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8.1, 

e AMAZING ENGINE" RoleAavine Svstem . 
uct Any d e s  mdificanons spectfica this setring are included there 

 he AMAZING ENGINE* role.playing system is more than just a sin- 
gle r&playing game, be it fantasy world or science fiction universe. 
Instead, the AMAZING ENGINE system provides the basics for creat. 
iq  a wide variety of role-playing settings-anything from consulting 

@rives investigating f a q  realms to deadly aliens stalking h i e c h  
-ne- ii mu& .& c+n .+ imagined in knveen. 

System Guide and. 
Universe Books ,. 

andGamemasters (GMs) a n  chance settings while transferring ben 

universes. In this system the ad"& 
one universe can k used to help PCS- 
new sningdoes p ~ t  call +startingo 
players and GMs cw exp&mnt wi& 

The heart of the AMAZING ENGINE system IS the cpdina t ion  

. .  
ch&cter in each &ne, but these 
from the -e m e .  

about the kind df characters they want. 
e m p h d e  €&the four different pools (see next page) that define / 
&racer: Physique, Intellect. Spirit, ana In 
made while creating the player core, reflect 
that core. Each pool offers a pair of choices. % d:elayer want 
a c ~ m  that are generally strong and influential, 01 &&who are i 
lectuallysuperior and athletic? Physical chatactas can be Fit 

when'creating player cores. the playen 

I 0 1 

Note: If you are already familiar with the basicrul& for this game sys- 
tem, feel free to Nm directly to the Universe Book Donion of this mod- 

muscular or quick; spiritual characters can possess great psychic poten- 
tial or strong wills. 

Ofcourse, the same ability is not always the.best in eveqm%vem. A 
muscular bur psychically weak character who does quite well in the 
BUGHUNTERS" game may be a t  qnite a disadvantage i n  the 
MAGITECH" game, where wizards needing strong psyches to manipu- 
late magic are a common sight. Therefore, the Same player character W 
not used in every universe. Instead, the player core allow each charac- 
ter to be tailored to the needs of each univene-within the limits of 
the player's original choices. Players whoemphas@ Physiqae will sttll 
have characters who are either faster or stronger than most others. 
Those who chose Intellect will have smarter charactera, either in 
learned skills or intuitive understanding. The player core forms the 
archetype around which a single player's characters are all set. 

rhe Ability Pools 
'Ihe player core consists of four different ability pools: Physique, Intel- 
lect, Spirit, and Influence. Each p w l  has two attributes that define the 
player character. When creating the player core, only the abili0, pools 
are used. When creating a EC, or playing that PC in a single universe, 
only rhe attributes are used. Once rhe.fipt character is gmeraped, abil- 
ity pools never affect the actions of a PC and attributes never affect 
ability pools. The ability pwls' corresponding attributes are: 

Fimess and Reflexes. These attributes of Physique measure all things 
physical about the character. 

Lm<q and Intuition. These atmihuts of Intellect deflne the charac- 
ter% mental power for learning useful skills. 

Fryche and Wi&rxw. These attributes of Spirit are thepxcesaf the 
Pc's mystical potential and strength of will. 

C h m  and Positim. These amibures of Influence generace the values 
affecting the character's social interactions. 

The Attributes 
As noted, the eight attributes are more prec-= u..&downs of the 
'responding ability pools, and they define a specific character in a spe 
cific universe. Beginning characters' attributes have values from 3 to 
50, with 25 being the approximate ave~age score. (hiaracten gener- 
ated from the core later in a campaign m a y  have higher scores.) 

Fimerr. A measure of bdily.qength, Fimess dwts the +acten' 
muscles and rheir ability co use them effectively. Fitness affects the 
amount of damage characters can cause in hand-to-hand combat, and 
the amount of body damage fhey 'a take. 

Reflexes. This attribute measures characters' reaction speed and 
hand-eye coordination. It is used for scoring a hit+n combat, and 
(along with Willpower) determines the amount of stamina damage 
characters can take. 

Learning. This measures characten' knowledge in areas requiring 
long training or study. In some universes, it may represent a degree or 
period of schooling. Learning affects the number and kind of, and 
chance of success at, skills characten can have. 

' ' 



Intuition. This encanpasses the characters' ibiliw to remember ran- 
dom trivia, innate wit, street smarts, comprehension, and worldliness. 
Intuition is applied to skills picked up through observation and prac- 
tice, without long petiods of study. ULe Learning, Intuition affects the 
number and kind of, and chance of success at; skills characters can 
have. 

Psyche. The universe is filled with mate things than can be measuted 

or imagined by physical scient-r'at least an AMAZING ENGINE 
universe may he. Psyche represents the characters' potential to pemeive 
and manipulate the spiritual and metaphysical world. In a given uni- 
verse, this may determine the characters' magical ability, psychic pow- 
ers, or plain old luck. 

WiUpouwr. As a measure of mental fortitude, this ability indicates 
how well the characters can endure pain (along with Rdeites, in the 
f- of stamina point.), block mental attach, or resist psychic posses- 
sion. 

C h .  In role-plqing games (RPGS), & a c t a  must interact. This 
attribute rates the characters' persorialitier and the way others are dis- 
p e d  toward them. h is used winnilence reactiom of NPCs and 
can affect the success of some magical and psychic skills. . 

Position. ThS attribute provides a rough rank for characters on the 
ladder of social advancement, whatever form the rungs rake in a partic- 
ular universe. Depending on the setting, Position may translate into 
military rank, fame (or infamy), Uveath, title, class, or even occupation. 
Position is used to deal with officials, finance large purchases, and 
secure special resoumes, and also at special social functions. 

' 

one. Add the four results, and note the total in the space next t0 the 
attribute mme. (Do this in pencil, e the attributes m y  be modified 
in a later step.) The atvibutes chosen need not correspond to the rank- 
ingof attribure,prols done preViouslg: Yau can &e one, b & m  no 
atmibuts of any given pool in this step. ' .' 

Now. generate S C O ~ ~ S  for she four remaining attributes by rolling 
3d10 and adding the resuh. Nore the toglsln their approprMeplaces. 

Once the basic number8 have been generated, modi.+ the attrib- 
Utes based on the rankings you gave the ability pools (14) .  The rank- 
ings determine the number of paits,availab$ tb  divide 
two attributesaf that pool (15, 10, 5 ,  or 0). You can 
points however you wish, but no attribute ;an have mme than SO 
total points. 

Rank 1: 15 points 

Rwk.3: 5 points 
R & 4  0 points 

!The modified numbers are your Pc's imibute mm. 
With.the PC attributes detennined you ~ M H V  finishuem4r.g the 

player cwe by fwting your ability pools' dice ratings. Do rhisb+4ding 
the ma attribute mres of each pool and divieing the tom1 by 10.1h. 
tiom are rounded up to the next whole number-write these nmkm 
next to "Dice." Although this total has w effect an aPC dufmapl+, it 
is needed for cteafim other characters in other uniuerser. 

Rank 2: 10 points .,. 

: 4 ,  

. 

Generating the Player Core 
and Player Character 
The pmcers of mating the player cote is woven into the step of crest- 

ing the first player character. As you create chis character, you will 
have to make a number of choices far the core that will affect the char. 
acter. In later steps, numhen rolled for the Pc's attributes will affect 
the final results of the player core. Thus, the procedure for creating 
your fint PC (and p b e r  core) is sli&tly different from that used when 
creating Subsequent'pCs from the same m e .  
The first task in creting.a characteris to decide what kind of char- 

acter you like. You can do this even before knowing what kind of uni- 
verse your GM is going to use. Do you prefer stmng rharaaers, able and 
ready to fight; charmers who can tal, their way out of any situation; 
intellectuals goad at solving problems; or magically-charged wander- 
worken! Think about your ideal character. 

The x x t  step is to transhe p u r  ideal into game form by ranking 
the four ability pools of the core from best to wont. Using a sheet of 
paper (ot the Player Core Sheet on page 18), write the numeral 1 (best) 
next to the pool for which you want the best chance for high scores. 
Then rank the remahing pools (2,3, and 4), remembering that the one 
ranked lowest will usually have the lowest scores. Later die rolls do not 
guarantee anything. 
In the third step, begin cmtingyowr firsmtual PC by chaasingfour 

of the eight attributes and rolling four 10-sided dice (4d60) for each 

~ 

Creating Characters 
from the Player Core 
Once you have created a player core, you are ready to create new char- 
acters for other AMAZING ENGINE settings. These characters are 
made using the player core, and follow different steps from those you 
used for your first (or "prime") character. 

You build PCs from the core by a s s i g n i i  dice to the different atnib, 
utes. Each abilitg pool has a dice rating (this mas the last step you per. 
formed in creating your prime character). These dice are divided in 
whole numbers between each pool's attribute pair. In addition co these 
dice, all new PCs have 7 "free" dice the players can assign as they see 
fit. However, unless stated otherwise by the universe-specific rules, no 
attribute can have more than 5 dice assigned to it. Once all dice have 
been assigned, the appropriate numbers are rolled and totalled, just as 
hefore. 

After the dice are assigned, rolled, and totalled, k e  next step is the 
same as for your prime character from this core. Using the same rank- 
ings you assigned to your ability pwls, use the points each rat& gives 
(15, 10,5, and 0) to modi+ your Pc's amibutes. As before, no PC can 
have an amibute rating higher than 50. 

Once the attributes have been modified, rhe character crearion 
process stops. Do not recalculate the dice ratings for the player core. 
The dice ratings can only be altered by spending experience points 
earned bv the Po created from that core. 



Mulapk chmmters urn be neated jim the s a m  pkqa CW. However, 
you shwld have only one chamter from the same core per universe. 
Multiple characters per core in the same universe would give you an 
unfair advantage over players with only B single PC per core. You m 
N- multiple cmei, hawuer, each wirh its own.prime chmncm; .use the 
rules for '"Generating the Player Core and Player Character." 

A detaikd, complete example of cresting a player core and a prim 
character is given on pages W15. 

Beyond the Player Core: 
Fine Tuning 
:n any AMAZING ENGINE univ-, your PC is more than the sum of 
her attribute scores. There are many other choices to make; however, 
these depend on the universe in which your character is playing. While 
all the choices are defined for your c h c t e r  in the Universe Bmk sec- 
tion of this pmduct. the range of options is explained here in.general 

Life and Death 
A crucial part of any mle-playing game is the risk of injury and deafh to 
the PCs. Evev time a PC aies Jomething dangerous or gets-in a fight, 
she can suffer damage. This damage is measured in points, subtracted 
from a character's total. In the AMAUNG ENGINE system, there are 
two types of damage: srmninn and body. 

Stamina damage is caused by the hast of bruises, g m ;  cue, burns, 
jolts, and effort spent avoidiq serious harm. A character w h 0 . k  all 
her stamina points does not die-she falls unconscious. Unconscious 
ness comes from the c o m b e d  effects of blaad loss, uneussion. shbck, 
pain, and just plain exhaustion. If an attack causes 10 points ofstamina 
damage and your character has only 4 remaining, the ex-s points are 
ignered. Your character falls unconscious. Attacks on unconscious 
characters automatically cause.bady damage. 

