

Demeanor: Curmudgeon 

Concept: Actor 
Embrace: 1985 (Born: 1957) 

Apparent Age: Late 20's 

Physical: Strength 3, Dexterity 4. Stamina J 

Social: Charisma 2, Manipulation J, 
Appearance 2 
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Mental: Perception I , Intelligence J, Wits 4 

Talents: Acting 4, Alertness I, Athletics J, 
Brawl J, Dodge 2, Intimidation I, Streetwise 2, 
Subterfuge 3 

Sltilla: Mclee J, Stealth I , Survival I, Written 
Expression 4 

Knowledges: Computer 2, Finance I, 
lnvestiption I, Linguistics I (Spanish), Politics 
I, Science 1, Literature 3 

Dicciplincs: Auspex I , Presence I , Celerity I 

Backrrounds: Allies 2 (Chuck Ruddy/film 
actor, Jen Barber/Ex-wife &. lawyer), Contacts I 
(Theam), Fame 2, Resources J 

5 
Virtues: Conscience 3, SclfControl 3, Courage 

Humanity: 7 
Willpower: 6 

lmaee: Thomas is a tall (6' 2") African· 
American actor, weighing 195 pounds. While not 
panicularly handsome, he has snong features and 
good stage presence. He's in excellent physical 
shape, and moves with poise and confidence. He 
drC!scs casually when not on·stage, in ripped 
jeans, an old leather jacket and faded T-shirts. His 
most common expression is a cynical smirk. 

Role-playing Hints: You're extremely cyoical, 
and make fun of people when you first meet them. 
You don't like fakers, or people who flaunt their 
wealth. However, when caught in a good mood, or 
when around people you accept, you can be a very 
funny guy. Joice around and try to make other peo­
ple laugh, preferably at the expense of someone 
elSl'. You know you're probably the best thing 
going in the BCT, and are thus very confident, but 
you do not brag about your abilities as an actor or 
writer. 

C!alre Rosewood 
Clan: Toreador antirribu 
S:re: Pollard 
Generation: 11th 
Mortal Concept: Morbid Painter 

Nature: Visionary/Manipulator 

Demeanor: Architect 
Embrace: 1968 (Born: 1940) 

Apparent Age: 20's 

Physica.l: Strength 2, Dexterity 4, Stllmina J 

Social: Charisma 4, Manipulation 4, 
Appearance 4 

Mental: Perception 3, Intelligence 4, Wits J 

Talents: Acting 2, Alenness I , Brawl I , Dodge 
3, Empathy 4, Leadership 2, Subterfuge 4 

Skills: Drive 2, Firearms I, Mclee 2, Painting 4 

Knowledges: Computer I, Finance 1, 
Linguistics J, Occult 2, Theater 3, Writing 3 



Disciplines: Auspex 2, Celerity 2, Fortitude I, 
Presence 3 

Backarounds: Allies 2, Contacts 4, Fame 2 
(her art, under the name Virginia Rose), Pack 
Status 3, Resources 3, Sabbat Status I, Double 
Identity 2 • 

Virtues: Callousness 3, Instincts 3, Courage 3 
Path of Cathari: 5 
Willpower: 7 

Note: Due to her h igh Manipulation and 
Subterfuge, Claire is often able to believe her own 
lies, and is thus difficult to catch even usmg Aura 
Sight (Auspex 2). 

Image: Claire is a strikingly beautiful woman, 
being 5' 8" tall and possessing an excellent figure. 
She has long light brown hair which reaches half­
way down her back, and pale green eyes. She 
dresses in buslncss-lilcc but revealing attire, such 
as high heels, short skirts and low-cur blouses. 

Rok·playing Hints: You a~ an extremely com· 
plicatcd woman, capable of adopting any number 
of guises to further your cause. For now, you play 
the role of a devoted director, who has thrown 
herself with full enthusiasm into the Black 
Curtain Theater, trying to surpass the excellent 
work done by your predecessor. You arc bnmming 
with energy, and arc very suppomve of the cast 
members (except for Sarah Hilton, who doesn't 
deserve the honor of participattng). You arc also 
cultured in ocher artS, and can spealc incclligcntly 
on many subjects. 

Lucas Hall 
Clan: Lasombra 
Sire: Thomas Espinoza 
Gene ration: 9th 
Mortal Concept: Bodyguard 
Nature: Director 
Demeanor: Loner 
Embrace: 1984 (Born: 1953) 

Black Curtain Theater 

Apparent Age: Early 30's 
Physical: Strength 4, Dexterity 3, Stamina 4 

Social: Charisma 3, Manipulation 3, 
Appearance 3 

Mental: Perception 3, Intelligence 3, Wits 4. 

Talen ts: Alertness 4, Brawl 3, Dodge 3, 
Intimidation 2, Leadership 2, Subterfuge 2 

Skills: Drive 3, Firearms 4, Mclee 3, S tealth 3, 
Survival 2 · 

Knowledges: Finance 2, Linguistic.s 2, 
Medicine 4, Occult 3, Science 3 

Disciplines: Celerity I, Domination I , 
Obfuscate I, Obtcncbration 2, Potencc 3 

Backgrounds: Contacts 2, Pack Status 4, 
Resources 3, Sabbat Status 2 

Virtues: Callousness 3, lnstincu 4, Courage 4 
Path of Power and the Inner Voice: 6 
Willpower: 7 

Notes: Although he enjoys his Potcnce, Lucas 
isn't stupid; if he has a chance to shoot a foe a few 
t imes before engaging in mclee, he will gladly do 
so, preferably at a distance and from cover. 

lmagc: Lucas is a big man, although this isn't 
immediately apparent since he dre.ssc5 conserva· 
t ivcly, often in suits or an expensive jacket. He is 
6' 2" tall but al.so wide and thickly built. He has 
short black hair and is dean shaven. He keeps a 
beeper in his belt, a cellular phone in his pocket, 
and a revo lver in a shoulder holster. 

Role-playing Hints: You will keep the back· 
ground unless forced to reveal yourself in order to 
protect C laire and Valasky. At that point, you will 
not be interested in conversation. You hate all 
members of the Camarilla, and do not feel such 
ftlth is worth recruicing into the sect. All the 
same, you will keep your priorities and fight fore· 
most to allow C laire to escape. 
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An Adventure for Vampire 

Valasky 
Clan: Tzimisce 
Sire: Lajos 

Generation: 10th 
Mortal Concept: Surgeon 
Nature: Deviant 
Demeanor: Bravo/Conformist 
Embrace: 1951(&m: 1912) 
Apparent Age: Varies 
Physical: Strength 4, Dexterity 3, camina 3 

Social : Charisma 2, Manipulation 3, 
Appearance 2 

Mental: Perception 5, Intelligence 4, Wits 4 

Talents: Acting 3, Alertness 2, Brawl 2, 
Empathy 2, lncimidacion 3, Subterfuge 4 

Skills: Drive 2, Firearms 3, Fleshcrafcing 4, 
Melee 4, Stealth 2, Survival 2 

Knowledges: Finance 2, Linguistics 2, 
Medicine 4, Occuh 3, Science 3 

Disciplines: Animalism 3, Auspex 3, Fortinide 
2, Pmence I , Vicissitude 3 

Backgrounds: Contacts 2, Pack Status 4, 
Resources 3, Sabbar Status 2 

Virtues: Callousness 4, Instincts 3, Courage 4 

Path of Caine: 7 
Willpower: 8 

Image: Vala.sky's extensive use of Vicissitude 
has left him with no specific appearance. Mose 
commonly he adopts strong square features, and a 
large physical frame (6' 2"' tall, 215 pounds). He 
likes co lee others underestimate his intelligence 
by adopung the look of a bruiser. Consequcncly, 
he usually wears dark heavy cloches, including an 
overcoat. Valasky never travels without a 9mm 
rucked away somewhere, and he keeps a police· 
man's billy club in his overcoat. Naturally, if he 
were pretending to be someone else, his appear· 
ance would change drastically. 

Role-playing Hints: Valasky usually plays the 
role of the strong silent type, backing up Claire, 
Lucas, or even Marc Sivak with brooding intimi· 
dation. When speaking, his voice 1s slow and 
somber, and betrays both intelligence and educa· 
uon. Everyone who knows him (including all 
involved Sabbat) arc somewhat fearful of this 
enigmauc vampire. 

Marc Sivak 
Clan: Pander (Caitiff} 
Sire: Unknown 
Generation: 11th 
Nature: Fanatic 
Demeanor: Bravo 
Embrace: 1964 (&m: 1940) 
Apparent Age: Early 20's 
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Physical: Strength 4, Dexterity 4. Stamina 4 

Social: Charisma 3, Manipulation 2, 
Appearance 2 

Mental: Perception 2, Intelligence 2, Wies 4 

Talents: Alertness 3, Brawl 4, Dodge 2, 
Intimidation 4, Leadership 3 

Skills: Drive 3, Firearms 2, Mclee 4, Repair 2, 
Security 2, Stealth I, Survival 3 

Knowledges: Law 2, Linguistics 1, Occult 2 

Disciplines: Auspex I, Celerity 2, Fortitude 2, 
Potencc 2, Presence 2 

BackgTounds: Contacts I , Pack Status 5, 
Resources 2, Sabbat Status I 

Virtues: Callousness 4, Instincts 4, Courage 4 
Path of Cathari: 7 
Willpower: 7 

Image: Marc looks much li](e the other mem· 
bers of his pack (see below) in dress and equip· 
ment. He is actually a bit short (5' 8"' talJ) but very 
stocky and muscular, and his body is riddled with 
tattoos. He is completely bald, but keeps a well 
groomed goatee. Dangling from his leh car is a 
cross upon which a struggling SCTpcnl has been 
crucified. Marc is fond of blatancly displaying his 
vampiric nature to Camarilla Kindred, finding it 
discomfits them, and often greets such with fangs 
out, eyes glowing, and claws extended. 

Role-playing Hints: As mean and nasty as you 
wanna be. You arc Sabbat through and through, 
and for you that means being an openly vampiric 
lord of the earth. You are pleased to be given the 
chanc~ co cum Camarilla maggots into proper sol· 
dicrs, and hope they die gloriously in upcoming 
Sabbat sieges as cannon fodder. 

Pander Template 
Most of Marc's pack is composed of fellow 

Panders, the unified Caitiff of the Sabbac (at the 
GM's disc.recion they could also include Brujah 
and Ventrue anticribu who admire the Pander 
cause). They have focused upon physical and 
combat skills and disciplines, hue there is variety 
in their makeup (GM's can get as creative as they 
want). Most are aggressive, violent. and fearless. 
At the same time, Marc is an intell igent and capa· 
hie leader, and he has forced his group co learn 
how to cooperate m combat situations. Also, 
since the pack 1s operating in enemy territory, 
they rarely mike to annihilate a foe, even when 
no t recruiting. They are willing to retreat , hide, 
and regroup if confronted with serious opposi tion. 

Clan: Pander 
Sire: Varies 
Generation: 12th· 14th 

Nature: Bravo, Rebel, Deviant, Bon Vivanc, etc. 

Demeanor: Bravo 
All Physical Stats: 3 
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Social: 2 
Mmtal: 2 (but Wies 3) 

Talents: Alertness 2, Brawl 3, Intimidation 2 
Srrcccwisc 2 ' 

Skills: Drive 2, Fireanns 2, Mclee 3, Sccuriry I, 
Stealth I , Survival I 

Knowledges: Law I, Occult I , Linguisttcs I 

Disciplines: 6 poincs among Cclcnry, Fortitude 
& Potcncc, with some Animalism or Protean. 

lmagc: Like most Sabbat packs (Panders in par· 
titular) these guys dress similarly, and look very 
much like a punk street gang: spiked leather jack· 
cts, ripped jeans, combat boots, earrings, other 
jewelry. piru and shires from various hard-core 
Goth and industrial bands. These boys mean busi· 
ness, and carry a wide assoranent of knives, 
chains, bats, pistols, shotguns, wooden spikes, and 
a big canister of gasoline for good measure. They 
drive around in a large Cadillac (nice big trunk for 
abductions), and several motorcycles. 

Note to the GM: It may seem that berwcen 
Claire's people and Sivalc's pack, there are an 
impossibly large number of Sabbat involved in 
this story, and that the characters don't have a 
chance agairist them. That's the point! The char· 
actcrs are not expected to~ght both Sabbat packs 
in outright combat and destroy them. PCs taking 
this tactic are in for a short unlife, at least if the 
GM plays them well. The story should be run such 
that the players need to use strategy and caution 
to succeed, and they must keep in mind their true 
objectives: saving their friend, and helping the 
innocent members of the BCT. Once discovered, 
Claire and her people will flee at first opporruniry 
to Toronto, and the combat pack will escort them 
to stall opposition. They will attack tn masse only 
if the players are foolish enough to try to de.srroy 
them all. 

j1{gmbiJ z: 1Dtmmt 
-'anatioe 

I) It is possible that Valaslcy may join the BCT 
as a fourth Kindred actor (under the alias Dante 
Higgins), since he enjoys adopting personas and 
finds the plays enjoyable. In this case, the other 
members would likely be uncomfortable around 
him as an outsider, but would try to make him 
wclct>mc, particularly as he is a talented (if not 
classic.ally trained) actor. . 

In any interactions with the players, Valaslcy 
would try not to draw attention to himself, being 
neither overly friendly nor entirely aloof. He 
would adopt the persona of a moody and some· 
what arrogant actor, a bit anal retentive but wirry 
and devoted to his craft. He will be enthusiastic 
about the opporruniry to be with a group Hice the 

Black Curtain Theater 

BCT. and hopes to prove himself as a worthy addi· 
tion. The GM should be careful about running 
th is scenario since uDante" is bound to draw 
immediate suspicion as a newcomer to the group. 
This may provide too early of a lead and clue, par· 
ttcularly since Dante, unlike the other actors 
knows the truth. While he is a veteran Sabbat and 
t~us not lilccly to fold under even harsh interroga· 
tton, powers such as Auspex or Domination could 
too early reveal that he is not whom he claims co 
be. 