Body & w e  represents wounds and injuries that seriously threaten 
the health of your PC. These include bullet holes, srab,womds, broken 
bones, serious bums, bites, and other unpleasanties. When your char- 
acter loses all her body points, she's dead. 

lust how many stamina and body points your FC has varies from uni- 
verse to universe. In some, such as that of the BUGHUNTERS game, 
combat is one of the main activities. Here. your PC will need lots of 
stamina and bedy points. In others, like Fm Faerie, &en, and Cow- 
try, combat is a last resort when all others have failed. Characters in 
such a universe have lower stamina and body point totala to discourage 
playas' desire to solve every problem with guns. 
In all universes. however. stamina and body points are eatfulated 

from the same attribute scores. Fitness is used to figure body;points. 
charscters with h i  Fitness scorn will ahvays have more points 
than those with paor Fitnes, mm, no mmer what the univem. Will- 
power and Reflexes combined are the base for stamina points, so.that 
those with high wares in thm attributes will have moxsramim points 
than those with low ones. 

Injuries and wounds do heal, allowing your PC to regain last stsmim 
and body points. Because the two types of damage reflect different 
causes, each heals at a different rate. Stamina is regained in two stages; 
Spdntinth~hefiml~minutes(ld6xlO),then 1dlOpoinDpereight 
hours cd light activity (2dlO per eight hours of bed rest or sound sleep). 
Body points heal at the rate of 1 per week. Rest, nursing, and hmpital- 
imtion cam increase the m e  of h e a l i ;  to what extent d-ds on the 
universe. After all, the hospitals of a pseudo-Victorian London are 
nothing like rhe siCLbay facilities of a 2 3 " y  starship! 

+vev universe of the AMAZING ENGINE system is differenv;& a 
suitable starting character for one may mtbe right for another. There- 
fore, a given universe may apply a bare adjmmnt to certain of your 
FC's ability pools. This adjustment increases every affected attribute by 
the same amount (for example, a base adjustment of +30 to the 
Physique pool means y w  add 30 to the base Fitness score and 30 to the 
base Reflexes score). The adjustment must be made nfw cakulatim 

Up to now, nothing has been said djmt what your PC is, and from the 
examples it's easy to assume everyone's human. However, this need not 
be the case. In some universes, you may have the opportunity to create 
characters that are members of some other species. Your character 
could be an intelligent being evolved from dinosaurs. belong to an 
alien mce from another star, be a combination of human and machine, 
or (comparatively simply) have fairy blood. The universes of the 
AMAZING ENGINE system have all of science fiction and fantasy to 
draw upon, so the pibi l i t ies  are nearly endless! 

Gender 
There is nothing in the player core that determines your pc's gmder. 
In mast universes, you can choose it freely. However, in some cases 
there may k special restictinu or different choices, particularly when 
playing an alien (nonhuman) PC. The universe Book dkscribes any 
such rules additions. 

Handedness 
:or convenience, your character usep rhe =me hand as you do in real 
ife. Of course, if you're playing a four-armed g'ran, special rules may 

,apply. . I  ,, :; , ~. , 

Appearance 
> :  ., 

,, ,'I ~1 

Again, unless yuur F L  1s alien, you can describe your chara-w u 
looks however they please yon. He could be tall and willowy, or she 
could be shat and blunt. It is resommended that you create a character 



dwipt im that matfbes the auribute scores. For example, if your char- 
acter has a miserable Fimess score, it doesn't pay to imagine hi- 9- 

smng and muscular. 

Professions and Skills 
At some pomt in her lmagmarl Me, your FC probably went to schml, 
leaded a trade, or at least POC an education on the street. In the 
AMAZING ENGINE system, what your FC !mows is defined by her 
profession. No mattes the universe, every character has a profession. 
varied though they are. In a Victorian fanmy setting your FC mi& be 
a c o d t i n g  detccrive, c d  06 the Foreign office. Gxfoid don, navy 
ensimor medium. A Cnoptetely different set of prokasions exist in a 
world of high ~ p ~ c e  opera; space frrightcr captain, alien spy, smsggler, 
and psychic are only a few pmibillties. 

L&ewise, the exact knefia of a &on can vary from universe m 
universe. The Victorian consulting detective might know material 
analysis, chemistry, fisticuffs. craniometry (measurement of people's- 
skulls), heraldry. and fencing; his countepart in a world of modan 
magic could well pxss flying carpet drivhg. spell analysis, handgone, 

~~ ~ ~~ 

!&ate, and empathy. 
Whm you mate a FC for a campaign, your character must be given 

a profesion from those offered in rher particular universe. The Uni- 
verse Book lis= these. chmsii a protession does not detmine what 
y w r  FC is currenrly; it ..IF tells what she was, anditherefore what she 
knows at the start of the campaign. From this basis, you can make of 
your Fc what you want 

.~ . .  ..i skill Groups 
Note: Reference thls Universe Book's skill Istmg as you read this 
Section. 

., , 

E v e ~  mdesim i nddes  a lisdnp. of skill gmup falling within that prc- 
lesson's purview The- skill p u p s  (am the basir of what a character 
can learn. p.tven her ~rofesswn. The s k A  catcgorited under each 
grouplng & all m l a r i  to that area uf study or &, although the skill- 
rhernulvea may be quite diffmnt. Forcxarnple, a scholarly charactn . .  
may have "Humanitid as a skill group. C h e & i  the information in 
that Universe Book, you find the listing for Humanities. Under it are 
several different wholady areas and skills d m  all have to do with the 
humanities(likeL~isticsandThdogy), thmghtheyarenotalways 
.dated fo each other. 
*.j Certainly not every profession has the same skill groups. The 
a o ~ r ' s  studies in msnanrries would be ill-suited to the needs of a sol- 
dier in the 23d century. Her slillgroups would include things like 
sidearms and Comm-gear. The sldlkof the Sidearms m p  are vastly 
d d k t n c  from those d the Humanities group. 

In addition to orgmizii  skills, the skill p u p  also shod the skills' 
order and relevant atuihm. borh important m U s i  skills in play. 

Skill Order: In each list, skills are arranged in ever-smaller steps 
specialization. Before a skill can be learned, your Fc must know 

preceding step. For example, Imk at the following list. 

Sid- (R)  

Coherent Beam (R) 
Laser rifle (R) 
Panicle beam (R) 

Modem (R) 
Antique (R) 

. .  

Projectile (R)  

Blunderbuss' (R)  
Rifled musket*(R, 

Assisted (R) 
Energired (R) 
Flechette (R) 

General Medicine 'CL) 
Xeno-biolopy (L) 

-> 

AWN- medicine (L) 

Each level of specialiration is indicated by indenration, just as in 
outline. Once your FC has l e d  a skill (Sidearms or General Me 
cine, in the above listings), she has a basic familiarity with everyth 
grouped below it, allowing her to attempt any of those specialti 
However. your PC's chance of success decreases when attempti 
things of greater spechliration than her mining level. The degre 

Antique weapons, which she cannot have until she has taken the 
jectile specialization. (She need not know Coherent beam wea 
before she can know Projectile; these two are at the same level 

weapons trying to use a rifled musket dwr so at a -20 penalty: -10 

Enhancements: Some specialized 
new areas of learning or techniqu 

m a ,  and arenoted by an asterisk (*) on the skill group. 

the same, and the same goes for any other antique weapn 
skill categoq). The difference are that a character skilled ' 
buss is more familiar with the particular quirb of that w 

Weapons, or General Medicine to its specialty Xenc-biology. 



ew learning, new techniqu 
n addition to the basic u 

Sidearms or Medicine. 
Knowing an enhancement gives a PC a bonus (typically +IO) when 

using that particular skill-but only that skill. A PC who knows the 
Blunderbum enhancement and uses that weapon gains a +l,Qbonus to 
her skill roll. She does not gab that bonus when using a rded musket, 
however, even though both weapons require the Antique Weapons 

The bonus for an enhancement does not accumulate across levels 
the way that padt ies  for lack of a spcidty do. For i y t m e ,  a charac- 
ter with the Blunderbuss enhancement gains only one bonus when 
rolling against the Sidearms skill, despite the fact.that there are two 
levels between the skills. 

Starting Skills: After you have chosen a prof&ion foi your character 
and noted down the skill p u p s ,  you can select ;kills for your PC. The 

Easy and Difficult Tasks: Skills are appli 
culty. For your PC with mechanical skill, fi 

should not be the same. 

,. , every skill provides a level of basic undentandin 

may not hit the target--a skill check is required to find out. If the 
check succeeds, your PC performs the action sucCessfully. If the check 
fails, the action fails, with appropriate consequences. 
Your PC can also attempt actions of even greater risk and sliill, so 

much that a normal skill check ia still ta, easy. She may want to shoot 
an item from a person's hand, OD calculate an obscure scientific formula. 
Based onthe situation, the GM can reduce the chance of succe~s to 
reflect the difficulty of the action. Guidelines for the modifiers are 
given as appropriate in the Universe Books. 

Fim, you must c h o m  those skills dictated byyour PC's profession: 
the things that allow her to operate effectively in whatever career she 
has chosen. You can choose any skills from the skill groups named by 
that profession. Your FC can have 1 skill for every 10 pointsof Learn- 
ing (or fraction thereof. rounded up). Specialized and sub+cialked 
skills can only be chosen if the.preealig skills are also learned. 

After you haec chosen those praFseion-based skills, you can pick 
other skills from any &ill group regardless of the E ' s  profession. Th 
skills represent your Pc's general knowledge, intemtr, curiosit 
hobbies. Select one skill (from any skill group) for every 15 pa 
Intuition your FC has (ignore fractions in this case). Addidom 
gained may be within the PC's profession or completely outside i 
before, your PC cannot le- specializations 00 mb-specialirati 
unless all previous skills are h o r n  

. . 

ce any specialized knowledge is assumed to be beyond your 
sic understanding. Tasks that wod& require a normal skill 
come extremely difficult for those without the proper backgr 

hile chins dificulr for a specialist become nearly impossible. 

Whether your PC &n even hope to succeed dependson th 

ctioning high-energy gas laser. The only thing she's likely to do, 
check to see if the e f f o r t s u d .  This entails rolling 
app1-g any bonuses 01 penalties as required, and corn 
to one of your FC's amibute SC-. The relevant attrib 

thout the proper training, is increase the damage. 
Actions based on nonLeaming,skilL can be attempted by ev 
king rhe proper training. In this case,,the PC has a defaul 



MalginRatings 
In most cases, the actual outcome of a skill check doesn't change, 
regPldless of hew well OT poorly the FC did, so you can simply translate 
the shill check inw smry derails. Roll well below the success number, 
and your FC did the carlr ememely well. Roll high-lose to failing- 
and it was a smuggle, but she succeeded. Roll drastically greater than 
the success numkr, and your FC hatched things royally. 

For example. your F'C, Any% and her companion, George, are ty 
ing co jump across a pit, with a villain in hot pursuit. You roll a 17 
(needing a 54 or less), while George's player barely rolls below tee 
ne-saq number (69 out of 71). Right behind your PCs, the villain 
attempts the leap. His roll is a 93, well o v q t h e  51 needed. In this 
case, the GM might say, "Anya, you clear the pit easily, then bind 
down and help George, who nearly failed and is clinging to the edge 
by hia fingertips. The thug chising you s l ip  just as he stam the leap. 
There's a harid meam as he falls out of.sight.".Both player characters 
succeeded and there was nothing gained by doing better, while the 
thug failed and would have fallen in any case. If Anya had not been 
there, George would have simply hoisted himself over the edgero 
&Q. 

At other timer, you need to know not only if your PC succeededor 
failed, but to what degrre. These are !mown BS critical SucceSSes or-ctit- 
icalfail-. S& rhat q u i r e  them are dew in.the Universe Books. 
In For F d ,  &en, &Carnay, Louis the forger is altering a will. A 
succe&l skill check results i n a  will that fwL most people, but Louis 
needs a critical JUC- to dupethe C O U R ~  handwriting expert. In the 
BUGHUNTERS game, Harmon, the demolitions man, is faced with a 
complicated time bomb. Succersobviously defuses the device, bur th&e 
is the rislr he pulls the wrong wire. This wouldhe a critical failure. cauw 
ing the bomb w detonate immediately. 

Critical N C C ~ J I ~ S  and failures are defined.by wrgin r h e .  Success 
margin ratings are noted as S#+ SZ, S5, et=. Failure margin ratings are 
noted BS M Fa, F7, etc. 

In such instances, the success or failure margin is found by reading 
the 1s digit of the skill check roll. For a critical success, the skill &e& 
must be successful mul the Is dgit must be equal to or less than the suc- 
cess margin. For a critical failure, the check must be failed and thefs 
digit must be equal to or greater than the tailure margin. 

For example, Louis has B 45 on his artempt to forge a signature. The 
skill notes a JUCC~S mqin  of 1. (SI) for a p&t forgery. Louis's player 
rolls the skill check, and the result is 40. Lmuis succeeds! Not only that, 
but it's a critical succep, since 0 is less than 1 (the success margin rat- 
ing). If Lmuis's p k e r  had rolled a 29, the b e e s  would have been suc- 
cessful but imperfect. On's roll greaterthmkjfj, the.forgeq would have 
failed completely. 

Note that, statistically, margin ratings give characters with higher 
attribute scores a greater chance of amazing successe~ and'a lower 
chance of horrible failures af any particular task than charactets with 
lower attribute scores. In effect, success and failure margins serve as 
fractions of a character's skill, so as that skill increases, the margins 
become automatically more beneficial. Applying them to the 1s digit 

of a skill check simply makes it very quick and easy co identify them 
during play. 

Movement 
Character movement is divided into three speeds: walking, running, 
and sprinting. Each is defined by a speed in meters/Nrn and B duration 
of minutes or turn. 

Measwements 
To ease the transition from one universe to another, this game systen 
uses a consistent set of measures for figuring game time, movement, an' 
weight. 

metrically. Although unfamiliar to some, m e  metric system imest 
suited to meet the needs of universes mging  kom hxh fantasy to hard 
$4. Distances are given in meten and kilometers, weights in grams and 
kilograms, etc. 

Game time-the imaginary time spent by PCs to do anything, as 
opposed w the real rime you spend describing your PC's actions, roll 
dice, thinking, etc. while playing-is organized into tutns, minu 
hours, and days. A turn is roughly equal to 10 seconds of ac ' 
used for combat and other time-imponsnt actions. Minutes, 
the rest are self-explanatory. A given universe may ha 
months, and years equivalent to those of our Eatth or may use a quite 
different system (especially in s.f settings). 

In this game system, all distant 

,. . 
. .  Speed 

W&inc is the slowest and most common movem-+person wdkint 
can cover up to 15 meters per tun.  (In general, people unconsciousl: 
adjust their strides w those of their companions t O  walk at a uniforn 
rate.) Characters can walk for an indefinite amount of time, althougk 
the hourly movement rate of 5,000 metem should be used if F'Cs m v e  
for longer than 30 minutes at a time. 

Running is a brisk jag or long, loping stride, good for covering consid 
erable distances at a quick pace. It is not'as flat-out fast as your F'C cm 
run, since your,PC is trying t~ conserve Some strength for the long 
haul. Most PCs Tun a disrance equal to their Fitness in meren per turn 
A character with a Fitness of 32 could run 32 meters in a single turn 
Notably unfir characters (those with Fitness scores of 14 or less) NI 
and walk at the same speed: 15 meters per urn. A character can m fo 
a rime in minutes equal to his or her Fimess rating. 

Sprinting is a burst of speed, in which your PC tries to cover a short 
distance as quickly as she or he can. Each mrn your PC can sprint a dis- 
tance in meters equal to twice his or her Fitness score (a  PC with a Fit- 
ness m r e  of 32 can sprint 64 meters in 10 seconds). Sprinting can be 
maintained for N r n S  equaling one-renth the PC's Fitness score (Fit + 
IO), rounded down. Amazingly unfit characters (those with Fitness 
scores of 7 or less) cannot sprinc or run, although'they still wall 
mal speed. 



Carrying Capacity 

l d d  down with e;- goods chat would slow her pace. 
Your PC can carrq goods equal to her Fitness score in kilograms 

without penalty. A FC with a Fitness of 21 can c w  21 kilm (abaut 
46 lba.) of gear and supplies without significant difficulty. When car- 
rying up to twice this weight, the pc‘s running and sprinting speeds 
are halved. At three times the base weight, the PC cannot sprint 01 

run and may only walk meters equal to her Fitness score before hav- 
ing to rest 

the PC fails a Willpower check. Like an O i p p i c  weightlifter, the FC 
puts her legs and back into a heroic &rt to lift the great weight Every 
muscle in her body mains until her Willpower finally gives out When 
the PC fails this check, she suffers 1 point of stamina damage. Players 
can use experience points to fax their FCi Willpower to improve their 
chances of p i n g  this A&, fm. 

Pushing the L i b  
It LS possible for F G  to and 6pnnt faster or farther than their nor- 
mal allowances by taxing their Fitness scores and making attribute 
checks 

Any FC can spnnt faster rhan IS normally allowed ~n a given tm by 
taxing his abdiry. The player must swnd experience mints to increase 

This increase is only effective for a single mm. The player must con. 
tinue to spend experience points to maintain the PCs pace on subse- 
quent NM. 

Any FC can also try to exceed his duration. At the start of each 
rum (when sprinting) or minute (when running) during which the 
PC wants to run longer than his normal duration, the player make 
a Willpower check with percentile dice. If the result islower than 
the PC’s Willpower score, he keeps going for that turn or minute; 
otherwise, he  must stop since he’s exhausted. PCs who fail the 
check suffer 1-2 points of stamina damage. Note that players can 
spend experience points to increase their PC’s Willpower for this 
check. 

For more information on taxing attributes. see ‘Taxing Attributes” 
in the ‘‘Experience” section of the d e s .  

Vehicles and Special Movement 
Since the AMAZING ENGINE universes can encompass anything 
from lizard-drawn chariots to anti-grav sky-sleds, rules far vehicle 
movement are part of the Universe Books. In addition, a Universe 
Bwk may present unique movement rules to reflect any special condi- 
tions of that universe. Heavy gravity, magical terrains, other dimen- 
sions, and weightlessness are all possible complications unique to 

entirely combat-centered. 

herein are basic procedures that do not 
Because of the differences among universes, the thi 

from set 

nrler. At a minimum, these include weaponsavailable in rhar universe; 

steel dragon&, however. 

other role-playing aspects. 

The Combat S-lience 
Because combat can b f u s i  went with six or seven characters 
to a side, each trying ro ao something different, the AMAZING 
ENGINE system (like most R K s )  organizes combat into a series of 
steps, each complete sequence taking one m, each m king roughly 
0 seconds of time.(allowing the GM flexibiliq inresolving combat 
ctions). Each turn repeats the sequenceof events until one side is 
efeated or manages to escape. 

Determine advantage (1st turn only) 
Players declare FC actions; OM decides NPC actions 

. Determine initiative 

.Resolve actions 



1. Dewmine Advanme: This is the "jump" one h t a c t e r  or group 
might have on another when the e-unter begins. It is used insitua- 
tions such a4 two groups (iiiend and foe) stumbling onto each other 
unexpemedly, a group being beaayed by someone the members muted, 
or the party walking into an ambush. The character or patty who h& 
the advamage auraoaricaNy gets the fmt action and may have a bonus 

Advantage is checked at the beginning of any encounter, before any 
a e t i m  are den M e r  the first combat NCLI, advanrage is normally 
no 1-1 cheslred, since.bath sides are perfectly aware of what the 
other is up to-3t lest in general terms. In some instawes, howsver. 
additional advantage checks m y  be,alled,for: a new attacker appear- 
ing from an u n w c t e d  direction, or an event unanticipated by one or 
both sides 
The baric merhod for determining advantage is for both sides to d l  

percentile dice and compare the result to the highest Psyche.wore in 
each parry. If the check passes, the group is forewarned, however 
slightly. If the check fa& the group is unpreparedand the otbr  side 
gains the advantage. ,lf.M.sides succeed, no one is caught unprepared. 
If both rides fail, everyone is caught &tat-fwted. If either ride rolls a 
95-00, that group is surpriseku&t.completely off guard-and is 
particularlywlneqble. The "Advantage Outcomes" table appears an  
page 16. The propert&, equipment, and situations of different uni- 
Y- can modifv B X ' s  check. Sane pogsibilities i d u d e  thermal sen 
son to spot what in normally unseen, or psionic powers to detect 
thouphts. Any such modifiers will be noted in the Univ- Book. 
The side with the ,advancage automatically gees first on the opening 

tun  of combat. Its m& gain a +5 madifier q any attack or action 
oppmed by the other group. The side without advantage goes second, 
and suffers a -5 modifier on any like action. 

If one p a q  is surprised, they essentially do nothing for an entire tmn 
during which thek opponents have &.freedom to move, attack, rak, 
run away, or whatever (witb the +5 madifier) without a reaction.from 
the surprised group. In the mt turn, the surprised group is considered 
unpmpared while.their a&= have the advantage [*hey act first and 
gain the +5 modifier. while their opponents act second and suffer a -5 
~.mcdifiec). 

n; Declare Actions: Except for situations df advantage and surprise, 
you m w  declare what action your PC will rake before knowing in what 
order both sides will wt (the same applies to the GM). Tell y w  OM 
what action yow character will take in the con% t~m. Try to be as 
specific as possible, given that you don't know 
other side. For example. if yaur FC ana&, state her target in advance. 
T h e  GM has many thinwto track, so the more you can help, the 
.qui&a and more m i -  the game will be. 
in getma1 it is best to keep actions short, ideally things rhat can be 

completed within 10 seconds. Not only dseJ this help prevent confu- 
sion. it a b  m e w  your FC is ready to react to new situations in the 
nexc turn. You should also be ready to say quickly whar your,F'C will 
do, since the GM can pemlize your FC for your hesitation. Combat 
requires saap judgments andyou &odd be ready to play the part 

Qn chances to hit the rargers. 



someone out or wing him in the arm calls for a nonvital target. Your 
PC'r Reflexes score is Mved when making a nonvital attack, and the 
chance of M y  damage is reduced by 2. 