2) A more radical option would be if, after the 
first hints of discovery, Claire decides to recruit 
the members of the BCT directly into the Sabbat, 
feeling that their cover has been blown so the 
operation is finished, yet not wanting to lose these 
Toreador with whom she has worked so closely. 
Perhaps she has decided the BCT will become a 
purely Sabbat production, to be moved to New 
York or another Sabbat city and increase her fame 
among her cwisted antitribu clan members. 

The PCs here may also try to rescue them as 
well. This scena.rio could be suggested if the PC 
group arc too small to have one of their number 
kidnapped. The scenario could run very similarly 
except with one of the actors being the first co dis· 
appear. (Cage would be the best choice, since he 
lilces being a vampire and doesn't understand the 
big problem with feeding or why anyone would 
regret their condition. Very Sabbat·minded.) 

3) The recruited and mind-washed PC could 
approach one or more of the other characters and 
try to convince them to join of their own volition, 
stating how happy he is to have been selected. In 
this condition, if they cried to apprehend him for 
"treatment" or were violently agairist the sugges· 
cion, he would evade them, perhaps with the help 
of one or both of the Sabbat packs. Perhaps as his 
first test of loyalry. the recruited PC would be told 
to help destroy his old friends: an opportuniry for 
rich role-playing and dramatic combat. 

4) The entire story could be run with the PCs 
starting as mortals. There is no reason why the 
BCT couldn't be rumed to finding good targets for 
traditional Sabbat recruitment. In this case, the 
Players might need to be rescued by the actors or 
other Cam:trilla Kindred, and would have to 
decide which ·sect to join. A mortal campaign 
would be much more horrific and therefore sus· 
pcnscful, but also leaves the PCs in a much more 
powerless situation. Further, the Sabbat rituals for 
inducting new members are effective most of the 
time. In order to give the PCs some free choice, 
something would have to go wrong with the 
recruitment. (The most critical stage being, of 
coorse, burial after the Embrace and being forced 
to claw out in a deranged frenzied state, thereby 
being stripped of all Humanity.) • · 
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Trust No One 
lnlnlcbtion 

Welcome to the Heavy Gear universe, set in the far futute where humanity is thinly spread acr05$ the great void. 
lmemellar cravd is possible, but alrogether unplea.s:im, time-consuming and very costly. Colonized planea arc ilolat· 
ed for centuries. Imagine a dista.nt world where great empires have been established. A world where humanoid vchi· 
d.:s protect the human soldiers within. WelcClme co Terra Nova, the savas:e. sun-scorched world that humanity'1 twdi· 
dt pioneer$ call home. 

Heavy Gear is the newest science ficuon universe by Dream Pod 9. Ir l! abo the name of the f1m game eet In thar 
universe. The firsr few HC3vy Gear ir.ime books recou.nr the recent evenrs on Tem Nova, one of the fint planca out· 
side the Sol system to be colonnt.'<l hy Man. The year is 6132. Technology has advanced by leape and bomda, but 
unpleasant hist!lrical circumstanc.:s have limited irs expansion. Colonisrs often found out - the twd way- that hJch 
tech equipment rends to break down over rune, so they prefmed to we a mix of high and low tech . . 

As our story Clpens, Terra Nova has 1usr defeated an invasion force from Earth, mtcnr on rccbiining their Mio«' 
colony. The invaders fled, but noh"dy can offer an explanntion as to why they ch<11e to reappear after such a long 
silence. Alter forming a shott-lived alliance to fight off the Eanh forces, the milirary forces of the North and the South 
(political allianc.:s similar to the East and Wd t coalitions of rhe ColJ War Jays) are rc:sdca again. Raiding, frontier 
wars, etc. Somethlng's )..'tling on .. . hut nohody seems to know what. Are you hold enough to frnd out? 

~
is adventure is the second pare of cwo linked 

scenarios. Each advenrure is designed co be run 
separacely, but b<ith are tightly intertwined: We 

have not depicted any established group on Terra 
Nova as the "bad guy," allowing individual G Ms to 
use characters from any region they wish. For sim· 
plicicy's sake, we describe the characters as though 
rhey were from the Northern Guard. Game~sters 
should feel free to change anything necessary to 

work rhis adventure into their game. 

What has Happened 
If you played part one, Gain's Vengeance (see 

SHADIS "28), you do not need to read this section. 

The characters are debriefed aoout thei r lase 
mission en route to their new drop sire when an air 
transport arr ives to resupply them. 

Last week, the personal secretary of Brigadier 
Gibh<ins, Cynthia James, was kidnapped by a band 
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of rovers ident ifying themselves as Gaia's 
Vengeance; they demanded a ransom of 10 mil· 
lion marks. Colonel James, Cynthia's father, 
responded by ordering a squad of Gears to rckue 
his da~hcer from the rover enc.ampment in the 
Wcsrridge Trench. The planned rescue encoun· 
tered a snag when a severe storm in the area made 
che original drop sicc unacceptable. This probably 
saved the Gear pilots' lives. 

With the change in drop site, the Gear pilots 
unknowingly avoided an ambush set for them. 
Cynthia had devised a plan where she and her 
father could blackmail several million marks out 
of the military. With some changes suggested by 
Colonel James, they proceeded with the "lcidnap· 
ping" and prepared to ambush the rescue team. 
The Gear team was able to talce Gaia's Vengeance 
by surpr ise, approaching the camp from the oppo· 
site side. After a furious battle with C ynthia and 
her men, the Gear.pilots discovered several clUC$ 
that led them to believe that the lcidnapping had 



Ground Crew 

been a ruse. Immediately after the confrontarion 
with Gaia's Vengeance, Colonel James disap· 
pcared into the Badlands. 

Sec,mel : llie~ 
Ou~ine 
The situation is very bad. A treasonous plot has 

been uncovered and it involves at least one high 
ranking officer, Colonel James, who has disap· 
pcarcd deep into the Westridgc Trench. 

Gome Notes 
After the failed blaclcmail attempt, James and a 

group of mercenaries hijacked a m1l1tary air trans· 
port and fled. Radar tracked the aircraft deep into 
the Wcstridgc T rcnch before they lost it in the 
mouncalns. Military Police are en route, but arc 
not. expected to arrive for several hours. They fc.ar 

t. Gn1U11.lho11 Mk8 
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those precious hours will allow James to slip 
through their fingers and get away. Consequently, 
the characters arc sent in with orders to arrest 
James on charges of high treason. 

The characters are transported to the last 
known location of James' air transport. Once 
there, they will try to spot the landed aircraft and 
track James and his men. Luckily, after a brief 
search, the characters are notified that James' air· 
craft has been found and they will be landing 
shortly. If the charac ters arc in airdroppable 
Gears, have them jump. 

Once on the ground, the characters will have to 
do their best to track James and his men. This 
would have been a problem, but James was picked 
up by a group of Gears and the heavy vehicles 
sank into the ground with each step. leaving large 
"footprints" in the sand. The characters arrive 
right before a wind storm can rage through the 
Trench. At various points, the trail disappears as 
they move over rocky terrain, but the characters 
should be able to follow it. 

Along the way, the characters will spot a col­
umn of vehicles to the south, moving parallel to 
them . They do not appear to be a military unit, as 

Heavy Gear 

indicated by the presence of Bricklayers, 
Groundhogs and Prairie Dogs with three Elan 
jeeps and a Camel. If the characters open fire, the 
vehicles will scatter and immediately open com· 
munications with the characters, pleading for 
them to cease fire . They will state that they arc a 
work crew making their way to their job si te. The 
men will try to cooperate with the characters as 
much as possible, but have not seen James. 

This part of the SGCnario is mostly descriptive 
and should be offered to the characters as an 
opportunity to rolcplay their characters and inter· 
act with one another. It can also be used by the 
GMs as an opportunity to remind their players 
that not everything should be shot at, and that 
"you catch more flies with honey than with vine­
gar." 

Equipment 

la C..md 

(horocten 
2 G roundhog Pilots: all 

relevant skills I 

I Groundhog Pilot: AGI 
+ 1, all relevant skills I 

2 Prairie Dog Pilot: all 
relevant skil ls 1 

1 Stone Mason Pilot: AGI 
+I, all relevant skills I 

10 workers (rookie 
Infantry 8 with 9 mm 
handguns, 2 having 7 mm 
rifles) 

Objective 
The characters are to follow James' trail trough 

the mountainous terrain. Remember, despite the 
occasional trac.ks, trac.king James and his men 
should be challenging. 

Potential (omp5cotions 
James thinks he is being followed and orders a 

Strike Cheerah to stay behind (AG I/PER +I , all 
combat skills 2). He will mike from hiding, wait· 
ing until the characters are almo,st on top of him 
before blasting away with his RFB. 

Se.pm 2: ~Rts -- fan 
Outline 
The characters find James and his men. And a 

whole lot more. 

Gome Notes 
The characters hear sounds of ban le a few hun· 

dred meters ahead. When they investigate, they 
sec Northern Gears engaged with a smaller group 
of raiders, apparently Desert Wolves by their 
markings. Behind the battle, near a cave entrance, 
the charac ters can sec James climbing into a Black 
Cat and moving in to aid the Northern Gears. 
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Part II: Trust Mo One 

Behind him. they can sec a large stash of military 
equipment. Off to the other side, che group of 
Gears previously encountered watches the bartlc 
from hiding. As the battle m tcru1fics, the worker 
Gears slip mm the cave and bcgm raiding James' 
supplies, loading the Camel up wnh various mili · 
tary crates. 

The Descn Wo lves had discovered James' stash 
of e411ipmcnt and decided to "salvage" It, but were 
surprised by his sudden appearance. They arc 
fighcmg a diversionary barcle, drawing as much 
anent ion away from the wo rker Gears as possible. 
The Dan jagers will use 1hc1r high speed and 
excellent off-road mancuvcrabiliry 10 race around, 
blasting away with their LRP's, creating as large a 
diversion as possible. The Warrior will deal with 
anyone who norices the raiding Gears and 
attcmpcs 10 intervene. The Long Fang will con · 
cenmne on taking James' ream out. The rest of 
the raiders will concentrate on gening as much 
e4uipmen1 in as linle time as possible. 

If a1caclced, the raiders will mice what 1hey have 
and nm. They know thar whoever chases them 
will likely return to the flgh t and when they do, 
the raiders will tum back as well and grab S(lme 
more. They are nm m th is flgh1 to end lives, they 
a re here to appropriate some stolen military 
ClJUipmenr. Once they feel they have grabbed 
enough, they will leave as fus1 as possible. 

James and hlS men are fu rmllS. They intend to 
desrmy 1he1r arraclccrs and get away m safety. 
James' men will do everything they can to end this 
f1gh1 as fust as possible. They have no intention of 
taking pnsoners. 

The characters must decide what co do. Do they 
go after James and arrest hrm for his crimes? Do 
they stop the Dcsen Wolves from stealing military 
e4uipment (and evidence) ? The snuanon is a 
mess. 

Once James realizes he 1s goini: to be caprured 
or killed, he w1ll 1urn into 1he cave. If the charac· 
ters follow, they will flnd the h;irch of his Gear 
open ;md sec James tum a corner, running deeper 
into the cave system. T he characters must leave 
rhcir Gears behind if 1hey Intend co fo llow him. 

As the characters move deeper, the humidity 
will rise rapidly and they will hear sounds of rush ­
ing water. James is near 1he brealcmg point. He 
will start co ramble as he runs forward, smpping to 
perio<l1cally take a shot at 1he characters. 

If 1hc G M wants him to become a recurring vil­
lain, he should not have James tc.-11 rhe characters 
everything. He 1s a brigh t man and sull m control. 
He will tell the characters 1hat they have not seen 
the l;i t of him and will leap m10 an underground 
w<1terfall. d p<1n o f rhe MacAllen cave system. 
Somehow, he will urv1ve the full 10 surface again. 

If the Gamemaster would prefer not gomg to 
use him ;i a recurring villain, he has reached hts 
brC11lcing pomt. uddcnly, everything has fullen 
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apart and he has nowhere to turn. He will flgh1 to 
the death or until captured. If he is made prisoner 
and if the characters press him for mforrnauon, he 
will reluctantly tell them about his life, his plans 
and how they spoiled everything. It's over. 

Eqlipment 

Desert Wolvet Ally vehicles not destroyed in the previous encounter, ~us: 

Goio 's Vengeance 

I a 0..-n Mothu 

Choroclers 
I Long Fang Black Mamba Pilot +2 AGl/PER, 

all combat skill 3 

2 Dartjagcr pilots +2 AG l/+I PER. all combat 
skills 2 

I Warrior pilot +I AG l/PER, all combat skills 2 

Any of the characters that survived the previ· 
ous encounter 

I Cheetah pilot +2 AGl/PER. a ll combat skil ls 2 

I Den Mother pilot +I PER, all comb.it skills 2 

2 Jaguar pilots +I AGl/PER • .Jll combat skil ls 2 

Colonel M11cha1l James +I AGI/+ 3 PER, dll 
combat skil ls 3 

Colonel Mikhail Jomes 
Mikhail James was bom m Canterbury, NLC. to 

Natalie and Donovan James, a tabloid 1oumall5I 
for the Northern ln4u1rer. While 1he ln4uirer 
concentrates on the lives of mdco stars, Donovan 



made his living writing conspiracy theories. He 
ofren wrote about someone's death being a major 
military cover-up. The problem was that Donovan 
was not making these theories up, at least in his 
mind. Donovan saw a conspiracy in every evenr 
and Mikhail grew up in this paranoid, conspiracy­
riddled environment. 

As Mikhail entered his late teens (in cycles), he 
began to resent his father seeing a shadowy cabal 
behind everything and everyone, even his friends. 
At the age of 21, he enlisted in the army to get 
away from him. His father was beside himself 
when he found our, but his pleas fell on deaf ears 
and Mikhail entered basic craining. 