Vita targets are just the opposite: vulnerable areas that could lead LO 
sudden death if hit. On humam, for examole, these include the ares 
arvunrl rhc heart and rhc head Atracks on wtal arras are panaularly 
diffi~ult. and x, rhr chanced hittinv IS only 10% of y m r  PC'r normal 
Retlexe score ( m d e d  up). The chance f6r body damage, however, LS 
increased by 3 on a vital attack. 

The "Target Modifiers" table appears on pd 

Ranged Combat. Ranged combat (attacking with a weapon that 
shoots, flies, or is thrown) has special rules. While many of these 
depend on the universe (and its technology), certain features are com- 
mon to all. 

In each Universe Book, missile weapons (if any) are listed with their 
r a n ~ s  and damaae. Ranges are divided into short. medium, and lonp 

on her chanceto hit. ?he &act penalty de&& on the universe, since 
weapon effectiveness chmxes with each technolopy. 

FurthermoR, every character has a sighting range, normally 50 yards. 
Characters can see beyond this distance, of m u m ,  but when firing at 

rargets beyond the slghtmg range. only general targetrng can be used 

Combat Modifiers 
Few battles are straight-up matches where heroes and villalns duke IC 

out toe-to-toe Mosf ate moving afpaus with unlque sttuanons: thhm to 
get in the way, thingvm hide behind, and armor m wear. These siNa- 
tiom are handled by combat modifiers. which ate given in the Universe 
a. ?he following factors often modify cdmbat: 

Mowement. Movemenr affects ranged combat, making targea harder LO 
hit, but has no effect on hand-to-hand (melee) combat. 

Arma. Depending on the univuse, characters m y  have some kind of 
armor, be it the leather and metal of fantasy or the spun-fiber body 
amor of 3.f. M a t  arm& redvcesthe amount of damage cawed by a hit. 
However, a few rypes--panicularly things such as magnetic force fields 
or slippery suits-may make the PC physically harder to hit. These 
tps of atmor m d i  the attacker's chance to hit. 

Cover. The most cammn kind of prorectmn 13 something ro hide 
behmd&ptcferablq rornerhing whd, w your P(: can'r be hun Cnvm IS 
divided into soft and h a d  types Soft cover IS anythmg your PC can 
ahmr rhrough that sull conceals the target: call grass, busher, cui'cams, 
leaves, even smoke are all types of soft cover. Soft cover reduces the 
attacker's chance to hit Hard cover s anythmg solid that conceals the 
target tree trunlrs, sandbags, &, and walls, for example Hard cover 

murid, or injure but are unlikely to result in a kill. Trying to hock  chosen. What can't be seen, can't be shot. 

Every weapon in a given universe, be it accelerated magnetic field rifle 

damage. 
Damage is given as fuo numerals: a die range for the pointr of dam- 

club hum. but most &en only raises ugly bruises, while a shotgun blast 
tends to have' far more fatal effects. The diffrrertces between we- 
are reflected, in part, by their lethality rat-: the chance that any hit 
cause M y  damage instead of the usual stamina damage. 

Each time you roll for a hit, you mwt note not only whether your PC 
hit or missed, but (if she did hit) what the la digit on the attack roll 
was. If this number is equal to or less than the lethality rating of the 
weapon (modified by the target area chosen), the damage caused by 
this hit is submcted from the target's body points. orhewise, all dam- 
age comes from the target's stamina points. Lethality ratings can *-*,-- 
be less than 1 or greater than 10 (0 on thedie). 

. 

Experience 
Part of every RPG is improving your character: increasing attribute 
scores and adding skills. This is done by earning experience points 
( q r )  to be used by the character. Experience poinraare a simple way TO 
measure all the intangible t h i w  y m  PC gains ftom surviving danger- 
ous adventures, risking heroic perils, and "living" an everyday life 
through youc role-playing. After all, it stands to reason that when your 
FC talks her way past a spaceport customs inspector, survives a danger. 
ous shaotout, or uses her skills, she improves. Her hand-eye cmdina. 
tion might get a little better, her confidence might grow. Experience 
oints are a way to measure these slow improvements. 

'The Goals of the Game 
Experience points are not the be-all and end-al! of rOle.pkying. If you 
hope to be a good player (oralready are one),~rhen yawreasons for I 
playing should go deeper thah merely earningmore experience points 
a id  making your PC more powedul. 

A role-playing game is a game, first anc?foremoK, and games are 
meant t o k  fun. 

This should be obvious, but tw often it is e a ~ y  fo lose right of this 



don't focus on the powers and items their PCs possess. whom they 
have defeated. or what they might control. Natumlly, they strive for 
these things, but they also act out their character's personality, get 
involved in the stories, and work with the GM and other players. For 
these players. it is pedectly possible to have an exciting, enjoyable 
game session without ever once earning a single experience point for 
their characters. 

Place the following goals above the mere "earning" of experience 
points. If you do. rewards f a  you and y w r  character will come aut- 
mat i c a l l y . 
Haw a good time ph$ng. 

Don'tktyowgoodwdainendnevRyoneeLe'rfun. 
Act the pmt ofyowc~acter. 

Awarding and Earning Experience 
It is not the place of this d e s  section to list wetything a PC can do to 
earn experience points. In fact, because the AMAZING ENGINE 
game system has 50 many different unive-, a single list is impossible. 
Ywr FC can't earn experience for fkii a computer when you're play- 
ing inahtasyse t t ingof faer ie sandb~ .  

Each universe has its ~ w n  list of experience paint awards, designed 
to suit the needs of that universe. In a setting where high-tech space 
mariner battle hideous aliens, combat is impuant. Players can expect 
characters to be rewarded for showing tactical skill, surviving battles, 
and defeating enemies. At the ather extreme, another universe casts 
the FCs as ambassadors and detectives in a fairyfilled England. Shoot- 
ing an attendant &Queen Maeve's court or blowing up a faity ring 
with a keg of gunpowder is not the goal of that universe. Instead, play- 
ers are rewarded for talking their way through sticky situations, pre. 
venting wars, and solving problems. The experience awards for the 
former setting will not work for the latter. Nonetheless. all share some 
general features. 

Suceesdul adventures. In any universe, a successful adventure war. 
rants some experience points. "Success" depends on the universe and 
the adventure. Sometimes, it's enough to survive; in other cases, a spe- 
cific foe must be defeated or a problem solved. 
Using skills. People learn by doing. In the AMAZING ENGINE 

system. this is nmed by rewarding characters with xps far using their 
skills in ways relevant to the adventure. "Relevant" means.your PC 
can't jam spend the day shmting at boules to increase his Combat skill; 
bottles don't shmt back, after all (if the skill were Target Shooting, it'd 
be a different s t o q ) .  Using the skill has to involve some real chance of 
failure or tisk for the character. 

Rde-phying. This is the object of the AMAZING ENGINE system, 
so good role-playing is rewarded with xps. This is a highly subjective 
GM call. It depends on the personality you have established for your 
character, the GM, and the situation at the moment. G o d  mle-play- 
ing also meam keeping what you ar n phyyer h o w  separate from what 
your chacrer knows. As a player, you know that sticking your hand 
into a fire is a Bad Idea, but your FC, Oog the caveman, discoverer of 
fire, hasn't learned that I e m y e t .  

Experience and Multiple Universes 
In mast RPGs, you play only a single character at a time. and so only 
have to track the xps earned by that character. In this system. however, 
situations are often different. The most common possibility is that you 
will play in one universe. where your PC earns Some xps, and then 
change to a different universe. What happens to all the xps your PC 
has earned to date? Few players want to give up all their advantages and 
start over. In this system you don't have to. 

Whenever your PC earns experience in an AMAZING ENGINE 
universe, you must immediately assign the xpr to either your cwm p h y n  
chorncrer (the one who earned the rps) 01 to the pkqer m e  from which 
that character was created. Points assigned to the core are forever 
beyond the reach of your current player character. These points can 
only benefit characters created ftom this core in future sessions. Points 
assigned to your PC are available for immediate use, but cannot be 
given later to another PC in a different universe. 

Within these two areas-player core and player character-you have 
four options for assigning experience points. With points assigned to 
the player character, you can fax the character's attributes, spending 
xps during play to temporarily increase attribute sores, or you can use 
these xps to make permanent improvements to your existing character. 
With the points you give to the player cote, you can buy extra dice for 
that core, thereby improving & m e  characten created h m  it, or uaw 
fer xps to a new character in the same (or different) universe,, 

.I 

Taxing Attributes 
The most immediate use of experience points is spending them during 
the course of play to temporarily increme an attribute m x e .  This is 
called tnxing your PC-forcing her to think a little more or strain a lit- 
tle harder. Taxing can increase her chance of success with a skill: pour 
on that extra bunt of speed in a chase, or make B heroic effort to lift a 
great weight, for example. 

When you want to tax your character, you must tell the GM befm 
rolling any dice. Once the dice are rolled, your chance has parsed, so be 
reedy to decide quickly. At the same time, you should tell the GM how 
many xps you want to spend in the effort. 
There are three limitations on how many xps you can use to modify 

the character's attribute score. 
1. Your PC must have unused xps to spend on the atrempt. (This 

applies to all uses of rps. There is no such thing BS "negative expe- 
rience.") 

2. Experience points are spent in increments of 5: 5.10, 15, etc. 
3. Experience points spent in a taxing attempt cannot exceed 50% of 

the original attribute score. This means that the modified score 
cannot exceed 150% of the original. Numbers are rounded down, 
to the nearest multiple of 5. See 'Pushing the Limits" under 
"Movement" and "Example: Taxing an Attribute," under "Tables, 
Cham. and Examples." 

Experience points spent to improve an attribute check are subtracted 
from the PC's xp total, regardless of the check's success or failure. 



Improving Your Character Tmsfer to New Characters 
A more p c m n e n t  method of improving Vour FC is buying points to 
add to your character's attribute scores. Unlike modifying an attribute 
score (taxing), these purchaser are permanent. They are also more 
cody .  The cost of chese improvemenu varies from universe to m i -  
verse. In one, it may C G I ~  3 xps to raise an attribute 1 point; in another, 
the same change might a t  10 xp .  

One unique feature of this game system is the oppomnity to roleplay 
in a variety of universes. In other RFGs. this means giving up any expe- 
rience your character has earned.. In essence, all the time you spent 
playing comes to naught when you sfan in a new world. 

That is not the case in the AMAZING ENGINE system. 
Each,time you create a new character from an existing core, you can 

transfer xp from the core to the new character, with the following lim, 
itations: 

1. The new character must come from the same core as the previous 
character (the one that earned the experience). 

2. The two characters cannot be active in the same universe. A new 
PC from an existing core can appear in the same univem as a pre- 
vious FC from the same core only if the p r r W  chmaner is dead or 
permrmently redred. 

Thus, in the MAGITECH- game universe, your new PC could 
profit from the adventurer of that marine sergeant from that old 
BUGHUNTERS game. Treat the transfer like a withdrawal from a 
bank account. The points you assign to the new PC cannot be "rede- 
posited" later on. bur new xps can be earned by the new PCand 
assigned to the player core (or to the new player character. as-you 
choose). See "Example: Assigning Experience Points," later in this 
section. 

There are two limitations on buying incteased attribute scores. 
attribute score can be i n c d  beyond 90. 

rmanent improvements cannot be bought during the c o r n  of 
.adventure. They can only be purchased after your FC has had 

m e  to reflect on her accomplishments. 

the old attribute score and write down the new one, then submct the 
x p  spent from the character's toel. 

Playerr can aL0 buy new skills for their characters. improving their Pcs 
by increasing the range oftheir knowledge and ability. The xp cats for 
buyins skills can vary widely from ski l l  to skill and universe to universe. 
Cma and proceduRs are devribed in each Universe Bwk, as needed. 

Improving the Player Core 
For long-term planning, yw can Imk beyond your immediate character 
and instead assign points to your player core. With these points. you 

tional dice has no effect on current characters; it only helps thaae me- 
aced from the improved core in future universes and game sesions. 

Each die of improvement to an ability pool C M ~ B  100 xps. Since 
improvements to the player core have no effect on your current PC, 
this kind of purchase can be made at any time. 

Although theoretically the number of dice you can buy for a single 
ability pool is limited to 10 (allowing you to s i g n  5 to both attributes, 

may set different ability pool or attribute limits on characters in that 
universe. It is best to check with the OM. before over-investing in a- 
ability pool for your character. 

Without special Universe Bodi modifications, it is possible (event, 
ally) to purchase dice f a  each ability pool sufficient to negate the.use of 
the 7 "free" dice. However, this requires many, many game sessions' 
worth of xps, which must be assigned to the player core and not the FC 
who earned the xps. In general, we ~uggest that player core mhing this 
limit (and the Po created fmm them) be retired permanently, and that 
players create new cores and new prime characters. This eventuality is 
not covered withim these rules. GMs are free to depign their own rules to 
deal with this situation, when and if it ~ c c u l s  within their campaigns. 

can buy additional dice for your ability pools. The purchase of addi- Experience and Character Death 
Unpleasant as the thought is, your Po can (andwill) die. When this 
happens, any experience assigned to that player character is lost, 
assuming you haven't used it all trying to keep the FC alive. Experience 
points assigned to the player core are mt lost. These can be used by 

t ~ r e  characters created from the same core. 

the maximum allowable), a specific AMAZING ENGINE universe rables, Charts, and Exampr 
,'he remainder of the rules section contains a complete of 
character generation; reference tables and charts for the player core, 
movement rates, and caving  capacity; and text examples of various 
game-play situations showing application of taxing, skill checlw; and 
more. You can use this section in several ways: read it in its entirety 
now, before continuing with the rest of the book; read only the parts 
that interest you, saving the rest for when you really need them; or 
ignore it, and m to it later when you've hewme hopelessly lost. %ti- 
ously, though, if you need clarification on any of the points covered in 

. .  



R a d  on hrr ideal ion man, Wulfpna must Jecdc how to rank the lour abilltv pmlr. Since he wane his K tn  he a v e y  smooth calker. somewhat 
light-hnped. wulth A smmering of i i i y~ t ica l  ability. he races the piwls like ' ' " e&#! . 1 , . . ..,: 9:. 

',, , i I  ..*'j .q$ r .I .). 
Ph)quc:2 1-10pntsJ 
Intell&: 4 (10 points) 
Spirit: 3 (+5 points) 
Influence: 1 (+I5 points) 

i&member. the pwl rated 1 has the best chance for high -res; the pa01 rated 4 has the lowest chance. 
!*.,: 

Wolfgang now selects four attributes as his primaty concerns. Since he really wants to. have a pelsonable character, he chooses Charm. To emw his 
1it.fingered abilities, his sewnd choice is Renexes. After pondering, Wolbng  realizes his character cbuld end up short in setsmarrs ,  so he c h  
Intuition, even h h  it is in his Lowest-ded ability pool (Intellect). For his fourth choice, he decides m rake a chance and selects Position, so he can 
have a qhphwticated con artist. He then rolls 4310 for each attribute, with the following results: 

Reflexes: 31 
Intuition: 28 
Charm: 17 
Position: 23 

Wolfgang now fills out the remaining attribute scores by rolling 3d10 for each and noting the numbers. When he is finished, his sheet lmks like t 

Physique Intellect Spirit Influence 
Rank: 2 R a d :  4 Rank: 3 Rank: 1 
Dice: Dice: Dice: Dice: 

Fitnw: 16 Learning: 23 Psyche: 21 Cham 11 
Reflexes: 31 Intuition: 28 Willpower: 7 Position: 13 

Now, k 's  time to add the die modifieri according to thmbility pools' ranking. Wolfgang scam with his fmt-ranked pool lnfluencc. He had bad luck 
rolling for Cham (and he really wmm a personable character), so he adds all 15 pints- Charm. In Physique. Fitness is a littlelow, so he splits the 10 
available points between Fitneu and Reflexes, 5 each. Under Spirit, the chcter's Willpower is dangerously low, so Wolfgang feels he has no choice but 
to add all 5 poinm to that score even though he would lke a better Psyche. He rolled well far his lnrellect attributes, which is formnate since he cannot 
modify either a r e  (it's the fourth-ranlied pool, which gaim no mod 

Intellect 

Fimes: 21 
Reflexes: 36 InNiuOn: 28 

(only average Psyche). Finally, with a Willpower of 12, Wolfgang decides his con man is something of a craven fellow, who more often than not " 
away to live to f i t  another day." 
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Having created his pc's statistics, Wolfgang now finishes creating the player core by assigning the dice ratings to each ability pool. 

Physique Intellect spirit Influence 
Rank: 2 Ran&: 4 R a k . 3  Rank: 1 
Dice: 6 Dice: 6 Dice: 4 Dice: 6 

Fimw: 21 Leatninp: 23 Psyche: 21 Charm: 32 
Reflexes: 36 Intuition: 28 Willpower: 12 Position: 23 
(21+36)/10=5.7 (23+28)/10=5.1 (21+12)/10=3.3 (32+23)/10=5.5 

: , ,  

*******XX****t***********i  

fter running a fantasy campaign for some rime, Wolfsang's GM decides to switch to a science-fiction universe. Since there is M magic in this s-f set- 
mg (and since he's getting tired of playing thieves and amundrels), Wolf once more chmes  a role he might like to play. Knowing from his player core 

that his Pcs will tend to be strong in Physique and Intluence, Wolf decides to try for a hard,biuen smuggler captain. Checking his player core's xp total, 
he sea that there-are 150 points he oan work with. Since his Spirit pool tends to be weak (just because of bad dice rolls), he decides to purchase 1 d i ~  
tional die for that pml. He crosses off la0 xps (the coa.of 1 improvement die) from the player core's total; and add6 1 die to the dice radng for his core's 
Spirit pool. Then, he divides his pool dice according EO the dice ratings, and then assigns h' " "' 

! 
i 
1 low). and Position (2). 

'' " -' '-' .""" i . .: 

Spirit Influence 
Ranlr: 3 Rank: 1 
Dice: 5 Dice: 6 

Psyche: 3 dice Charm: 4 dice 
i Reflexes: 3 dice Inmition: 3 dice Willpower: 5 dice Position: 4 dice 
i 

After all the dice are assigned, this FC's Fimess and Willpower amibutes have the maximum number of dice allowed (5). Wolf rolls and mtes the totals 
each attribute score, with the following results: 

Fitness: 26 Learning: 18 Psyche: 23 Charm: : 
Reflexes: 13 Intuition: 29 Willpower: 17 Position: 

' 

, ' Once again, he rolled incredibly well for Intuition and not so hot for Willpower. LOOKLng at nis new cnaracter, he starts with the fitst-ranked abiliv 
pwl, Influence. For thh universe, he wants an important character and's0 puts all 15 points toward Position. In the second-ranked Physique p d ,  he puts 
4 points to Fimw and 6 to Reflex-, while far the thidranked Spirit, he gives all 5 points to Willpower. 

Learning: 18 Psyche: 23 Cham. 24 
Intuition: 29 Willpower: 21 Position:iFO 

olf decides to mnsfer the remaining 50 xps from the player core to this new character, making.thoae points immedstely available durkg play (for 
taxing attributes, just in case). Wolf might also choose to use some of those xps to purchase some new skills for this Pc, after his first adventure is corn. 
pleted. He notes the 50 xps on the new character's sheet, and subtracts them from the player core's total. 
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Movement Rates 
Movement Distance per: Duration Fitness 

Type Turn Minute Check 

Walk 15 m. 90 m. Indefinite None 

I Run I I I Fitness Fimess x 6 Minutes = Yes 
Fitness 

Sprint Fitness x 2 Fitness x 12* Turns = Yes 
Fimess/lO 

* If character has sufficient duration. 

Carrying Capacity 
Kilos Equal to: Effect on Movement: I 
Fitness score No effect 

Fitness score x 2 

Fitness score x 3 

Sprlnting and running halved 

No sprlnting or running allowed, 
must rest after walking meters = 
Fitness score 

Advantage Outcomes 

Target Mc 3 - 
Target Chance Damage 
Area to Hit Effect 

General Reflexes None 

Non-vital 50% -2 to 
Reflexes type 

Vital 10% +3 to 
Reflexes type 

~ ~~ 

Condition NPC 

[ R 

Successful 
Psyche Check 

F’ailed Psyche 
Check I 95-00 

Successful 
Psyche Check I 

95-00 NPC has 
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Example: Skill Checks 
Karen's character;'Leonardo "Big Shark" A;;ardo, needs';o make 
hasty getaway from the k w .  Flying Carpet skill. which Leo has, Now, Leo tries to deactivate the alarm. This requires a skill check for 
Reflex-based. Karen knows Lmb Reflexes gore is 36. specialist, and so is very difficult for Leo. The check is made with a 

15 applied to the attribute m (-5 for nonspecialiration, -1O.for the 
action) for a total chance of success of 8 or less. AWKKam rolls" 

quick incanation, and zips into naff* on K&igan Avenue. ' ,' - '  .. ' 3  '- 

enwghach,  one Leo& e q  day, hence wskillckock is needed. 

. 

. Wasting no time; Leo jumps onto his Mach;flvingmrpet, recites'a 

No skill check reqdned. Starting a d  flying the carpet is a commdn 
13 w! Leo maws to temporarily dipel the alarm. 

.. hample: Attempting an Unknown Skill. 
As he weaves thr6ugh the late rush hour traffic, Le i  looh back. 

Chicago's finest are in hot pursuit. Leo's in a b l e !  He can't ourmn a 
police special c a c p e & m & A y  not in this t d k .  Wis only. is to 
lose them with some quick turns. A gap in the traffic appears just 
ahead, so the Big Shark commands his carpet to pour it on. He darts 
acloss the lanes and whips onto a side s a e t  faster than is safe. 

SkiU check requid. Kmen is having her +fer rake n h, the 
eqt+knt ofskidding m@ a,mmm during,a high-sp@ carchase. Sh, 
mils percentile dice a d  getr a 21, which is lesJ rhnn Lo's Reflexes scme. 
The~w&,odLeodaem'rcrarhhircmper.  