Once in the military, Mikhail demonstrated an 
extreme aptitude for leadership and was quickly 
transferred ro the Officer's Training Program. It 
was here rhat Mikhail met Natasha Fedorov, a 
beauciful, sharp woman who immediately cap· 
rured Mikhail's heart. They married a year after 
they graduated from the OTP. 

Later, during the height of the Judas Syndrome 
(TN 1904), Mikhail, now ·a Captain in the 
Norrhem Guard, learned he was to become a 
father. Mikhail began co worry. The North and 
South were in an escalating Cold War that was 
leading to open conflict and he was going to bring 
a child into that. He feared for the safety of his 
unborn child. Soon thereafter, Mikhail was 
approached by Southern agents who offered him a 
very large sum of money for some military secrets. 
Mikhail refused, but he soon had reason to recon· 
sider his decision. 

One season after Mikhail was approached by 
rhe South, Natasha was honorably discharged 
from duty, for reasons still unknown co him. 
Suddenly, the income of his family was cut in half 
with a child on rhe way. The South's offer sud· 
denly became very appealing. He acranged a meet· 
ing and che trade was made. A cycle later, the 
South fielded a tesr-bed prototype of an Ultra 
Heavy Rail Gun, very similar to a design that the 
North had been working on. Also, a discreet 
account in a Westphalian bank appeared under 
the name Donovan Fedorov. 

As TN 1905 approached, he looked forwa rd ro 
the birch of his daughter. He did not have to wait 
long; on I Winter, Natasha went into labor. 
Mikhail n1Shed his wife to the hospital and wait· 
ed patiently for his daughter ro arrive. Two hours 
after Natasha was taken lnto the delivery room, a 
doctor:. approached Mikhail. He was informed thar 
his daughter was quite well, but h is wife had died 
of complications during childbirrh. 

Mikhail was devastated by the loss and began ro 
brood. Death in childbirrh was so rare as to be 
almost impossible. Slowly, his mind formed a pie· 
cure of what had really happened. The North had 
learned of Mikhail's betrayal and sent him a wam· 
ing by killing his wife. IL was obvious. 

Heavy Gear 

Over the next few cycles, Mikhail began to plot 
his revenge. In TN 1913, the tool of Mikhail's 
vengeance arrived. Earrh invaded Tecra Nova. 
Mikhail was only too eager to rum on his fellow 
Terra Novans, whom he saw as having turned on 
him already. He wanted a better life, away from all 
their conspiracies and treachery. Earth was the 
key. 

On TN 1917, when Earth forces signed the 
Treaty of Westphalia and left the planet, Mikhail 
knew chey would be back. He knew they were 
merely regrouping and would return with a larger 
force. He would be prepared when they did. He 
began ro build a secret army, men and wo men who 
he knew were Eanh sympathizers and loyal to 
him. T hose who knew of his treason during the 
invasion either joined his private army, or were 
hunted down as "enemies of the state." 

Mikhail, now a Colonel , has made use of his 
position, "losing" shipments in various locations 
throughout the Western and Great White 
Deserts, co be retrieved by his army, Gala's 
Vengeance. Cynthia, his daughter, has been at his 
side the entire time, using her position as person• 
al secretary to Brigadier Gibbons to furrher aid her 
father. Together, they lead Gaia's Vengeance, 
Mikhail with a cold, cunning tactical mind and 
Cynthia with her inspirational persona. That was, 
until recencly. 

Potential Con!lich 
Reinforcements arrive for the Desert Wolves or 

for Gaia's Vengeance. 

Debrie~ng 
Regardless of whether or not James is captured, 

the characters are questioned thoroughly and may 
even testify in court. If James was captured, he will 
regain his composure and reveal nothing. His trial 
will be swift and his punishment harsh. The char­
acters' involvement in James' life is over. If he 
escaped, there will be many unanswered ques· 
tions, until James rerums. It is only a matter of 
time before the characters run into him again. 

Depending on how much James revealed before 
the end, the characters will have a few questions 
rolling around in their heads. 

• How did the Desert Wolves learn of the 
equipment stash!· 

• Where did the Desert Wolves disappear to! 

• Why did James do this! 

• Were all the members of Gaia's Vengeance 
dealt with or arc there more! 

• How many more are there! 

• Where is James now! 

• What is lfe planning! 

If James got away, he provides a great deal of 
potential for further advenrures. • 

SHADIS 1WEHTY-MIME 
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What is Lights, Camera, Action? 
Long·time S HADIS readers will recognize this feature immediacely. Need an off·the-cuff storyline 

for your RPG campaign? Match the party's current situation to the one described m "Lights," chen 
switch on the "Camera" and drag them into the "Action"! 

We would love co sec .your scenanos! Send them in; there's a good chance they'll be used. 

Fair Play 
Lights: The PCs v151c a medieval f.m They can 

compete at archery, jousting, lcnife throwing, scory 
celling, showy magic, quarterstaff bouts on a log 
over a mud pit, etc. There is at least one contest 
suitable for each PC, and some of the pm.es arc 
quire valuable. A lert PCs might nonce some 
smelly mon ks m long robes and deep, darlc cowls 
in the audience at almost every e\•ent 

Camera: The PCs frequently find themselves 
playing against NPC adventurers, all from the 
same party. The two parties arc equally powerful 
and, since the contests are stnccly nonlethal, the 
G M can play to wm. PCs or NPCs watching an 
event might place bets, help their friends with a 
linle magic, form cheering sccuons, etc. The 
NPCs arc as diverse, creative, and unpredictable 
as any w-oup of PCs, so anything 1s possible. 

Action: The fai r ends when a small army of 
smelly humanoids throw off their monlc disguises 
and begin to loot and bum . They probably take a 
few hostages. iust ro lceep chings interesting. 
Defeacmg rhem rcqmrcs the combined forces of 
rhe PCs, the NPC adven turers, and any other 
intcrcsrini:: NPCs that you want to include. 

FreJnch Passow 

Medieval Mobsters 
Lights: The party is in a tavern. 

Camera: A city guard enters the tavern and sits 
nonchalantly. T he bartender announces chat 
there has been some sort of special occasion and 
that "drinks arc on the house". Suddenly, the bar· 
tender 1s lctlled by a mysterious poison dart. It 
came from somewhere in chc bar, bur where? 

The guard at the table seems panicky He looks 
around the bar, then runs out. If any characters 
from 1he party give chase, the guard will run for 
his life. If caught, he pleads over and over agam 
1har he J1dn't k1U anyone. 

Action: A renegade city guard has been forcing 
rhe bar owner/bartender to pay "protection" 
money. In response, the owner has hired a private 
mvesn1?ator to lceep an eye on things, by posing as 
.i customer. He's simng in the comer, far behind 
the parry, nibbling a stalk of celery. 

The arrangement: when the bartender secs the 
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renegade guard enter, he says the code phrase 
"Drinks arc on the house" co alert the invcsngator, 
but che P.1. LS not really a P.I He IS, m fact, a lead· 
ing crime·boss for the group that runs the prorec· 
t ion raclcet in this town. He's been watching the 
renegade guard anyway, because the guard quit the 
group, and now seems to be muscling in on its turf 
He shot the poison dart (through h1S cleverly dis· 
guised blowgun) co lc11l the barkeep, co scare che 
guard out of che business, and possibly frame him 
for the murder. 

Alex Strang 

All That Glitters ..• 
Lights: ThlS scenario LS set up for a fantasy set· 

ting, but can easily be adapted for use mother set· 
tings. The PCs somehow come mro possession of 
an obviously magical nem. Ir should resemble 
"common" special items like wands or nng~. Any 
spells or irerrLS chat dececc magic items will rag the 
item as magical. None of the PCs can identify h, 
even by magical means, so they have to v1s1c a 
mage or magically gifted <hopkeeper. 

Camera: The PCs either have never vlSlred this 
person before, or have not hired him/her often, 
buc he/she charges them a fair price co idcnufy it. 
When che owner of the item mes to use 1c, how· 
ever, it doesn't worlc as expected. (Ir's best 1f thlS 
can happen during a fierce battle.) The owner of 
the item can aslc other mages to identify it, but 
none of them will be able to help. When the PCs 
return co the mage, he/she discovers a rune or 
ocher feature rhar he/she missed before, and iden· 
tifies it as a different item for a higher pnce. The 
1cem, again, will fail to function. The PCs will 
need co return to the mage, who dLSCovers a new 
feature each lime they return (as well as charging 
increasingly h1i::her prices) 

Action: The obiect has been maslced by the 
mage by a spell of h15/her creanon. The ncm may 
be mundane but fashioned co resemble a magic 
Item, or 1t may be magical but 1ts powers were sup­
pressed by the spell The mage may be hoping the 
PCs will give him/her the item m d1Sgust, so 
he/she can nm the ~am again. Alternatively, 
he/she may admit to rhe scheme if "coerced" and 
offer the group the real, unadulterated item 
(which LS quire u<eful) 1f they go on a quest or per· 
form some service for the mage. 

Harold Tcssmann Ill Q; 
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The Divine Sibyls 
Apollo's Ancient Oracles and 

Now To Ose Them 
In ~ole-playing 

P rophecy 1s rhe abiliry ro see divinely 
inspired visions of future events. It was 
widely believed chat prophers in che 

:mcienc world could foretell the ouccomes of 
1mponant events, such as wars and impending dis· 
.1scers. Mt"lny rel1g1ons had temples dedicated to 
the Gods where prophets called oracles could be 
consulted; these oracles would go into ecstatic 
minces ;ind rhe deities' voice would spellk through 
them. The ecst:mc state could be induced by 
drinking che blood of a sacnf1c1al animal, ingest· 
mg herbs, inhaling the smoke of a scared wood, or 
one of many other ways, depending upon the par· 
uc;.ular religion. 

The Greek i:oJ Apollo, as well as being the god 
of the sun, w;1s :ilso rhe god of prophecy :ind div· 
m:it1on. He h:id many shrines where people came 
to consulr him v1a his prophets - the Sibyls. The 
S1hyls were priesresses, usually middle-aged 
women, who re 1ded in caves, which were said co 
be the seat or throne of Apollo. The crnd1rion of 
che Sibyls 1s believed to h:ive arisen an wesrem 
A~1a, where verses by prophets known as Sibyllai 
were well known. The original name ", 1byl" may 
h.we referred co J oracle who lived ne;ir Troy and 
gave prophcc1e in the form of riddles, bur even· 
cually ir was used as a general rcrm and given co a 
number of different women. There were ;u lease 
tl·n of these dl\•me Sibyls spread throughout the 
Ml-d1Cerranean. an locauons such as E{:ypt, Libya, 
Persia and Ti bur (Tivoli, Italy). 

The prophecies of che ibyls were treated with 
gre:it 1mporrnnce and chey were consulted on 
many marrers by heads of mue. Their exploits 
appear as hmorical circumstance and also as 
mythology. 

The Song of Cumae 
O ne of che most famous 1byls was che 1byl of 

Cumae, who lived m :i cave underneath the 
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Temple of Apollo ac Cumae near Naples, Greece. 
The Sibyl's cave (or dromos) was essentially a long 
gallery which ended in a small room. Beyond chac 
lay a chamber where the Sibyl would sit on her 
throne and proclaim her oracles. The gallery con· 
rained numerous shafts co lee beams of light in; 
these shafts also caused numerous echoes in che 
cave. The Sibyl would chew on laurel leaves 
(sacred co Apollo) and be fumigated by the smoke 
of the burning leaves co reach her ecstatic stare. 

There is a scory of a parcicular Sibyl who was 
loved by Apollo. The god offered her anyching, 
and she asked him co lee her live as long as there 
were grains in a handful of sand. He obliged -
bur she forgor co also ask for ecernal youth. She 
grew progressively older and more withered until 
she had hardly any form ar all. Finally she was 
shut in a boccie which was hung ac rhe shrine and 
would only answer "I wane co die" to any quesrion 
pur co her. 

Another version of the legend states chat she 
was granted ecemal life on the condition chat she 
never see her native soil again. She moved co 
Cumae co become the 1byl, hue was sent a leuer 
from her homeland sealed with clay. The sight of 
the clay violared the rerrns of the agreement and 
she died. 

A Sibyl was also said co have lead the Trojan 
hero Aeneas co the entrance of the Underworld so 
he could seek the advice of his father's ghost. he 
cold him co cake che Golden Bough, a name for 
mistletoe, co ensure his safe passage through the 
underworld. 

The Delphic Pythia 
A parricularly famous Sibyl resided ac the 

Temple of Apollo, built in the 6th century BC 

beneath the cliffs of Mount Parnassus at the holy 
site of Delphi. Legend had ic char Apollo had slain 
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the huge Python o( Mount Parnassus and the 
Temple was built over che serpent's lair in honor 
o( che god. Snake~ were symhols o( wisdom, and it 
may be for this rca!><>n that Apollo bestowed the 
gift o( prophecy on a priestess, the Pych1a 
(P)thoness), who cook up residence at Delphi as 
the orncle. This area may have originally been 
sacred ro a female deity, and was raken over by the 
followers o( Apollo. 

The temple at Delphi was originally a hole in 
the ground chrough which 
volcanic vapors passed, 

I 

~· 
I I I/ 

vapors which presumably 
had some sore o( incoxicat· 
mg effect. In the gnp of 
deli rium people were said 
to speak prophecies. Bue 
sometimes the mania 
overtook them, and they 
leapt mco the volcanic 
hole - lose forever. 

Eventually, the priests 
(who could see the bene· 
fits o( having a permanent 
prophet installed there) 
instigated a more civilized 
procedure. A Pythia was 
chosen who had to be pure 
and had co agree co inhale 
the "sacred breach" (or 
pneuma) willingly. The 
priestess, seated alone in a 
forbidden area of the cem· 
pie, would breathe in the 
vapors .• he would fall into 
a trance, and utter phrases 
;ind moans in a prophetic 
Jelirium. People who 
came to visit her never 
saw her face and only 
heard her disembodied 
voice echoing through the 
cavern. The words she 
unered were ofren cryptic 
;ind obscure, so the priests 

would copy down everything she said and inter· 
pret her unerances by turning them into verses. 