Once inside the warehouse, Leo begins searching through the crates. 
Suddenly, just as he finds a suspicious one labeled "Excalibur," a foot- 

.spp scraps behind him. Leo spins. pulling his gun as hc $pes, !o f n d ,  
himself facing a centaur thug. A quick hoof kick sends Leo sprawling, 
his gun clattering ac- the floor. A second blow just misses, shattering 

. 

Example: Taxing an Attribute 

requirgd n rkiU check, IO the GM *.a -lO&ud~ fur th. added nick d, 
wing to sreei between the giant's legs. This reduces Leo's Reflexe~ xme to 
26far this skin check. Kaenrdlr57onpercendkdice. The checkfaik; Leo 

Oh no! Startled. rhe giant instinctively moves to p r o w  Itimself, 
dosing h e  gap k o  was aiming for. Too late to stop,,the.carpet hits the 

Example: Skill Check with Penalty for i makes his way into the drawing rmm for a cigar. 

Nonspecialization 
Leo has a tip on a shipment of smw~led kinagieal artifactdstored in ~ 

WaRhoUse near the trainyards, jmat &e evidence he needs to spring hi+' 
client. All he has to do is b d  in and get a few pictures. That night PT 
the back door, Leo figures he ought to check for, burgh alarms befose 
forcing his way in. Leo knows the basics of glyphs (Glyph Analysis 
skill), bur is no apepert in burglar alarms (Protection Glyph specialka- 
tion). Checkw the door for alarms is pretty basic for a specialist, bwt 
for Leo a skill check againsthis Learning score (whi&is only a 2' 

' '. 

. ' 
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Example: Assigning Experience Points 
Michele’s character, Plt. Sgt. Adrian 1 Selinlto, United Terra Recw- 
naissance and Peacekeeping Force, has just returned to the “boare 
barge” (as UTaPFers refer to their HQ on S r t h ’ s  L-5 station) from a- 
bug-hunting mission on a mining ourpo~t at Barnards Star. The GM 
awards experience for rhat mission, and Sgt. SelinLo receives 75 x p ~  for 
repulsing a swarm of chitinous predators. Michele must asign the x p  
im&diately.ao she adds 50 points to Adrian’s xp total (the player 
character) and the remaining 25 to the Player Core xp line on her 
character sheet. 
The 50 points assigned directly to Adrian can be used for taxing 

attributes during the CDUM of an adventure OT for purchasing increased 
attribute scores after the adventure is completed. The 25 points 
assigned to the player core will never affon Adrian directly but will 
benefit hmre charactem CreatedHrOrn the &me c m .  

Example: Damage and Lethality Rating 
WOI Selinko watches in horror as the xenofmms outmaneuiler her 
squad, three of the Creatures lunging in for the kill. 

T k  GM rolls three attacks, one far each r+, nndde+r that nu 
attach will be nt general tarter area, a thb is enriert. The stalkers h e  
Reflexes of62. T k d e  mlk are 83, 17, and 23, so twoafthe owehit 
undone misses. E a c h 4  m e s  3d6 @bur ofddmnge und hns a le- 
luingof4. TkfiIsthit(17) caurer6poinuofnnminndnmage,rubnmcred 
im the moper’s mrnl of 25. The ~ecund amk does 8 poinu of kdy dmn- 
nge (not tk r t a d r d  srmninn damage, &e the Is &it- 3- ks 
than the lerMity voting of4), but tk trwper only has 7 M y  poinu. T k  
e m  damage ,k ignored. 

One ofthe soldiers reels back. cut, but not seriously, by a xenofm’s 
slashing claws. ?he other trooper isn’t so lucky. as a staker s t r k  him 
dead in fmnc of platoon leader Selinko. 

tureh gaping m 
“Eat this,” she snarls while unloading her f l d e t t e  clip into chi 

AMAZING ENGINE” Role. g System 
Player Core Sh I 

1 
i 
i 
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And the King, did we forget about the King? How 
could we? He’s everywhere-grocery stores, shop- 
ping malls, parking lots, and secret spas. The Man is  
not dead-just hiding out from the rest of the world. 
Nonsense, you say? What about Howard Hughes? 

It’s an amazing (AMAZING ENGINE system, that is) 
universe. Anything is  possible! 

Of course, it‘s not al l  happiness, awe, and light. 

” - 
orld! I ts a neat world, just like ours, except- 

but he’s got his mom’s eyes-unfortunately, he’s 
inherited his dads hair.) 

JFK isn’t really dea6though nobody is  sure if he is  
in hiding, in a coma, or hanging out with the aliens 
(or was he really an alien himself?). 

And the aliens-not all those UFO reports are 
weather balloons, fog banks, or drunken binges. 
THEY just want you to believe that everyone who 
sees one is touched. And who are THEY? Why the 
government, of course. The Air Force spends a lot of 
time making sure nobody ever finds out the truth, 
because if they did-well, just imagine the conse- 

I- I 



the workplace. (Have you ever actually looked at 
vour fellow workers? Scary, isn’t it?) Vile cults are sub- 
erting the world (like the US Postal Service). 

EVERYlHING YOU READ IS TRUE! 
Wait a minute, you say, if- 

-how come nobody believes it? 
Aha! That is the question isn’t it? How can people 

not notice the UFOs, aliens, Atlanteans, Bigfeet, 
Nessies, and yetis? They get written up in papers, fea- 
tured on TV shows, and even have movies made 
about them, and still nobody believes they are real! 
Wake up world! How can anybody ignore this? 

Because the only press that takes these wonders 
seriously are the tabjoids-those sensationalist, oh- 
my-god-look-out-there’s-aliens-everywhere!, dish-up- 
momdirt newsprint rags found at every supermarket 
checkout in the United States-and probably the 
world. Everybody knows that tabloids are the scions 
of journalistic standards. Nobody would ever write 
anything in a tabloid that wasn’t true, would they? 

Of course, not only tabloids believe in these things. 
There’s all sorts of true believers out there. They print 
up newsletters with names like Planetary Awareness, 
New Revelations of the Holistic Light Church, and 
The Ugly Truth You Don’t Want to Hear. To “normal” 
folks this is the fringe of modern society-rantzines, 
Xerox culture, revelation cults, new ageism, way-far 
left, ultra-right, and just plain psychos. To the “nor- 
mals,” these are not sources to be trusred! 

How did this terrible state come to pass? How is it 
that the only truly enlightened ones are branded and 
outcast by the rest of society? That, too, i s  another 
mystery. Some folks think there are forces out there 
trying to keep the world in the dark. THEY don’t want 
people believing the truth, so THEY make sure 
nobody does. How? By using governments to cover 
things up, by manipulating the “legitimate” media 
into making fun of the truth, by branding those who 
know the truth as madmen and psychos-the ulti- 
mate of all conspiracies. 

Of course, it might not be a conspiracy. It could 
just be that the truth i s  too much for most folks to 
comprehend. To protect their own brains, they simply 
ignore the truth or rationalize it away. Those UFOs? 

H 
Nothing but weather balloons and atmospheric d’ 
turbances. Bigfoot? Some guy with fake feet runni 
around in the woods for a laugh. That photo 
Nessie? A hoax done with a cheap camera and a t  
submarine. Global conspiracies? An honest case 
paranoia, nothing more. 

So What’s a Player to Do? 
The truth must be told! That’s what this game is a 
about. As a player, you wi l l  take on the part of 
valiant reporter for a renowned tabloid, determ’ 
to get the story! So what if your character couldn’ 
a job with any real paper-the tabloids pay. 
course, your character will be covering stories th 
others deem cheap, sleazy, crackpot, and outrig 
lies-but maybe someday the world wil l come 
realize the truth. 

Your character i s  only part of a team of repoee 
who all work for the same paper. As a team, you 
track down leads, investigate rumors, get interv’ 
take photos, and, most important of all, file the 
It’s easy, right? . -  

Of course not, or this wouldn’t be any fun. Fi 
your characters don‘t get normal stories like co 
a presidential campaign or a civil war in the B 
The closest they are likely to get to normal i s  a 
star’s wedding. No, most of the time your cha 
get to sniff out things like UFO sightings, sea mo 
attacks, and secret cults. Take a look at a superm 
tabloid (the most lurid.one you can find)-that 
kind of stories your character will be covering. 

Second, the TABLOID.? universe is just like 
universe except for one thing-all the weirdne 
real! Co-workers might really.be space aliens. 
CIA might really want to si 
far into JFK‘s assassination. 
.ter-do get abducted by U 
out of the mountains and kill people: There, that ad 
an element of risk, doesn’t it? 

Finally, there’s one othe 
character’s efforts won’t be b 

This is a silly game; 
Enough said. 



planning on being Editors. (Of course, you could 
claim that you plan to be an Editor and read all&@ Good Reporters Need a Good Editor 

This is a role-playing game, so not everybody gets to 
be a reporter. Somebody has to  actually run the 
game, and in TABLOID! that person is called the Edi- 
tor-what other games call the referee or game 
master (GM). The Editor is  the person who creates 
adventures, assigns reporters to their tasks, and runs 
all the myriad weirdness the characters meet on the 
way. 

Not everybody can be an Editor. It takes a certain 
something--at the very least, a well-developed sense 
of humor. If you don't happen to have one of those 
handy, fear not! This book features all sorts of tips and 
hints for how to keep your games rolling (on the floor 
laughing, that is!). 

The (sometimes dubious) honor of taking on the 
position of Editor usually goes to the person who 
bought these rules and read them. (Like you, maybe0 
Sometimes the Editor i s  somebody else, especially if 
you can con a friend into running the game so you 
can play. It's perfectly fair to alternate Editors, letting 
one person run one adventure and another run the 
next. This is not a big, serious campaign world with 
vast amounts of secret detail, like some role-playing 
games. This i s  supposed to be silly. 

Yowwer you do it, have fun. 
, 

How to Use this Book 
It's pretty straightforward. You reaa it. ii ybu plan to 
be a player and not the Editor, you don't even need to 
do that, since the things you need to know can be 
explained when you sit down to play. If you are going 
to be the Editor, you need to read the rules sections at 
least. The other sections, the articles and adventures, 
can be read as you need them. 

The rest of this book i s  divided into chapters, 
adventures, and articles. The first four chapters pick 
up where the AMAZING ENGINE Role-Playing Sys- 
tem left off. After reading them, you'll be ready to cre- 
ate unique TABLOID! characters. These and the four 
chapters that follow can be read by players and Edi- 
tors. The remaining chapters are best left to those 

stuff if you wanted. It would be wrong, but ho 
we to know?) 

Only the Editor should read the adventures. 
all, what fun i s  there in playing an adventure in 
which you already know what's going to happen? 
Kind of wreaks havoc with all those arguments about 
free will versus predestination, doesn't it? If you're a 
player, you just keep your snoopy nose out of those 
adventures! 

The articles are the "background" of the TABLOID! 
world. This i s  all set in the real world, so there's no 
need to tell you about New York, Abilene, or Pago- 
Pago. You want to know about the goofy stuff, so 
that's what's there. Some of it i s  true, and most of it is 
a lie. Use the articles as inspiration for your own 
adventures-they are there to give you ideas. 

At the back of the book are a number of pages you 
can photocopy-but like our legal department says, 
"For personal use only!" These include a character 
generation worksheet, a TABLOID! character sheet, 
and some other things. Remember-personal use 
only! You don't want to make our legal department 
mad. 