The Pythia was apparently quite popular, and 
v1s1rors had co draw lors to consulc her. A fee was 
also charged co anyone who wished co speak with 
her. Petitioners often made prior offerings co 
Apollo to ensure they would receive a favorable 
response from the oracle. 

T he S ibylline Books 
Many o( the Sibylline prophec.1es were wrmen 

by pne~ts onto p.1lm leave~ (.1hhough some Sibyls 
were \,11J to onl'r' i:1vc their preJ1cuons or.illy). 
The 1r.1mcnpuom o( chcse ~aucJ words evcnrual· 
ly bec.nme books o( pmphccy or Sibylline \xx)ks. 
t..lo\t u( che Sibyl' in the MeJ1tcrranean <Jrea pro· 
Jm.ed such boob .H one 11me or ;mother. The 

The Divine Sibyls 
books were considered very valuable because they 
could be caken away and consulted when there 
was no way of seeing the Sibyl directly. A certain 
set o( these books also became important during 
the introduction of Greek religion to the Romans. 

In Rome, only priests and magistrates could 
interpret the sacred laws and disclose the will of 
che gods. Consulting the Sibylline books -
which had been brought co Rome and became 
imponanc in the state's political and religious 
funct ions - were a method of doing this. 

The story goes thac Amalthaea, the Sibyl of 
Cumae, offered a collection of prophetic books co 
Tarquinius (the lase king of Rome) for the exorbi· 
cane price of JOO gold pieces. He refused, and she 
burnt three o( the nine books. Twelve months 
lacer, she offered him the remaining six books 
without changing the price. Once again he 
refused, and she burnt another three. This pan· 
icked him into buying the lase three at the origi· 
nal asking price. 

These Sibylline books were kepc at Rome in the 
temple of the Capitol, and were looked after by 
fiftee n special priests. The books described how 
the Romans could gain the favors of foreign gods 
(Greeks and O rientals) through special sacrifices 
and rituals. The Roman senate instructed people 
co consult the books in times of crisis such as war 
and invasion. In addition, temples co gods were 
erected and new holy days were proclaimed on the 
books' advice. The temples to the G reek gods 
Demeter, Dionysus and Kore were consrrucced in 
an attempt to gain divine aid to alleviate a famine 
in 496 BC. The Sibylline Books were destroyed by 
fire in 83 BC. 

The S ibyl as a NPC 
These examples should give G Ms enough back­

ground ideas to create a similar sort o( prophet for 
their own campaign settings. They could stick 
with the original setting of ancient Rome or 
G reece, but with a bit of adjustment co local gods 
and customs, the Sibyl could be transported to a 
fancasy setting. G Ms should consider the influ· 
ence that the Sibyl's religion has in their cam­
paign setting, which could lead co several strong 
story ideas. 

For example, if the Sibyl's religion is only one of 
che many established forms of worship, che inrro· 
duction of a divine prophet may be a means o( 
gaining mo re converts, offerings and power. 
However, if the Sibyl's religion is already the dom· 
inane religion, her prophecies could be very influ· 
encial. If it is a only a newly introduced religion, it 
could meet resistance and even persecution from 
already escablished religions. A Sibyl could very 
easily be labeled a witch .... A mystic religion that 
bases irs actions around the utterances of a Sibyl­
like figure could also exist in a presenc-day sening 
(where they would most likely be viewed with sus· 
pic1on as a "crank cult"), or in futuristic settings, 
where they may the be the basis of a religion on 
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A Prophetic NPC 

anocher planet or even a religious dictatorship. 

Anocher factor the GM could consider is 
whecher the pnescs interpreting the Sibyl's words 
are acung in good faith. The Sibyl was a source of 
influence and power for the church over the State 
and it would be easy for the priests ro manipulace 
the Orncle co suic their own purposes. The Sibyl 
could re4uest valuable offerings, temples and more 
priests for the church. The word of the Sibyl -
interpreted chrough the wrong priest - could 
influence leaders' decisions ro declare war, or con· 
demn certain groups of people as "enemies of the 
state". If rhe pnesress is sincere and not a fa ke, she 
may realize her words are being twisted and may 
seek :11d to rectify the corruption that 1s occurring: 
enter the PCs. 

The Sibyl could be encountered by chance in a 
mysterious cave, during a deliberate consultation , 
or even :1s an attempt ro procure a book of 
Sibylline prophecies. The Sibyl need not neces· 
sarily have t1n en tourage of priests wirh her, and 
could :ict t1s an lone individual if need be. In 
whmever situation the characcers meet her, the 
encounter should be eerie, with the Sibyl's unnat· 
ural voice echoing through a dark cavern, speak· 
mg of the future in cryptic verses. 

Story Ideas 
Family Feud 
A new O racle has been chosen from the ranks 

of che priestesses and she muse travel co che tern· 
pie where she will rake up residence. C hurch 
gu:irds are co escort her on the long journey ro the 
temple, but halfway there they are :ittacked and 
killed by bandits. The priestess is not found and 
since no ransom demands have been m:ide, she is 
presumed dead. The party has been asked co 
investigate on behalf of the Temple or che priest· 
ess' family. 

The pnescess was actually attacked by the sol· 
diers of a prestigious family, who made ir look like 
a bandit attack. Their daugh ter was also among 
those in line co cake up the position of O racle and 
by dispatching her rival, they hoped she would be 
elevated to the prestigious rank of O racle (wh ich 
has many t1cc.ompanying social and financial ben· 
efics). 

When their soldiers attacked the church 
guards, the pnestess went into a into a trance and 
srarced speaking in tongues. This scared the men 
and they refused to kill her, believing they may 
suffer retribution from her God. They have hid· 
den her and the parry musr discover the plot and 
rescue her. 

Cassandra 
The Gods may give the gift of prophecy but 

they were also quick co curse those who offended 
rhem. Fo r example, Cassandra was a prophet who 
was blessed with the power of crue prophecy, but 
because she spumed Apollo, he cursed her. Her 
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predictions, though accurate, would never be 
believed by those who heard them. 

The parry could meer a Cassandra-like figure 
who is being laughed out of town for being a crank 
(or worse, chased ouc of town for being a witch). 
She has been trying to warn the townsfolk that 
the neighboring country is going to launch an 
invasion force, but no one will believe her. O ne of 
the parry seems immune to the curse and believes 
her - can they convince someone in a position of 
power ro take the prophecy seriously and srop the 
invasion? 

Another version of this type of prophet could 
be a young girl who is accused of witchcraft. She 
tried to te ll a local merchant not to rake a sea voy· 
age because she saw his death in a dream. He 
ignored her and was lost at sea. This is not the first 
time sh e has foreseen a local's death and she also 
has the uncanny ability to predict storms. The vii· 
lagers think she must be co blame for the mer· 
chant's death by witchcraft, otherwise how could 
she have known ? If the parry comes to her aid, 
they will discover she has a gift for prophecy and 
they could help her find another seer to help her 
develop her Sibyl-like talents. 

The Lost Books 
The Sibylline books could be considered a valu· 

able commodity in any age, either as a rare antiq· 
uiry or as a magical manuscript. The original 
books mighr nor have been destroyed by the Sibyl 
(who instead burnt fake copies co rriclc the Ic ing 
into paying the high price). The six "lose books" 
were kept by a special cult of priests who have pre· 
served chem with special techniques of science or 
magic. This cult could have survived many hun· 
dreds of years and are thoroughly dedicated to 
e1.suring the survival of the books. 

Perhaps someone has heard of rumors of the 
lnoks' existence or a fragment of writing ar an 
archaeological si re may suggest that they still 
exist. A museum or collector may hire the parry co 
find the books for their historical value, or a magi· 
ci&n or occult aficionado could want them for the 
prophecies and rituals they contain. Conversely, a 
head of srare may be mentioned detrimentally in 
the books (causing the nation's downfall, ere) and 
may want them found and destroyed. 

R.ef erences 
- New l.arowle Encyclopedia of M:yrholoo. 

Hamlyn Publishing G roup Ltd, 1968 

- Duby, Georges and Michelle Perrot, eds. A 
History of Women. Harvard University Press, 1992 

- Westwood, Jennifer, ed. Atlas of Mysterious 
Places. Marshall Editions Ltd, 1987 

- Pitt· Kethley, Fiona. }011.rneJs to the 
Underworld . Charto and Windus, 1992 
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AND 
"You must chill' You must chill!" 

- John Cusack, Say Anytlung . 

There is a trend in our indusrry 
that a lot of gamers are unwilling 

to talk about. Most people 
outside the industry who have 
heard of RPGs tend to sec 

gamers in a fairly ncganve and 
stereotypical light: unwashed, lacking in 

social sk1lls, obsessed co the pomt of mania wnh 
the games - you know the image. The 
perceived "darkness" of RPG fans has 

been a constant part of role·playing's 
image, and yet is often cast aside or 

brushed under the rug. Gamers tend en 
immediately bristle at the mention of "RPG 

dorks" and most mle·playcrs resent the 
Judgmental opinions of those who have never 
touched an RPG. In that way, gaming is not 
unlike computer programming or Star Trek, two 
other hobbies/careers/past imes rhat suffer under 
the distorted perceptions of others. 

But to simply dismiss the sterenrype om of 
hand, as many gamers do, ignores a nagging 
problem that the industry has always had. Like 
any hobby, there are people who take gaming too 
seriously, and the impressions they leave do a lot 
of harm co an otherwise wonderful pamme. 

The worst aspects of it tend to surface as a 
son of ulrra•competitivencss. You can find 
symptoms of it quietly hovering beneath the 
edges of the hobby. Everybody's had the 
nightmamh experience of encnunterin~ a fellow 
gamer who's got a 400th level paladin, and wants 
to compare him point by point to everyone else's 
character. Conventions abound w11h chest· 
beating trash-talkers that make De1on Sanders 
look like Emily Post. At GenCnn, I passed a 
twe lve-year-old on a crying jag because someone 
twice h is age felt the need to utlerly crush him 
durmg a Magic tournament. Like 11 or not, this 
sort of thing is part and parcel of the gaming 
indumy. To deny chat is co deny plain fact, and 
ignores a root cause of irs bad image among non· 
gamers. 

So where does this sort of thing start, and 
what can we do to stop it 1 Herc 1s where people 
stan getting into trouble. For many, the answer 1s 
simply "Well , games attract people like that," or 
"Gamers never have a gnp on the real world." 
Such explanations are not only uncrue, they're 
dangerously stereotyping, and the vast ma1nmy 
of gamers suffer because of 1t. For me, the cause 
lies in the different ways people approach 
gaming, and what they each hope to gain from 
the experience. 

Gaming IS, by its very nan.re, competitive. 

Role-playing, while ostensibly "cooperative", 
grew out of wargaming, and thus has always had 
combat (and the "win/loss" stigma that combat 
implies) as a integral part of the experience. 
Computer games thrive upon player 
improvement and o n "pushing the envelope" 
further than before. And anyone who thinks 
CCGs aren't compc11t1ve has spent too much 
nme amongst the Am1Sh. 

In this aspect, gaming is much like 
professional sports. With the right attitude and a 
healthy sense of perspective, it makes gaming a 
Int of fun: it allows people to blow off steam and 
spend a few fun-filled hours with people whose 
company they enjoy. On the other hand, 1f left 
unchecked, It can develop into something nasty. 
People with low sclf··esteem and/or a need to 
prove themselves to others can use gaming to 
boosc themselves up at the expense of others. 
And gaming, unlike professional sports, doesn't 
require a lot of practice and devotion to become 
heavily involved in. 

The solurion to rh1s problem lies m the way 
md1v1duals approach gaming, and as such, 
depend upon 1ndl\'1duals to change their way of 
thinking. We need to remember somcumes why 
people play games in the first place, and what 
presumably attracted all of us to gaming in the 
first place - it looked like fun . Role-playing, card 
gaming and computer games always had the 
enjoyment of those who played them at heart. 
And we can all keep thac in mind, we can do a 
lot to eliminate the negat ive stereotypes plaguing 
the hobby we love so much. 
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CRIGtW.LY APPEARING IN POL YHEDll(I/ M>9.ZJNE., "WEASEL GANES AAS NOW 
FCX.N> ITS WAY TO THE PA/%.S CJ!! SHAf)IS. THIS IS THE LAST OF THREE 
INSTALLMENTS TO DEAL WITH WEASELS IN IZOL£..PLA YING. LESTER SMITH IS, 
AHDJG OTHER THINGS, THE DESIGNER OF TSR'S MCN.JMENTAL HIT, OtlAGlM DICE. 

TflOUBLING Fil/ENOS 
Sure, Ho llywood gives Oscars fM best 

supporrmg accor. But everyboJy knows thJl the 
starnng role is where it's really at. AnJ when was 
the last time you found a secondary character m a 
novel more memorable chan the protagonist or 
chief villain ? We naturally 1dent1fy wtth pnmary 
characters, so practiced authors make them the 
most v1v1d. In part, chis f1xauon on stars 1s 1ust rhe 
way we are hard-wired: we each pla~· the leaJ 
role m our own life's s.iga, so 1t'~ only 
natural for our player characters to 
each wanr rhe spodight when we 
role-play. 

But m role-playing 
sessions, PCs are almost 
always called upon to 
function as a team - at 
least 1f they want to 
survive. Fornmately, 
we can have the best 
of both worlds, if we 
are careful. We can 
play cooperatively, 
while still allowing a 
bit of the self­
glonfying weasel 
m our 
c haracter s. 
The m ck ts 
knowing how 
much is 
enough, and 
how much LS too 
much. 

Here's a tip: 
1f you're 
p laying a 
weasel and 
you're the 

only one h.ivmg fun, ic's too much. All too ofcen, 
mexpenenceJ or selfish players get their jollies 
from wreaking havoc with a campaign, and all 
they ,1ccompltsh I> to make rhemselves a panah. 

h's a 'J>et1Jl temptauon for thief characcers. 
who fre4uencly feel the need co put one over nn 
rhnse cocky fo~hrers and self-important mages hy 
hftmg some ttem from them. As discussed in l.c.t 
month's column, that son of acuon 1s potenually 
Jcstruc11ve, because players of the v1cums are 

likely to feel personally v1olared. Bue 1f the 
resulung conflict is role-played 

~nously, it can add depth to a 
campaign, facing che PCs with 

a ch oice becwecn breaking 
up o r apologmng and 

forgiving, thereby forgmg 
deeper bonds nf 
friendship. 

Of course, while tt 1s 
natural for thieves to 
bring conflict to a pany, 
there is no th mg 
preventing other 

ch aracters from 
generating their 
own dramatic 

tension. 

am 
reminded. for 
example, of a 
merchant 's 

son that one of 
my best friends 
played in an 
old The 
Fantasy Tnp 
ca mpai gn 
My buddy 
Jim put a lot 



of oadcgmund thought into the characcer from 
che beginning. He had decided thac Markus was 
che snn of a merchanc fro m aero s che ~a. and jusc 
before che campaign's scan, he had been scm on 
his first trade voyage in command of one of 
his father's ships, but the crew had 
mutinied and scolen cargo, hip, and 
all, leaving the young man adrift in 
a dinghy. Now his 
major goals 
in life 
were to 
e a r n 
en oug h 
money co 
make up 
for che 
cargo he had lose 
and, if possible, co find 
and punish his wayward 
crew. 

Thac hlS[ory lent the ch aracter a loc 
personality. But 1t didn'c stop there. O nce 
the campaign scarred, J Im decided that 
his character had a disclnct dislike 
for mine. I was playing Jascon 
Mikelson , a scolid, 11n1maginiltl\'e 
warrior who e sense of duty had 
earned him a captaincy in the cny 
guard, buc who wasn 't bright 
enough en go any higher. Jim didn't 
tell me chat Markus despised 
Jascon; only the G M was in on 
the secret. 

War boomerangs are 
powerful arms in TFT, 
espec ially when used by someone possessing the 
Missile Weapons talent, as Jim's mercham did. 
But Jim 1s legendary for his pnnr luck when mllmg 
dice.• Frequently then, when Jaston was involved 
in combat with an enemy - cyp1cally 
oumumbered, because he had a tendency to rush 
in without th inking - .1 boomernng would come 
flying past him unexpec tedly and strike his foe. 
Time afcer time after combat Jaston would pat his 

• Once, In anomer C8lllpa1gn, when (IUr l:fOUp 
had infllrrarcd a villain's foruess hy hmng on as 
guards, Jun's PC and another had worked out a 
wonderful plan to ~t through a guarded door. Jun had 
been ass1gnal to guard me door w1m an NPC, and he 
stood polishlllj! his 111.'0rd IO that It 11.•oulJ he right at 
hand when his companion dwwed up h > help take out 
the NPC guard. The other PC came wandering hy, 
pretending to he drunk, and when the NPC stepped 
forward 10 challc:ngc him, Jun's character mud at dle 
poor guard from behind. But U\ a unce-m-'-l-hfetime 
sen es ol wom-pm11ble die rolls, he noc only mu.ed 
the guy, he hit hit ltllow PC uutead ... fOC' ~x1nwm 
damajle ... and bcolle his sword off U\ h1S buddy's n bs ... 
thereby lulling his compatnot and disamung himself 
all at once! 

merchant friend on the back and praise h im 
soundly for h is help. ' 

It wasn 't until the campaign's end, when our 
party members were all being 

rewarded by 
so me 

great 

k ing 
for all the 

good they had 
done that I learned 

that Markus had been trying all along 
m h it my characte r and had simply 

failed his roll each time, accidentally 
str iking Jaston's foes Instead. As my 

guardsman solemnly accepted h is reward 
from che kmg, I noticed Jim becoming 
increasingly agitated, and when Markus's 
tum co be lauded came, he laid h is head on 

the table and sobbed in character, - r ve been 
crying ro kill you the whole time, but you just 

wouldn't die!" 

I was stunned ac the revelation, the moreso 
given chat I was very much into the mindset of my 
rather thick-wined PC. But also, keeping in 
characcer, I rested a hand on Jim's shoulder, saying 
as fervently solemnly as possible, -Now that you 
see the error of your ways, how can I do anything 
but forgive you!" 

For me, it was the the best way to rub it in . 

Sure, a lot of the reason the campaign is 
memorable to me is the comical n ature of 
Markus's failed attempts at treason. But In the 
process, he character became unforgettable. He 
stands out in my memory as an individual 
personality, and co be honest , he is probably the 
only reason I remember my.own character Jaston , 
an otherwise completely forgettable figure .. 

What made the conflict work, of course, was 
the depth of friendship between Jim and me. Even 
though h is character had been attempting to 
betray mine, I remained confident of Jim's amity 
toward me. And it was h is confidence of my 
affection toward him that made him feel free to 

take a chance with che characters. The end result 
was an intensely gratifying role-playing 
experience. I highly recommend such treachery 
between true friends. 
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\~~ \ NCNEMmR m 8UST' Fm .. NDMltE 
~~ \ •it eoes in November or IOmebody dies." So promises Steve Jackson Games about 

their much-delayed, highly anticipated Good vs. EvU RPG, In Nomine . "We now have 

\ 

the manuscript in shape and the team in place to finish the project off," gays managing 

~ 
.-& editor Scott Haring. Besides the nature of the role-playing universe (players portray 

ri1-~~ \ anaela and devils battling for the fate of mankind), very little is being said about In 
~S • .. :~.._,It\ \ Nomine's system. It will definitely nor be pan of the OURPS system , although OURPS 
~~, N-' conversion rules will be included. This makes it the fuse "new" RPG release from 

- \ s\Uff\~\ h.,,~::::::rooN~~~,12~mqo. 
\ _,. .-\ ~ S1~f .l Ganies ~fear. Ali You 14tond ~ ~=--

-

\- -- _.. \- -- ~ :;~'/:nO<!~~tuf,n:ndr::n~~ries ~~~~hath~~.,. 
-- _ _.. ~ .. ._ fol!ow:'on and tnSOon. Its~ again, an;reen de/a ed to Tire£ 

_ ,...,. ~---·4'1~\'f-A End, it s~quick/y :::-o"~r f~ Tire E~"::~ises :s;,fcaPego':/· 
~~ ~---nOC\ \~_:-....\t tns, things a series of sts re-re/eas' I be 1li11! refauncJi f 

~-•.:_·\I• .-Cll'~..-.\C. UC"- re rea// .uPPorti e ear/y nan o 
CJ:j:J nv--.iu\t ...., .. - ~a -~ Y lUst be ng sup l next 

---::: • ..A 'Jl\ ~~ 9\at_\(\Stottt\\ not" th\\e \t\ Cinnin 'P enientsY~at; 
«~t\t w-·~ ~:k.ll e<\ u-- ~oi \he ~u 'g. . r . 

~\ f~~ ~. ~'f~:~o{ ~~\t\~:{l~t 9\a'fei; a {u\\ NEW 
o( °'~-~t\ot\ \._,v-' ~ • \l\ a~i;! t'°\t\c'~10 c.atc:\S c~t\ot\ EDn10N OF 
c.o"'u\ . ~'lei' ~ ~ ~ ~ 1'\e. " 's f\O is 1' a.tlLL #t.flil/llS 
,ps\ot\• 9 he ttu ~ " ~ ~ t\\e v,a fl:' 6'etc { t \'l· ._ \t\I MA VF,.,,,;rs RETIJRN TO 
etot.\C. to t! to"~ ~\t\'1> 'tc ~\ iatc'y,oo6tcl' ~ c.O"~~'o\e f\O"' RPGS 
9t\ 9tte~~~ \)ut ~ {ot \9 ·95~9\\\\e.c.O \~S "'""''\a · Afrer several years spent 
teaC~ ~=~er ~tut\""""'.~ t\i. t.ne v,at"e' focusing on board and collectible 
&et 1o\eP S~ wet u9. ~~ ~f:!ff.'\ 5 t\eat 'le>U· . card games, Mayfair has announced 
\>tO • e \\96 -t~ _rt\e stO~ ics return to the role-playing industry 
91e'o5\°() · -"~er .... 1,e<\ •-0' ax- ~~ca- wirh a new version of the classic ChiU RPG. 
f N . e.. fat\\\ (ot '1.\~· The company cites "increased interest in Chill 
9t {\t\. _A no• \it f\CI'- generated by the Mayfair Website," coupled by 

I'""" fan mail and fan websites, as the principal 
reason behind the move. Like many RPGs 
these days, the new Chill will revolve around a 

------------------.....t continuing story arc, involving the 
ATLAS GOES OVER THE EDGE A resurrection of SAVE and its continuing efforts 

SECCl4> TIME to battle the unknown. A secretive, "final 
Atlas Games has announced the release of a 

second edition of the Owr the Edge RPG, penned by 
Adas perennials Jonathon Tweet and Robin D. 
Laws. The cult-classic game of bizarre conspiracies 
and decadent obsessions has undergone a revision , 
changing the combat rules and revamping the layout. 
Scheduled for release this September, the 240 page 
rulebook will retail for $25.00. 

climax" of the story arc is promised several 
years down the road, with hints and clues to be 
planted a mong the RPG supplements, 
websites, and newslecters. Chill fans stay tuned. 

wotC'~· '"' ~~, re/e~ s lvt!""'n first exPa 
forr left &o11Jetitn llt!r Ceo . nsion set ft 

Co17>o ~"er fro e thi! fa[j is scJiedul or 
teen rations l.s tn a "'a i.· A for...:. ed for 

....------------------- d· nofogy tediseo r ue~ec·svtten d 
~ SHUI: --.r HITS ..IJST uera ON l.Sturb;i- Creat "er....i n two aca ~ ',..... ~ of Po~ ..,,ce in ~1. es an un ~. 1lnd it: rivat 

OOMt«i avail. er. At, <11e cybe PrececJ. :s 
Daedalus Games has hardly been sittin g on its Co'Po able. in 1'f"s conra1;:1ontier~n[ed1 keester when it comes to their Feng Shui RPG line. su Tat1on CarcJ ~ 50 ua anee 

With cwo produces already on che market, plans 'llgc,ted reca~td Runner ters or':;:':" CarcJs, 
are afoot for cwo more before the end of the year. Price of $zCarcJs, at IXed 
Back for Seconds, a book on enemies and allies, and Thoms .95 api~ 
of the Lotus, the sourcebook on rhe hideous lotus-Eate1•, are both · 
due by the end of rhe year. Each book promises to deliver n ew spells, schticks 
and character types, as well as more history and background in formation on the world 
of Shadowfist. Let it never be said that these boys don't support thei r product lines. 



THE E/#ERDR'S NEW DOS 

Holistic Design Inc. has announced a change in the 

company producing ta Emperor of~ F
~ Suns 

computer game, from Gamctelc to Segasoft. "Segasoft is a 

very good match for us," Holistic Design President 

Andrew Greenberg said. "It has more than enough talent 

to help us malce this an exceptional game." 

A FIESI ORM SWEEPS CVIE9'l.N< 2DO 

R. Tal50rian's venerable C)berpunk RPG IS the latest 

system to introduce an earth·shattenng "event" mto its 

milieu. Fire.storm , a cwo-boolc compendium due for release 

this fall and wanter, details an apocalyptic scenario for the 

Darlc Future that promises to "change everything" in 

anucipauon of the release of the 3rd edition rulebook 

someume nexc year. Two companies baddmg on a third touch 

off The Fourth Corporate War, a Darwinian struggle between 

the Powers-That· Bc that could destroy the world. 

The first sourcebook, Sumnfroru, IS due for release an 

October and will retail for $18.00. It focuses on the early 

stages o( the war, and provides mformat1on on the people, 

places, and events involved an che conflict. It also provides 

rules for underwater technologies and warfare, as well as an 

outline of the covert "sniping" that talces place when 

Cyberpunk companies decide to have ar ir. The second 

sourcebook, Shocku1ave, as due an February, and will 

presumably detail the climactic events o( the conflict . Derails 

on ShockU(l\'t' are skerchy. bur R. Talsonan promises that 

some fundamental changes will ralce place before the release 

of rhe bag thin! cdttton someume late next year. Lake so many 

games these clays. Cyberpunk looks to shake aa product lme 

up considerably m the next few months. Broce yourselves. 
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Well, ic's the pose-Gen Con issue ofSHADIS, so 

I'm going co devote this month's 
- - - - - , offering to gamer Nirvana, and the 

most important trade show of the 
LESSON SIX: year. Don't lee the folks ac GAMA I I fool you. Gen Con is the place to 

YOU WILL NEVE/l FIND A be. This is the show chat every 

I I manufacturer attends, and they all 

Mrtnr:: u1nr::rrur::n Hl"''E a1~ w_ait for this show to un~eil their 
LJKc; rfKc; I \Jnc;;;.v V~ I big plans and new goodies. Sure, 

I cr1 IJ.i Aun 111/LAl'llY I chere are tons of consumers gerting 
.:JVUtrl f11V V ''- f1I bccween you and Those In The 

I BY r>nVAll WINTER I Know, buc for every major game 
D~ 1 IV4 company wich a busy booth, there 

(DOOMTROOP@AOLCOM.) are 10 lesser companies and a host L .J of upstarrs, and usually you can 
- - - - - find some real gems to take back 

home if you do a linle hunting. 

Except this year. And you have no one co blame 
but yourselves. 

This year, rhe gems were everywhere, lying 
around waiting to be picked up. Why? Because most 
companies - big and small - were showing "new" 
role-playing, board and miniature game products 
chat many gamers saw for the fi rst time. Why? 
Because retailers and distributors never showcased 
these "new" products in their scores and ordering 
books. Why? Because they were so busy this year 
worrying about card games. 