Finally, there's a map of the TABLOID! world 
bound into the back of the book. This map 
some of the most famous strange sites and sigh 
along with some editorial commenb that could 
:suppressed. Never forget: this i s  a silly game. 

'A Note About the TABLOID! Game 
The TABLOID! universe is not a serious universe and 
,vas never intended to be one. Any attempt to play 
his game in a serious manner is an exercise in com- 
Aete futility. Those who do actually play this in a 
ierious manner, and especially those who argue over 
rules, are suffering from severe repression of some- 
thing in their life-probably fun. 

Some people may find parts of the TABLOID! rules, 
descriptions, and commentary impertinent or even 
offensive. Hopefully the designer has managed to 
spare no one, including himself. 
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By KAREN S. BOOMCARDEN 
BANGOR, Maine-Jackson Pflug!, 

of Bangor, ME, fells trees for a living. 
But in his off hours, Jackson becomes 
the Chainsaw Surgeon! 

Since he was a child in Possum 
Creek, West Virginia, H u g  has been 
able to see auras, the electrical fields 
surrounding living things. His great- 
grandmother trained him to see ill- 
nesses in people’s auras, which appear 
as black or dark spots in an otherwise 
colored field. She showed him the tra- 
ditional method for “curing” these ill- 
nesses: “combing” the aura with his 
hands as if removing tangles from 
Someone’s hair. 

As he matured, Pflug found that 
,some people’s auras were more resis- 
,+ant to such treatment than others. He 
became disillusioned when, at 32, he 
was unable to help a neighbor of his by 
his own traditional means. The neigh- 
bor then turned to a psychiatrist and 
was eventually medicated so heavily 
she no longer recognized Jackson. He 
left Possum Creek, vowing to do no 
more auric healing for the rest of his 
life. 

After he established himself as a 
logger in Mame, Pflug noticed that cer- 

tain trees’ auras responded favorably to 
, the sounds of roaring chainsaws. Their 

colors, normally bright and clear, were 
clouded and dark. The sound of a full- 
throttle chainsaw, though, worked l i e  
an enzymatic cleanser on the darkness. 
One rev of the engine, and the dingi- 
ness drained from the aura, leaving 
only the bright, true colors of a healthy 
tree. 

This made Pilug consider reentering 
the field of auric healing, but working 
on people again-people whose auras 
were tough, l i e  his old neighbor back 
in West Virginia. He honed his skills 
on the trees with which he spent his 
days and slowly began his medical 
practice on the weekends. 

“It’s the noise what does it,” beams 
Mug, holding his trusty implement of 
healing. “The Kirlian frequency of the 
aura and the sonic vibration of the 
chainsaw set up a one-to-one res’nance, 
and the blockage in the aura gets shook 
out. Sometimes all I have to do is turn 
the dang thing on, and them black spots 
just hightail it away from that aura l i e  
football players from a science class.” 

Pflug has had only one failure since 
his conversion to chainsaw surgeon. 
“One of my neighbors said there was a 

/ %  

sick, nekkid kid in her back yard, some 
little guy maybe four feet tall, kinda 
gray and wrinkly-lookin’. Soon’s I 
seen him, I knowed he weren’t from 
around here; that feller’s aura was the 
strangest thing I ever did see! Looked 
like a pattern, m e b k  a checkerboard, 
only the squares was all differ’nt. I 
took a deep breath and tried my best 
anyhow, but the res’nance just wasn‘t 
there. Stead of scarin’ the spots out, 
that whole aura started waverin’ like 
the northern Lights. Then, it got r e d  
bright, l i e  one a’ them novas, and that 
little guy was gone! 

“I dunno if I killed him or sent him 
back where he come from, but I ain‘t 
seen notbin’ like it since,” he says, 
crossing himself, obviously uncomfort- 
able with talking about this harrowing 
experience. 

What of his vow to cease the etheric 
mddlimg made so many years ago? 

“I figger if God’d meant me to Snit 
hedin’, he wouldn’ta let me find o a  
about the chainsaw. My fingers 
couldn’t handle the tough cases, but 
this machine . . . well, it’s a miracle.” 

And this is nne second chance that 
this amazingly gifted healer plans not 
to let slip through his fingers. 





grants your character another skill, add this one t o e  
it's a bonus from us! The number of skill slots your 
character has is the same as explained in the System 
Guide portion of the rulebook. Unlike other 
AMAZING ENGINE universes, there are no restric- 
tions on choosing Learning-based skills. If your char- 
acter has a Learning of 63 and an Intuition of 59, you 
can choose up to 11 skills (63ilO = 7 when rounded 
up + 59+15 = 4 when rounded up). 

It may work out that the tables call for your charac- 
ter to have an event that has already occurred once 
(either to another player's character or yours). In the 
spirit of mayhem, your Editor can either let you roll 
again or let the die roll stand. After all, it is possible to 
land in a Mexican jail more than once! If your char- 
acter gains a skill already known, too bad. 

Big Bucks in Your Savings Account 
In addition to skills, the r6sum6 process also gener- 
ates how much cash your character has, measured in 
a Savings Account. Your character starts with l d 4  
points in the Savings Account. Events that happen 
during r6sum6 building can then raise or lower your 
character's total. Keep careful track of these changes 
as you go. 

Crazed Cult Stalks Reporter 
Your character's past i s  not just about skills learned 
and money earned. Characters can wind up with as 
many as four speciat complications, just to make their 
lives more fun. (Heh.) 
Contact. Somehow or other, your character managed 
to make a favorabte impression on somebody. It was 
probably an error in judgment on their part. If your 
character gets a Contact, you should note down who 
and what the contact is. For example, a contact in 
college might be a friendly old professor of archeol- 
ogy or that permanent graduate student who taught 
chemistry lab. Contacts can provide information, 
answer questions, and give advice. They make good 
sources for quotes, too. They won't go out and do the 
ditty work needed for a g o d  story, though. 
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The second sheet i s  a character sheet. After you’ve 
completed the steps on the worksheet, you can copy 
the final information to a character sheet. This sheet 
has spaces for all the information you’re likely to 
need in a TABLOID! campaign. 

The Resume Steps 
Here it is! You’re ready create your first character. Just 
follow the instructions for each step as you go. 

Step 1:  Youth 
This is it-high school graduation. Now, after months 
of avoiding the question, it’s time for your character 
to decide what to do for a life. First, choose one skill 
from The School of Hard Knocks on page 41 and then 
choose your character’s answer to the question: 

XNO more high school. What am I gonna do?” 

“I wanna make money-lots of money! I’m going to 

“ I  wanna be an idealistic reporter-like G*****o 

“I wanna car.” Go to Step 4: Work. 
“I wanna go to the beach.” Go to Step 5:  The Beach. 

college.” Go to Step 2: College. 

R****a.” Go to Step 3: Journalism School. 

Don’t forget to roll l d 4  for the initial funds in your 
character’s Savings Account. 

Step 2: College 
So, the choice is  made-it’s off to the halls of higher 
learning. Gee, we sure hope your character remem- 
bered to study hard in high school! Pick a school 
from the skill pool list (pages 40-41) and roll against 
your character’s Learning attribute. If you roll your 
character’s Learning or less, the character’s in. If you 
rolled higher, that school said no. You only get two 
tries, so choose carefully! 

If you are admitted, choose one skill from those 
listed for the school’s skill pool. If your character 
blows both chances, go to Step 4: Work. 

1 
2 
3 
4 
5 
6 
7 
8 
9 

10 
11 
12 
13 
14 
15 
16 
17 
18 
19 
20 

If your character is admitted, you must check to see ’ ‘ 

i f  your character devetops an academic quirk due to 
the pressure of those long hours devoted to studying 
(or not studying, as the case may be). Roll l d l O  and 
add all the years your character has gone to college 
 including this,one). If the resul 
for a quirk on the table below. 

Absent-mind 
Alcoholic 
Bad groomin 
Bad fashion sense 
Blunt personality 
Caffeine addict 
Candy addict 
Chain smoker 

Listmaker . 
Monochromaticvisimn c 8 

Mooche 
Paranoic */ f 

Ritualist 
String fetish 
Perpetually tardy 
Tinfoil user 
Hear voices 

Next roll ld20 and check Table 1 : College (on page 
30) to find out what happens to your character during 
the school year. In addition to the colorful event 
described (which you might want to note on your 
character worksheet), additional skills and adjust- 
nents to your bank account may be gained. 

Step 3: Journalism School 
No worthless business major from Harvard for your 
character, no siree! Journalism‘s the ticket to a high- 
paying job, so look out, world. Your character is auto- 
matically enrolled in  the Columbia School of 
lournalism and on the wav to a areat career. Nobodv 

Y 



Pick one skill from the Columbia School of Journal- 
ism skill pool on page 40. Next, roll ld10, adding the 
number of years the character has been in school. If 
the roll is 10 or greater, your character has acquired 
one of those wonderful traits that so endear journal- 
MS to the rest of the world. Roll ld12 to find out just 
what it is. 

Chain smoker 
L Irritating whiner 
3 Insufferably rude 
4 Foul-mouthed 
5 Fast food junkie 
6 One set of clothes 
7 Bad story for everything 
8 Argumentative 
9 Caffeine addic 

10 Slovenly 
11 Egocentric 
12 lnsensitiv 

While your character is learning to be a real journal- 
&, he or she works as an intern at a local paper. This 

you get to add 2 to your character‘s Savings 
nt and then roll ld20 and check on Table 2: 
ism School (on page 31) to see how your char- 

y waste’timewith higher education? Your charac- 
knows evewhing there is to know anyway. Get a 
and earn money-that’s what life is all about!,%, 

at kind of job does your character get? Whenever 
r character comes to Step 4, you need to de&- 

ne your character’s job. If your cbaracter already 
job from the list below, you can automatically 
it or roll randomly for a different one. 
II ld20 and check the table below to find your 

aracter’s current career path. Each job lists the 
ool your character can choose a skill from and the 
dition to his or her Savings Account. Each year 
ur character works, you may add the listed amount 

. .  

Note: It’s truly amazing, at times, the things that 
people wi l l  actually do to survive. A// of  the jo 
described below (save one) am real and were held b 
people the designer knows, so please don’t make fu 
of them. This could happen to you! 