Most of those "new" products had been released 
months ago. 

Hey, it's understandable. You have co pay 
<mention to che big movers. But that is no excuse to 
complecely ignore profits. I realize I'm sraning to 

should like a Ferengi here, but chat's how every 
rcrailer should chink. Always look for the big bucks. 

O n the other hand, the game companies 
themselves had one of their best years ever. 

Yes, it's crue. The fact is that many game 
companies sold more produces on Th11rsday 
(historically the worst sales day) than last-year's 
S1mday (historically one of the best sales days). 
Think about that. Consumers were h11ngry for new 
products. I spent a lot of time talking with 

manufacturers (which I always like to do) and che 
number one sentence almost all of them heard this 
year was, "Hey! I didn't kno w this was ouc!" 
Typically, this was followed by a rolling of the eyes 
from the other side of the display table and che 
frustrated response, "Yep, it's been ouc for months." 

This was even more disappointing (from the 
point of view of a "retail analyse") because there 
really wasn't rhac much to get excited about ar Gen 
Con this year. Sure, there were some good things. A 
company called Pinnacle Entertainment had a cool 
new game called Deadlaruls. Adas Games had one of 
the besc stand-alone card games ro come down che 
pike in years with Lunch Money. But mostly ic was 
"more of the same". Thac didn'c scop manufacturers 
fro m moving a ton of product. Perhaps there is a 
lesson ro be learned. 

Maybe the real lesson of Gen Con ch is year was 
char when it comes to a game, the size of the ad 
campaign doesn't matter, nor does che clout of the 
parent company, or even che name under the cover 
art. What does count is the basic law of supply and 
demand. But this time, I'm going co give that law a 
twist. Usually, you wa1r for demand, and !hen you 
supply 1r. When it comes ro games, you can't have 
demand until you frrsc supply. Mose games don't have 
ad campaigns. Your customers won't buy what they 
simply don't know abouc. 

Game companies (well, most of them) really 
don't wane to sell direccly to consumers. When a 
player buys a game directly from them, it means that 
player's score is not stocking their products. le also 
means thac every player who sees an older produce for 
the first cime at Gen Con equates to dozens or 
hundreds more who won't see it at all That is bad 
news, especially when rhe pro<Jucr is noc that old. 
They don'r wane co sell directly. Laccly, they have no 
choice. 

This is especially crue with the real money­
makers - game supplements. Adventures and 
supplements to existing RPGs are enormous profit· 
makers. They are easy to sell; you usually already 
know who will buy them. But only if you supply 
them. 
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BOOTH~ AT HOLISTIC 
0£51(,N OOIETLY DISCUSS 

WHETHEIZ THEI~ LOGO CAN BE 
USED ~ AN IMPl20MPTU 
WHEEL OF FarrLtE GA.HE. 

THE GOOO PE~ AT PINNACLE GANES 
GZIMACE AND SOOllZ.M AS THEY AJl.f. F<l<CED TO 

ENDll?E THE INCl2EASINGLY ~IOICUUXJS 

DEMANDS OF Ol.R PHOTOGAAPHER (SAID 

PHOTOGAAPHER WAS SHOT DEAD BY A 
MYSTEIZICXJS G..NMAN SEVERAL SEaH>S 

AFTEIZ THIS PICTLJ2E WAS SNAPPED). 

THl...NOERING HERDS OF GA.HBlS 
STRETCH OFF INTO THE SlNSET. 
TOTAL~ t«> MA>I CAN 
SAY. QlJT lS.cXX> SEEMS TO IE 

THE ACC.EPTABLE GlESSJ 
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POWERS BY SHRlt-8<1NG GAHBl:S 
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LNFA.ZED BY THEIR NEW CONDITl()I, 

VICTIMS OF TSR'S PiWf.501/C 

Sl.PE01ATLRAL POWERS OCOPY GE OF 

THE CON'S IM1N MINIATl..RE CASTLES Af.V \ 
BEGIN PLOTTING A BLOOOY, HORRIBLE 

llEVEla. \ 

"NO, MO I CClU..DNT 
POSSIBLY ACCEPT._ 

WELL. C'Jt(A v: 

FANS ~y PARTAJ<f IN A 

BA.TTLETEOI TOl.RNA./t\ENT 
l.WER THE WATCHFUL EYE OF 

THE JA.DE FA.LCCJS 
"ENTEIITAINMENT DIRECTOR: 
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I H~ 0'G THAT CAUSED A BIT OF A STIR I 
I 

WHEN IT HIT BACK rN 1991. SINC.E THAT TIME. I 
WHITE WOLF HAS GROWN TO BECOME ()E OF 

I THE LARf,EST COMPANIES rN THE NXJSTIZY, I 
WITH CARP GA.NE.S, COMPUTER GA.HE.S 00 I EVEN A SHOO-LIVED TELEVISI~ SHOW ~ FOX I I TV. so HOW GODO IS THE GANE. LYING AT THE I 

I H£Alrr OF IT ALL? WE PUT THE a.EST~ TO I 
CXJZ llESIDENT ANGST BOY, ROS VAJJX 

L-----·----.J 
A storytelling game of personal horror ... the 

RPG that brought character and 
1magmat1on back into the indust ry... a 
pretenuous angs1klutch for self-important 
goths... Pick a comment, any comment. 
They've all been used 10 describe Vampire: 
the Ma.sq1rerade at one point or another. 
Whatever its faults or merits, you can't say it 
hasn't been a lightning rod for discussion. 
People have called 1t everything from the 
greatest RPG of all nme to a work of pure 
unadulterated evil. Its honesty has been 
pratSCJ in the same breath chat itS arrogance 
IS condemned. !rs constant emphastS on role· 
playing contrasts to the breaking pomt with 
power gamer; who can use it to create 
rramcendently ohscene !!odlmgs as ~. 

Needless to ~ay, it's a bit of a minefield. 
And I didn't even ment10n the sex parrs. 

Mu1:h of the controversy, however, isn't 
~ased '<l much on Vampire itself as on the 
way 11 ha' been received. Its phenomenal 
'ucce" and rhc way It turned the industry 
on 1t~ car when first released in 1991 - has 
clouded its mews as a simple RPG. The 
)cru11glmg roun!l company that produced 1t 
has become a publishing giant, and 
subsequent products they've rele~ have been 
unable to duplicate the same ground·breakmg 
power of the ongmal, de p1te obvious effons to 
the contrary. (It' very difficult co swallow claims 
of staying on the "cutting edge" from a company 
m ~ wtth Aamn pelltng). Therefore, as ume 
goes on, it becomes more and more difficult to 
remember iust how great the game itself is. 

\'ampire's primary genius hes tn its approach co 
horror, and the way 1c gees away from che "PC as 
Purina Monster Chow™" motif of ocher horror 
RPGs The characters here aren't fearless vampire 
lctllers, or other "normal" humans battling against 

REVIEWS 

the horror; llf till nti:hr. (n,t~ 1,(, rhe~ ,1re 
themselves vamp1rt•,, pmn·rt'ul ml·lflhe!'> of a 
secret undcad 'il.X 1et\ hllkk-n from p~ mg eye,. 
Forced w ,un·1vc on hum.in bl ....... t. they mu,1 
~crugglc w1ch 1hc hnmfymg rnt1h' of rhc1r 
condieton while ~1multanct>u,ly \\l'.t\"1111! 1hc1r way 
through the Stnl\ll:r Mach1.l\'cll1 in rlni- of their 
fellow "KmdreJ." 

Thi~ b£ic ~l·Up rrlllhKC\ .m ,111no~phcre 
unheard uf m mher RPG' Till: ch.ir.1ucrs arc far 
more ixmerful th.m .1lm•"' Ill\ hum.m 1•r j..'Toup of 
human~ rhey m;1y cnn1un1t•r, \l'I 1hc\ cannot 
hope co match the 11ldcr an,I much 11111rc pnw1:rful 
vampire' m\'an,1bh ticcur\mg thl ,.une arcJ 
Combat " thcref11r1: cl11nma1cd, 11r .It lc;1't 
deemph<blzcd com1Jernbl\. ln,te-1d, pl.1vc"' ml1'1 
oucthmk their 1>pJXmenl\ 11 the\ \\,llll Ill pct 
anything dlmc, relying on \ 1:rbal 'r.1mng, ,h,1rp 
observance, anJ 'hccr g111' 10 mt•t•1 their g11,1k 

Character Jevelopmcm .md player mterac111m 
take center ~cage •• ind ucct''' m mea,urcd not b~ 
how many bodic' pile up. but m h11w the res 
grow anJ ch,mge m rt•,pon~· to their 
environment. 

Then there\ rhc mm.h balhh11\l<.'d "inner 
demons" focror. A' vamp1rt·,, the 11.1\cr- m11't 
hum human' and drmL. rhc1r hlooJ tn orJ1:r ti' 
urv1\e. There•~ m mncr "lx.M \\h1lh 'uh'''" 

on chat nccJ and dm·e, thl· 1.h.1mllcr' w grc.uer 
and greater act' 11f dcprnnt\ ·'' ttmc g1>c' on. The 
character must unJc~ll .1 1.11n,tanr 'truegle w 1th 
this Beilllt, feed mi: 11 enough ro ,lake II' d~1re, but 



never letting It g.1in the urrer h.in.I Ulmmll lllO 
m.in} Jerr.wcJ act,, anJ 1 he Bc.t.,1 1.11..e' 1.l\ er 
forc\'cr; y1lu lx>come a r.J\'tnl! mon,m1'1l\ under 
con1r11l 1lf 1hc GM fr11m then 1 n. 

The inner Jemon' lacwr Joe' t.K1l1rn1e the 
'<lrl of pre1ent10u' gmhic mo.ming th.11 1he i.:.unc 
ha~ hcc11me infamous for, anJ can rcJu1.c the fun· 
facwr of ,1 i:1ven session to the pomt of nal. But 
more 1mror1.intly, it hifrs the horror cmph:N' of 
the game fnlm "what w11l th1s homhle mtm,ter Jo 
to m} haple" PC?" to "what m1gh1 I Jo Ill 1h1s 
hapfe,, PC'" The cxccmal threat " maJe 
internal, which agam scrc"c' ch.u ,1c1cr anJ 
mJl\•1Ju.1l .Killin O\er Mmple ,fugk't'· It .11'<1 ha' 
the clk1.t ,11 pre,·encmg 1hc more .,f.iughccr· 
oncnieJ pl.1\cr .. from gomi: wmpktcl\ ,,ff the 
Jeer enJ - \\ h1t.h I\ cnucal m .111.1mc \l here re, 
arc '<l powerful. "WaxeJ 1hc \\hole har, J1J you! 
Well, ,orry, you can't come duwn from that 

her.erk r:ige, .mJ the Pnm.e h.1' rut ·' contr..ICt llU[ 
on \UUr he.1,I H.mJ ll\er \•lllrt.h.ir.u..tcr 'heel anJ 
l..1,., your unJc.1J hm l!•><.J he ·· S1u..h 
aJ,.mtill.'C' c.NI\ 1wcn•hclm 1hc m11re thc.nru...11 
Jowm1Jc, to ltS presence AnJ onl\ the mo,t 
nahil1'l1c gmup of ph1\Cr- will lei "' gloom\ 
tr..lppmg' ll\'eNhelm 1hcir 1.ampa11:n 

V'1mp1rt?'s 'Y'tcm "' .mmher 1r1umph, a great 
menm of prnmocing player hal:mcc anJ lh~1muer 
cmph<1'1'· Sl..111 :mJ atmhutc' .ire JetcrmmcJ on a 
pomt ,11m1'uce 'Y'tem - ,t.mmg t.ham1.teri. are 
allout..J 1 -cc amount of pt1mt~ w ,1,s1gn to their 
vanou\ .1htlmc' Tran,cenJentall\ 11h(cene 

EDGE t(JMBER SEVEN 

godlmgs aside, 1t keeps the characters evenly 
balance while allowing for a great deal of vanety 
and depth. Skill ro lls are determined by the 
number of points you have in the appropnate 
attnbute and/or skill, rolled against a difflculry 
number. The number of time you roll that number 
o r higher, the more successful you'll be. Combat 1 
fast and furious, alchough rarely fatal considering 
whac the characters arc, and the experience 
syscem 1 ncd finnly to the game's overall theme of 
character and role-playing. 

To be sure, much of Vampire's atmosphere has 
its ongms elsewhere, and praising ic on that merit 
alone is dangerous. There 1s a large chunk of other 
wnters m there, panicularly Anne Rice, whose 
/nrert!iew \Vuli the Vampire seems almost tailor· 
made for the game. lntennew's success was the first 
widespread break from the model set by Dracula, 
and neatly encapsulates rhe "humaniry within the 

monster" theme that Vampire thrives on. 
The game owe a large debt to Rice, and to 
other authors like her; calling its world and 
the themes it cmboches a ground-breaking 
piece of gcniu 1s simply untrue, and 
performs a dLSSCrv1ce to the writers on whom 
it so obv10Ul>ly dra"" . 

Vamprrt's strength, however, l1es not in 
its u~ of other matenal, but in the way it has 
created a viable gaming framework where 
that matenal can come to life. Vampire 
players quickly learn that being a monster is 
much more complicated than first appears, 
and that a high price must be paid for the 
crcmcmlous powers and astounding abilities 
their character can exercise. Can one 
maintain a sense of eth ics while being forced 
to kill innocen ts? Can one transcend the 
gruesome ncccssn1es of vampirism and use its 
advantage~ for po it ive ends! It's quite 
d1ffkuh for a game to present such conflicts 
without becoming either overly complicated 
or coo dependent upon GM whims. Vampire 
does ic. And it does it in a way that is simple, 
effective, and very entertaining. If their Ideas 
aren't always ground-breaking. the way they 
present them co us certainly is. 

And m the end, that's more than enough for 
the product to earn its place m RPG hLStory. After 
all the pretension, after all the gothic moanang, 
afte r all the bunglcJ Aaron Spell ing TV shows, 
there' ~1111 a grea1 game lymg at the heart of 1t all. 
A game that really has changed the induscry, in 
many good and lamng ways. Whate\•er its fau lt , 
Vampire: the Masquerade has accomplished what 
few others have done, or even med to do. In one 
flash, 1t pushed che envelope of role-playing in a 
new and ennching direction. and for that, we 
should all be thankful. 
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B2: THE KEEP (II THE IDlDEllLAIDS (Rob Vaux) 

Gary Oypx wrote this now-classic module for the BMic Ounpona and DnaoN set over rtluen 
years ago. Which means that, like iu precunor Bl, it's a dunpon crawl Oypx, however, taka a very 

Rpeptionist attitude towards rhia parricular dunceon aawl that malca It very quirky.-and thus more 
memorable. orr'he world Is a ll>C>Okv place," rhe module's t.cfrcround reU. us, •n1 the lorcea of mankind 
must temaln ever vtatlanr tf rhey .ire to keep AU TlUnp Mem and OosY &om overwhelminc us.• Thua, 
a srout keep has been built on the edge of the unt.imed wlldemea to procKt the bca of dood from 
whatever waia beyond. The place hu become a mmballint pound for all thole lllOUt .dventuler·typa 
who thrive on roinl out Into the wildanal and ldcJdnc one rnonster hood. Stout .dventurer-rypes ... 
Ulce the PQ. And luckily for them, Jwt beyond the reaches of the bepe patrols lie the Cava of Oum, 
a breedm, ground for eomc of the nasticlst humanoid ttiba thil aide cl Tolkien. 

The keep iaelf Is dacribed In detai~ and Idell for role.p.Jinl opportUnitia within la walla are 
sprinkJed liberally duouahout. 'The nifty rhinl about the mocmle, thoUah. me the en. of °'80I that 
lies beyond It. There are eleven diffamt caves, each leadins to a dlfrermt complex of tunnels. Thae 
runnet. support one tribe from every damn humanoid In the book - ora, robllnl. koboldl, the whole 
lot - plus an undead ~ult, a minotaur, and a really aanky owlbear throw In for rood IMllUle. None of 
the triba overlap; each one stlcb to la own particular cave and doesn't mm,le with la fteilhbor. Which 
gives the PCa an "eeny·meeny-miney·moe• approach to their aaaula dw doesn't exilt anywhere elle. 
You can kiU ores In teSSion A and kobolds in 1e11lon B without worrytns about any llrill over. 

"What was Gary thinking?" you aslt. I don't know. Kap on rite Borderlands was deaipled with 
bqinnen In mind, and may Rem quaint to experlenced role-players. But that quaintnal pows on you 
as as you read rhrouah it, and the mix and march quality of the dungeon lava an ilnpmlion tb.n bald 
ro ipft. For a Buie D&D n01talgia trip, there'• \.ery little that can match it. 

llJSHIDO 
When editon examine manuscrtpcs. one of the IDOlt important fllCtcn to be cmsidered ii 

what Is called a •voke of authority." In other worda, the editor ub, "Doa the audaor know wlw he'1 
talkm, about?" Take a little walk rhrouah the Jlll'CI of Busllido and ycu'U be convinced tba the aurhon 
knew exactly what they were talltlng about. · 

The pme takes place In the world of feudal Japan, wirh players takm, the part of mnurai, ninja 
macic:ians, and other lqmdaty Agures. Depmdina upon the poops' whim, they can parddpare In the 
ptmdo-bistorial c.onflicts of medieval Nippon. or clo battle with the &ntaltic: aeacura and myarious 
apiriu of •mythic" Japan. The rulebooks provide plenty of backpound and support awertal for both 
sides of that equation, allowing OMa to mix and match the historic and the mythic to flt their particular 
tastes. 

Bu.sliido must be one of the most rhacoushlY waearched rOae·pl.Tml pmes that I've ever 
encountered. The authors have a monr undentandinc of Japanea culture-mil hiltory, and thocoulblt 
lnfme the text wlth their knowledge. Ya, the tv-m ii number heavy and cumbearcne. bur the dCail 
In explaininc Japanae culture, ideolotrv, phibophy and history ii l.lflllllftlleled In the lndumy (except 
for GURPS: Japan which is also a brilliant work). It did not, howem, achine the at of proc:lac:t 
support It needed to beoome successful. OM1 should be prepared to create lldventura or campaicnl 
themlelves (with help from the rulebook), rather th.n eearch out any pubu.hed maleriaL But tf you 
9'ef plan to run a pme involvtne'samurai, ninja or klbune, you've rot t.o ID throuah mo.e bmpin 
bins to And a ~PY of Bauhido. It literally wrote the book on Asian mle-PlaYinl. 
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Camarilla. Sabbat. lnconnu. Lupines. 
Changelings. Whatever rhe hell IS in East Asia. 
Five continents. Two hundred countries. Five 
billion people. And 160 pages to cover it all. You 
certainly can't blame A World of Darkn.esl for 
having no scope. 

An ambitious anempt to cover the length and 
bredrh of White Wolf's World of Darkness, this 
sourcebook of the same name as somerhmg of a 
double edged sword. It touches on every area of 
the globe, giving a brief overview of che 
supernatural denizens in each nook and cranny. 
With the notable exception of India, no part of 
the world is overlooked, and almost every 
significant country has at Least a little bit written 
on its undead population. But at the same time, "a 
little bit" is really all that's given, and derail is 
often sacrificed in favor o( an all-encompassing 
comprehesiveness. 

This, presumably, is a deliberate ace on the 
pan of the publishers. The first edition of A World 
of Darkness received a great deal of criuc1sm for 
being incomplete. It gave information on a few 
areas - notably England and Jordan - but failed 
to include so much of the world that the name 
became a joke. The second edition attempts to 
redress those grievances, and to that extent, the 
product succeeds. Ten different chapters cover 
every conceivable spot where the Kindred might 
be found, from Helsinki, Finland co Melbourne, 
Australia. A few areas (such as Great Bmam and 
Egypt) arc given special anennon, but no place is 
left entirely unmentioned. 

To be sure, rhis is primarily a Vampire product, 
and the Kindred arc given the lion's share of the 
space. Changt/ing or WeTewolf players looking for 
insight on their respective races are in for a grave 
disappointment. For fans of Vampirt, however, 
there are a plethora of tantal izing tidbits to incite 
the imagination. The fmal fate of Prince Mithras 
of London, the Camarilla's toehold m Sabbac­
hcld New York, and more shadowy hints of what 
exactly lies in wait on the Asian mainland - A 

World of Darkness is fu\\ of bits of informauon like 
rhlS. 

Anyone expccnng more than such "bi~," 
however, IS m for a big lee-down. The hccr scope 
of the information and the limited space m which 
to present it keep A World of Darkru!Ss from being 
anything more than an overview. Most countries 
have a paragraph or cwo dedicated to them, the 
largest cities get likew1Se, and the general political 
situation of each area is made clear. Other than 
that, players are on their own, and many might 
find such "superficial" coverage frusrraung . 

So with that in mmd, IS A \Vorld of Darkness 
worthwhile! Absolutely. By providing such a "ide 
overview, it perm1~ GMs to tailor therr individual 
campaigns to fit the "official" spec1ficat1om. 
Anywhere a Storyceller wants to place his group 
can be facilitated with A World of Darkru!Ss.This 1s 
not a product for lazy GMs, looking for an in cant 
Fill In the Blank B:Y Night to run their campaign for 
them. It is a useful guide for GMs who wane a Incle 
help in either creating their own city, or runmnll 
an adventure some place other rhan che By Niglu 
supplements produced thus far. 

Vampn-t players wallmg to cake suggesc1ons 
and run with them wall fmd no end of cory 
threads here co help them along. Understanding 
that, and knowing that the book concerns itself 
solely with overviews and not derails, will increase 
its usefulness considerably. A World of Darkness 
promises the globe, and to a great extent, it 
delivers, as long as you don'c mind the sho" 
version of it. So when do we fmd out what's m 
Calcutta, folks? 

A~CF 
OARl<IESSIS WHITE 

WXFS SECXN> ATTEHPT AT A 
CX)~ATLAS~ 
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~\ BUBBLE GUM CIZISIS 
flPG 

It's 2032. Mega-Tokyo scands on the ruins of the 
ariginal city, which was desrroyed years ago in the 
Second Great Kanw Earthquake. Rebuilding the city 
so quickly was only possible with the help of cyborg 
workers, known as Boomers, developed lry the 
powerful Genom Corporation. But corruption in the 
Genom boardroom is causing chaos in the streets as 
the world's largest corporation 14Ses any means at its 
disposal co advance its hidden agenda. 

Now, a group of vigilantes known as the Knight 
Sabers works w thwart Genom's plans. Using 
powered armor and advanced weapons technology, t.he 
Knight Sabers are on a mission co reclaim the streets ... 

Bubble Gum Crisis is a classic eight-part anime 
series, which should be available for rem at better 
video stores everywhere. It spawned two other 
series, The AD Police Files and Bubble Gum Crash. 
It's near-future • cyberpunk, with lots of 
motorcycles, orbital lasers, cyborgs, explosions, 
cops, and women with big guns. 

R. Talsorian Games will be releasing the 
Bubble Gum Crisis RPG in September. le will be a 
slick looking book, using o riginal Japanese 
artwork. RTG is working closely with che 
JapMiese to ensure that the game not only looks 
its best, buc is also full of official BGC 

---

information. Fans, 
whether they are gamers 
or not, will be lining up 
for this one. RTG is also 
planning on releasing 
Bubble Gum Crash and 
Armored Defense Police 
source books, too. 
Perhaps better sci II is the 
Bubble Gum Plus book, 
which will bring to light 
official BOC material 
from the vaults of the 
Japanese production 
crew. Release dates have 
not yet been scheduled 
for the sourcebooks, 
however. 

The BGC line is 
based on che Fuzion 
RPG engine, which is a 
hybrid of RTG's 
Interlock and Hero 
Game's Champions 
systems. Fuzion games 
can be run at several 
levels of complexity, 
depending on the needs 
of the scenario. On one 
extreme there are three 
stats; on the other there 

are ten. Characters are built with points instead of 
die ro lls, and there are both d6 and d I 0-based task 
resolution rules. The Fuzion system is designed to 
be compatible with 4th Edition Champions, 
Mekton, and Cyberpunk. You can test-drive the 
ultra-simple Fuzion variant with the Mega Tokyo 
Combat Scuffle minigame, which you should be 
able to pick up for one buck or less at beccer game 
scores. In other RTG news, the Ninja High School 
RPG is on the way! A tie-in comic is expected to 
launch simultaneously. No release date has yet 
been set. 

THE BABYLON PflO..ECT 
The Babylon Project is the name for the 

Babylon 5 licensed RPG. It's being developed by 
Chameleon Ecleccic, the publishers of Millenium's 
End, one of the best modem-day RPGs ever. the 
Babylon Project will, of course, be set in the science 
ficrion universe of the Babylon 5 TV show, and 
will provide informarion on the running the 
show's characters, conflicts, and settings in an 
RPG format. According to Chameleon Eclectic 
representatives, the rumors of The Babylon 
Project's engine being based on cards rather than 
dice are utterly unfounded; in face the game uses a 
system which has been described as "FUDGE­
like." The system uses more stats than most RPGs 
today, having sixteen in four categories. Besides 
the usual suspects (Strength, Agility, etc.) you' ll 
find gems like Finesse and Xenoralation. 

The Babylon Project, like all B5 produces, has 
co be approved by The Man, series creator J. 
Michael Scraczynski. It's JMS's vision you see 
when you watch the television show, so it's great 
having him oversee the production of the RPG. It 
looks like The Babylon Project will be both a 
terrific sourcebook for B5 fans, and a must-have 
for sci-fi gamers. Release is scheduled for October. 



EXILE 
Exile is White Wolf's upcoming sci·fi RPG. No 

release date has been announced yet, and the 
materials our agents procureJ were very 
preliminary. More than one person was heard 
speculating that White Wolf ru heel our the Exile 
preview rules in order to show something against 
Fadins: Suns, which is currently its most obvious 
competition. Whatever White Wolf's reasoning, 
their booth was packed all Wttkend with people 
who wanted a glimpse of the future. 

Most of Exile's setting is.still a closely-guarded 
secret , bm the playrest rules J1J have almosc 20 
pages of information on the politics, technology, 
and rnces that will be found in the game. There 
were also embryonic character creation and task 
resolution systems. Here's a 4uick summary -

The game world is split between the 
Hegemony, a collection of 700 civilized star 
systems, and the Grange, the lawless space beyond. 
Your character useJ to be a citizen of the 
Hegemony, b111 has recently been exiled. Your 
offense! Perhaps you are a c riminal, or a political 
dissident; perhaps the government of your world is 
just trying ro meet its 4uota. Kicked off your home 
world and forced out o( the Hegemony, you have to 
make the best of th ings in your new life as an Exile. 

While most Exile games look :is if they'll take 
place in che Grange, little information about it is 
currenrly avdilable. Instead, Whue Wotrs preview 
covers the Hegemony and the fact ions that 
comprise it. 

n,~ Hegemony IS a collec11on of Syndics, 
which are smaller governing bodies. Each Syndic 
has i1s own sphere of influence and "feel," rather 
like the C lans in Vampire. The follow ing Syndics 
are lmed in the Exile preview: 

• Androgyne, artistic near-hum;ms with strong 
mediation skills. 

• ark Sauron, pragmatic reptilian beings. 

• Starborn, a line of humanity optimized for life 
in space. 

• Armada, the stellar navy that defends the 
Hegemony. 

• Diploma11c Service, the Hegemony's 
espionage agency. 

• Bak'Sakusa. wamor sp1ritualtsu. 

• Common Weal. steeped in m1dicion and ruled 
by aristocrdcy. 

• Pax Republica, born of a bloody revolution by 
idealises and intellectt1als. 

• Consortium, the key figure m the galactic 
economy. 

• Cartel, where greed and fear are the building 
• blocks of interstellar organized crime. 

• Zae Zarandt, anti·t~hnology monies. 

• Voldians, a religious Syndic who believe 
that individuals shape thei r own reality. 

•Trancers, hedonists whose Syndic has been 
forced underground. 

The game system used in Exilt is not the 
fami liar Storyteller system. Instead, the atrributes 
- Vigor, Coordinat ion, Presence, Expression, 
Reason, and Intuition - are rated from 1 to 100. 
Skills arc raced on the same scale, and are grouped 
according to the controlling amibute. Task 
resolution is a simple roll-under system, but with a 
twist; the higher you roll - while remaining 
under your skill number - the better you 
perform. Fo r each 10 points you produce on a 
successful mil, you gain one "success." For 
example, if you have a Zero G skill of 55, and you 
produce a roll of 50, you have 5 successes that you 
can use co embellish your cask. Successes can be 
burned, singly or as a group. for things like calling 
a shot. 

Even though Exile doesn 't use the Storyteller 
System, it still h;u White Wolf written all over it. 
During character creation you are expected to 
think about your family, your history, the reason 
for your exile, your political affiliation, and your 
character's drives. There are freebie points to 
spend, and background options to buy. Storyteller 
System fans will flnd enough familiar about Exile 
to quickly grow accustomed to It. 

Overall, Exile LS one of the most-an ticipated 
upcoming releases, at least among the people 
clustered around the booth at GcnCon. It's still 
too early to tell just what the final product will 
look like, but it sure looks like the White Wolf 
crew arc on to something. 





FADING SUNS 
• Pl.SLISHED 'iN HOLISTIC DESIGN INC. 
• WRITTEN 'iN BILL BRIDGES AND 
~~ 

• $25.00 
• rlEVIEWED 'iN -G(N WICK 

One of the reasons I wanted 10 he a L11erarure 
Ma1or was the tales of Kmg Anhur and his 
knights. Ever smce I picked up A Boy's Kmg 
Anhur when I was JUSt knee-hit:h. I've been 
enamored wuh knights, 4uests, damsels in d1srress 
,mJ 1he 1rag1c rales of passion anJ du1y. Fadmg 
Suru may look like a science fic1mn game, bm 
Jeep m iu hean, it has the same passion for those 
romamic rales as I do, which deserves a 1ip of the 
hat from me to the authors, Bill Bridges and 
Andrew Greenberg. 

If the names sound fami liar, its because 
Bndites and G reenberg were responsible for a 
who le lot of 1he good sniff cha1 came out of Wh11e 
Wolf the las1 few years. T hey left the wblecdmg 
edj!e" lasr year to 1oin up with Hohmc De 'Ill' anJ 
from 1here. came up with a game of poliucal 
mrnguc, treachery and hard core <c1ence ftc1 ion. 
When I ftrs1 heard abou1 i1, I 1hnuith1 11 would 
have shadows of Dunc, but I was very m1srnken. 
Faamg Suns feels much more like Pendragon 1han 
Herbert's classic. It also feels a lot like a White 
Wo lf f!a me in its format, which is·• itonJ thing. It 's 
nrgan1zeJ. clear and concise about 11s termino logy, 
.md easy 10 understand. The beginning of 1he 
book 1s fi lled w11h background material, and a 
glossary o f both game and world terms for 
reference. C haracter generation 1s ,1 breeze and 
(ag.11n) smkes me as a m1xrure of hoth Pendragon 
and rhe S1ory1eller sySlem. C harac1ers are crea1ed 
from one of 1he three classical M>u,11 cl.lSSc of 
feudri l1sm: Lords (those who rule). Merchants 
(those who buy and sell) and the clergy (th•' e 
who pray). Aliens (those who differ) arc also 
included. O nce a player has chosen ,1 social class, 
they rhcn choose a house anJ s1.m divvying up 
,kill pn m1s. 

The 'Y'tem uses a little m ck l\•e never seen 
before S kills and Artributes arc on .1 JZO system, 
anJ when you roll . you rry to roll under your kill 
or Att ribute. Ho wever, the h11!hcr you roll 
w11ho11t go ing over, the more ucc~s Po ints you 
ge1 10 adJ spec ial effects to your success. A 
charac1er w11h a higher ski ll not only has a bener 
ch .mcc of success, but also has a better chrince of 
ge1t1ng rhe resulrs he wants than someone who IS 

nor •"experienced in a skill. Quire clever. 

When ii comes io handl ing ~pace travel , 
Bmlge .ind G reenberg have done 1he1r reading. 
Spm.:c rr.wcl "one of 1hc mo'il J1ff1cuh 1hm{!~ to 
h.mJle m .1 role-playing g<imc. espcu.1lly 11 yn11 are 

EDGE NJMIER SEVEN 

going to be wnung up a "harJ science fictmn" 
settmg hke FOLlmR \uns Afrer all, space travel (m 
realtry) 1s uncomfortable, take!> a long ume and IS 

quite dangerous The U'C of jump ga1es 1s a 
common way to hJnJlc 1he problem, but Bridges 
and G reenberg h,1vc addeJ a twis1. When 
mankind firsr reached out 10 rhe stars, the jump 
gates were 1herc wa111ng for him. C reated from an 
alien technology we cJn't hope to understand, the 
1ump gates 1mmcd1a1ely became a source of 
conflict for 1he faithful b;ick o n Earth. After all, 1f 
there's ltfe 0111 there. th.11 mearu that we aren't 
the center of the umver~ a> many terran religions 
diccate. So "hat do you Jo when your fa 1th geu 
challenged ' You Jo "hat the early Chrisuaru did: 
ass1m1late the challenge. 

The ecstatic emotions that run through a 
human body as rhcy pass through a iump ga1e has 
caused a maim religious movement on Earth, 
giving birth co a new religion . Of course, this 
religion has gone rhrough the ringer (Just as all 
early religions Jo), but 11s followers are Sti ll 
around, worshipping 1he memory of their martyr 
who brough1 1hcm "the 1n11h" 

Fading Suns ha' 'omcchmi:: for everyone. h 1s 
science f1c11nn, ..ct m ,1 lllll\'er<c nffeuJal warfare, 
g1vmg 11 a rmg of fam1l1amy to those who are only 
fum1ltar w11h 1he high fantasy genre. h also has 
enough "hard 1cch" en make 1he Niven fans out 
chere smile 4uiedy "' 1hcmq:lvcs. And 1t has a 
hint of en1gm,111c 111y,11c1sm for all of \IS who 1hink 
that there·~ more 10 rhc 11n1vcrse than what we 
can prove. 

I liked Fad111J( Suns .1 lot. If 1c feels a lmle bit 
like a White Wolf product, 1hat's because Bridges 
and Greenberg were part of the soul that made 
some of the bes1 WW produc1s so great. Fans of 
their effom "111 not be d1sappomted, and 1f you 
aren't familiar \\llh 1he1r work, you should check 

II nut. 



SIX-GUNS AND 50/lCERY 
•A SCI IRCEIDJC RJl c:ASn.£ FALJfEJ6T£li 

•WRITTEN f1f EDNNID 80UE. .JM PN/¥S, DEllEJC 
<UIT'NN. MN/¥. 5CHlWWW. .JAJIES CNl8AS. en; 
R.004. AN6ElA HYATT, 8AARIE msB4 MJ 04R1S 
WUJAMS 
•Pla..Se> f1f R. TAL.SOZWI 6AHES 
•$2D.OO 
•REVEWB> f1f .WE sr. a.AllE 

I expected Six-Guns and Sorcery ro be a 
sourcebook on the Wild Falkenstein ian West, and 
I was glad to find our that it's much more than 
that . Like all so urcebooks for t he Casrlc 
Falkensrem line, Six-Guns is written m a format 
un like any ocher used in the ro le-playing industry. 
Readers are taken directly into the world through 
che eyes of Tom O lam, a man who was once part 
of our own world who was "Spellnapped" mm a 
world of the 1800's where cabalistic magic and 
pulp sc ience fiction are in fu ll force. Each book 
chron icles his advenrures through che world, w1rh 
rules listed in sidebars and isolated text boxes. 

Six-Guns detai ls Tom's adventures in 
A merica, a Falkenstein America where the 
Freemasons secretly run the U.S .A. , where 
Voodoo is the religious choice of the O rleans Free 
Scace, and where Sam Houston 1s President of the 
Lo ne Scar Republic of Texas. There's cowboys and 
Indians (the Twen ty Nat ions Confederation) and 
Norton I 1s the revered Emperor of che Bear Flag 
Empire of California. 

Tom's journey begins on the East Coast where 
he meets up with the alternate incarnation of his 
homerown, New York. In the Big Apple, he 
discovers the iron grip the Freemasons have on 
America ( including rules for magick and fa!ries in 
a land very unfriendly to foreign supernatural 
activity), and gives a whole slew of background 
mformation o n the Robber Barons, t he 
Pinkertons, American High Society, Railroads 
and one very big Canadian lumberjack. 

Next, Tom speeds off co Wash ington, 0 . C. 
where he encounters the United Stares Secret 
Service (a lot like those two guys from Wrld, Wild 
West), including a huge listing of the Un ited 
Scates A rmed Forces, and then heads down south 
men VooC:mm controlled New O rleans. 

After further advenrures, Tom finally heads 
off West. Now, I'm not saying that all the stuff 
that happens before he heads o ut West 1s 
immaterial , because it isn't. Ir's fascinating. well 
o rgan ized material. However, only half of the 
hook actually cakes place in the west, and chat's 
what I bought it for. TI1e rest of ic was a pleasant 
~urprise, bm I was on pins and needles wait ing for 
information on all chose guys hanging ollt on the 
front ier. I wasn't d isappointed in the 4uality of the 
work, but I was a bic disappointed in che 411ant1ry. 
I wantetl a whole lot of Wild West stuff, and as I 
ment ioned above, only half of t he book is devoced 

to the Amcncan frontier 

But 1f I had a pmhlem with the 411anury, I 
certdmly didn't have a problem with chc quali ty. 
Like all Fa~nm:m books, Srx-Guru is heavily 
researc hed and we ll though t out. Logical 
progressio ns arc 11nportant whe n presenting 
"alternate history" c..impa1gns, and when the 
author doem't have a Rrnng gra~p on what 
actually happened, he can't present believable 
a lrernau ves. The aut hors of S1x-G1ms did their 
homework, and 1r shows. 

Tom 0 1.:tm's passages through the Twenty 
Nations are wrincn with a voice of authori ry. The 
understanding nf the meotning> in Native 
A merican rel1gmn and magic is pre)en t. Movmg 
further WeH pmv1des u> wich Tom's adventures 
w11h Wyatt Earp ;md h is creepy buddy Doc 
Holl1day. dlong with d fu ll section on ;1 new kmd 
of sorcerer, "the Spellslingcr" (which I can't wait 
to add ro my own Falkenstein campa ign). "Stiver 
Fever" 1s the current epiJcm1c 1hac's ~preading 
across che West, and Tom gives us a whole page 
dedicated co how prospectors c hangetl the face of 
rhe Amencan frontier. 

And then there') Emperor Norto n and his 
good fm:nd am C lemens. Cli:mens is wrinen 
with a Jry, sardonic sense of humor that's a not co 
re<1d (kudn. to whoever wa; m charge of this 
sewnn), .md the Emperor of California is both 
hilarious and touching. 

Overall, Six-Guns and Sorcery is a must to an y 
Castle Falkenstein G M, and definitely worth a 
look-see ro anyone running a wild west campaign . 
While I would have preferred there be more Wild 
Wesc, rhe mforma11on provided gives che reader a 
srrong understandmg of America at that time, 
which puts che west in a perspective that is often 
missmg from many "wild west" campaign semngs. 
A lot of peo ple fled the easte rn seaboard in search 
of a new srarr. Six-Gum gives somi: mmguing (if 
"alternate") reasons wh y. 

SHADIS TWENTY~ 





TOP TEN THINGS 

DIRK LEARNED 

AT 6EN·CON 
D - YOU REALLY CANT FIT D> 
PEOPLE INTO A RAMADA SINGLE. 

9 - AccazDICJ6 ANO RENAISSANCE 
BANOS SHCXJL.D BE MUTUALLY 
EXCLUSIVE. 

8 - WHACKING THE TOWEL 
DISPENSERS WITH Ycx.R REPLICA 
PLYWOCX>-A>D-FOAM SWalO IS A GOOO WAY TO GET Hl.RT. 

7 - CABS WILL NOT STOP IF YOU SHOUT •HALT, EVILDOERr 

6 - iHE GOOO MECH LOLU'a' WILL MOT IMPRESS THE FASA PECR.E. 

5 - THE •FULLY AJ4CTI~AL: PHASER YWVE BEEN TINKBllNG WITH SHCXJL.D BE LEFT AT HOME. 

4 -BRIAN SNOoov DOES MOT THINK HIS NAME IS Fl.MN. 

3 - al6TANTLY Clm1NG IKMTV PYTH~ WILL MOT llNWVE KE>aER'S SALES. 

2 - BRETT FAVRE wO<ES DO MOT GO OVER WELL WITH THE LOCALS. 
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Check this. It kicks off with a new generation of versatile programs that change identny 
on the fly. Icebreakers that can pull a quick switch and become entirely different weapons 

at your discretion. Walls that can slap up code gate routines. Wallbreakers that can drop 
a sentry flat. The first limited-edition expansion set for Net:runner blows into stores this fall. 

F'rft.een~d booster packs filled with the latest street-tech and indusbial countenneasures. New 
innovations will put an edge on your game. 

Are you getting this, Wilson? Proteus is out there. You better run. 

15-card booster packs (mixed Corp and Runner): S2.9S MSRP / Wizards of the Coast• Custormr Servic~: (206)624-0933 
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Uiunr~t,on by Ma,.. Tf"rl'lfl 
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