1 McJob: School of Hard Knocks, +1 Savings 
Account 
Chicken Defroster, Night Shift: School of Har 
Knocks, +1 Savings Account 
Game Designer: Conservatory of Secret 
Humanity Was Not Meant to Know, -1 Savin 
Account 
Furniture Sander: Krasnoyorsk Technic 
School Exchange Program, +2 Savings Accoun 
Postal Worker: Louie d i  Chang‘s Dojo an 
Shooting Range, +2 Savings Account 
Department Store Baby Photographer: Forbelit 
School of Celebrity Nude Photography, +2 Sav- 
ings Account 
Just Do What We Tell You and Don’t,Ask Ques- 
tions: CIA University of the Air, +3 Savings 
Account 
Holistic Dental Technician’s Assistant: Sis 
Sarah’s 24-Hour Psychic Hotline and Mi 
Home Study Institute, +3 Savings Account 
Mega-Mall Theater Floorsweeper: G****** 
Tour Guide Training Program, +1 Savin 
Account 
Superbookstore Clerk: World Revisi 
Library, +1 Savings Account 
Highway Surveyor: Lawson’s Absolute Center 
of the Universe School, +2 Savings Account 

, 12 Convention Organizer: Kult College, -2 Sav- 
ings Account 

3 ‘- IRS Slave: Academy of Data Entry Specialists, 
+4 Savings Account 

4 Dormitory Janitor: No skills this year, +1 Sav- 
ings Account 

15 Fishmarket Gopher: San Diego Cryptozoolog’ 
cal Society, +1 Savings Account 

16 Nuclear Weapons Technician: Krasnoyors 
Technical School Exchange Program, +2 Sav- 

11 



17 I 
18 

19 

20 

Door-to-Door Pan Salesman: Institute of the 
Secret Truth, +1 Savings Account 
Junior High language Arts Teacher: Staggering 
Merwin’s School of Debunking, +1 Savings 
Account 
Costumed Theme Park Character: C*******d 
Tour Guide Training Program, +1 Savings 
Account 
Observatory Gift Shop Clerk: Blue Book Tech, 
+1 Savings Account 

%Step 5: The Beach 
Enough with this working stuff already-it’s time for 
fun. After all, there’s always parents and friends to 
sponge from, right? There’s always time to get a job 

‘later. You’re young and durable, and there’s nothing 
stopping you from wasting away in some tropical par- 
adise. 

Your character spends an entire year just slacking. 
Your character doesn‘t study in school or get on-the- 
job training, but does meet some interesting and 
scary people. There’s a lot to be learned from them- 
more than most people might think-the sort of stuff 
that might come in handy later for a tabloid reprter. 

Each year your character spends slacking, choose 
one skill from either Louie di Chang’s Dojo and 
Shooting Range or the School of Hard Knocks. Next, 
subtract 1 from your character’s Savings Account (if 
it’s at 0, then there’s nothing to lose!). Finally, roll 
ld20 and consult Table 4: The Beach (on page 33) to 
find out what happened to your character in that year. 

While working you can also have your character 
attend night school. Night school costs 1 point from 
the character’s Savings Account for each year 
attended. Any school on the skill l is t  can be chosen 
for night school. 

Select one skill from those allowed by your job and 
one skill from those allowed through night school (if 
your character attended it). Then roll ld20 and check 
on Table 3: Work (on page 32) to see what becomes 
of your character next. 



8-~essed Manuscript Reveals 

By JEFF CRUBB 
LONDON--In news that rocked the 

literary world this week, a respected 
expert i n  Shakespearean Studies 
announced that the immortal Bard was 
not the author of such famed plays as 
Romeo und .liilier. t he  Merchuiir of 
Venice .  and Two Women of V~.i-orzn. 
Instead. the txue author was Will’s 
Italian mistrNsss. who was in turn a 
member of B !secret society known as 
“The Chapterhouse.” 

Profesror Janet Vegas of Shade 
Chapel College, near Oxford, made the 
announcement through a literary 
newsletter of Shakespeare aficionados. 
“There have long been suspicions that 
Shakespeare (did not write the works 
attributed to him. and much of the con- 
troversy has centered on such other lit- 
erary talents a 5  Bacon. However, the 
presentation of strong female charac- 
ters such as Portia, Desdemona. and 
Juliet, amongst others, always has 
hinted at a strong female intluence in 
the work. While that i n  itself is  not 
proof of the true identity of the Bard. it 
provided the first clues as to her iden- 

Vegas conducted most of her 
research through what is  called the 
“Supplemental Volumes” of Shake- 
speare’s plays-the few surviving 
rough drafts, contemporary commen- 
tary, and marginal notes for the produc- 
tion. Most are believed to havc been in 
Shakespeare’s own hand, but there are 
entries in :I decidedly graceful, proba- 
bly feminine hand as well. 

“These ‘graceful entries’;’ states 
Vegas, “are as influential on the final 
plays as we know them today as are 
Shakespeare‘s own comments. This 
leads to the conclusion that William 
Shakespeare may have worked at least 
in co-operation with, or being edited 
by, a female hand.” 

The breakthrough occurred with 
Vegas’ discovery in Rome of a number 
of Shakespearean manuscripts done in 
this “graceful hand,” which predated 
the earliest known samples of William 
Shakespeare’s own work. Among the 
manuscripts were a number of letters 
from a Franchesca Bacaros to William 
Shakespeare, including one taking the 
reputed Bard to task for changes made 
to Romeo and Juliet. 

“In Bacaros’ original draft. Juliet 
recovers after Romeo’s death. but does 
not kill herself,” says Vegas. “Instead 
she shames the rival families to make 
peace, and marries Romeo’s youngest 
brother-a minor character who disap- 
pears in the final version-and in that 
marriage establishes herself as the rul- 
ing matriarch. The letter, written but 
apparently never sent, excoriates 
Shakespeare for changing the ending 
of her play.” 

In addition to the letter, the Roman 
find included a new unknown manu- 
script done in a confirmed Shake- 
spearean style but by the “graceful 
hand” of Bacaros. This manuscript. 
called The Chupterhouse, deals with a 
secret society of women who live 
throughout Europe. married to individ- 
uals of power and manipulating them 
in this fashion. A note on the last page 
says, “Do not send-Veritas.” 

‘“Veritas‘ is  Latin for Truth,” 
explains Vegas. “Was Bacaros creating 
a fantasy of a women-dominated soci- 
ety. or revealing a true secret society 
operating i n  the shadow’? If there was 
such a society, what became of it’!” 
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Table 2: Journalism School 
1 

2 
3 

4 

5 

6 

7 

8 

9 

10 

11 

12 

13 

14 

15 

16 

17 

18 

19 

20 

Tired of being a gopher, your character quits without a job prospect. Subtract1 from Savings Account. Choose 1 ski1 
the School of Hard Knocks. G o  to Step 2: College in hopes of a better career. 
Hawaii's not the remains of Atlantis? Character loses job as fact checker,but gains.Research skill. G o  to Step 2: COIL 
That story on poodle-barbecuing cultists was good, but there's no witness protectionprogram for reporters. Character 
gains 1 skill from Kult College, adds 1 to Savings Account, and is Hunted by Cult. Stay in Step 3.: Journalism.Schwl. 
The sexual harassment charge filed againstthe editor doesn't stick, so character is fired in revenge:Character gains Law 
skill, but is blackballed by "real" papers. Go to Step 4: Work.. 
Character's scoop on a FBI operation gives the Mob enough dope to finger the informer and blow him or her away. 
Stricken by guilt, the character quits. Lose 5 points of Psyche. Go to,Step 4: Work. 
The mayor isn't amused by that report that he or she is a cross-dressi,ngnight-club singer. Get assigned the dog pound 
beat-forever. Choose a skill from the School of Hard Knock. Stay in Step 3: Journalism' School. 
Character d i m e r s  publisher is part of a global media conspiracy. O f  course, nobody believes it because the conspiracy 
controls almost everything. Character gains Media Manipulation skill and, oddly enough, becomes Hunted. Hide out at 
Step 5: The Beach. 
Edmr notices the death-.row interview came three days after the execution. Character notices pink dip iwmediatdy. Since 
the character must clearly have supernatural powers, choose 1 skill from Sister Sara's 24-Hour Psychic Hotline and Mind 
Home Study Instkute. Go to Step A:-Work. 
Playing the D&DB game at work doesn't cut it as "reviewing." Character learns RPG Mind Control skill but takes a pay cut. 
Lose 1 point of Savings Account and roll again on this table. 
That confidential memo calling the publisher a "#\@!*&?%" gets posted on the Internet. Character gains Computer skill 
and look  for new jab. Go to Step 4: Work. 
New management takes over paper. Character is part of the "old guard and so getsfired. Character's self-esteem hi@ bot- 
tom. Lose 5 poima of Willpower. Go to Step 5: The Beach. 
Character points out the editor's secretary is also his or her live-in lover. The publisher is not amused. Character gets pro- 
moted. Add 2 to Savings Account and roll on this table again. 
Character prints interview with Xaldar, an honest-to-god Venusian, then discovers it's a hoax. Lose job but.gains Hoaxes 
skill as lesson. Go to Step 4: Work. 
While interviewing the head of the Revealed Church of Thoop-Tor, character sees the light, quits job, and joins cult. 
Chwseone skilkfmm Kult College. Goto Step 5: The Beach. 
Character drinks too much at the office Christmas party and wakes up in Mexico with a spouse and a hangover. Learn Fast 
Talk and gain a Dependent. Go to Step,2:.College to get ahead. 
Killing the neighbor sure livened up a slow news day. With good behavior, character gets out after five years. Choose up to 
5 $kills from the CIA University ofthe Air a d t h e  School of Hard Knock. -2 to Savings Account. Go to Step 5 :  The Bead.. 
The stress of deadlines leads to nervous breakdown. Choose one free skill from the Institute of Secret Truth and lose 5 
points of Psyche. G o  to Step 5 :  The Beaah. 
Character's love writes tell-all book and goes off to fame and fortune, leaving character brokenhearted Lose 5 points of 
Charm, gain 5 points of Psyche. Learn Celebrity Trivia from watching former lover's televised,interviews. It's time to 
improve your writing skills. Go to Step 2: College. 
Hollywood options character's work, so it's off to LA. Too bad they hate the treatment. +4 to Savings Account and gain 
Celebrity Trivia. Stay in Step 3: Journalism School. 
Gallery owner goes ga-ga over character's photos. Take a leave of absence to become an a r t i s h n d  starve. Choose Pho- 
tography or Photo Retouching skill and subtract 1 from Savings Account. Art school might help. Go to Step 2: Collep- 



Table 3: Work 

5 

6 

7 
_I 

8 

9 

10 

T f  
12 

13 

14 

15 

16 

17 

18 

19 

20 

1 . Seeping at work! Charactergets fired. No bonus this Christmas. Go to Step 5: The Beach. 
n goes on strike, but you cross the picket line. Get beaten up for being a scab. +1 to Savings Account, but no nigh 

late-night fun with the photocopier gets posted on the company bulletin board to everyone’s glee but the character’ 
I next year while recuperating. It’s time for a safer line of work. Go.to Step 3: Journalism School. 

se 5 points of Position. Remain in Step 4 Work. 
‘s great! Life’sthe specialist says your character has a month, maybe two left to live. What’s there to do but quit a 
over the world? Too bad that six months later it turns out the quack was reading the x-ray upside down. Go to Step 

The Beach. 
The one-armed man did it-really! The cops aren’t buying it. Your character barely gets away in time and is now Hunt 
by the law for a crime someone else committed, Lose 2 from the character’s Savings Account but immediately gain D 
guise and Survival Instinct. Go to Step 5: The Beach. 
Co-worker loses that big order and artfully shifts blame to your character. The,boss is not pleased. Lose 1 point from Sa 
ings Account. Remain in Step 4: Work. 
Oh my god! Don’t mix those-! The resulting explosion scars your character for life. Lose 10 points of Charm, but add 4 
the character’s Savings Account when the responsible company pays generously for silence. Take the money and go t 
Step 2: College. 
Get hit on the head! Amnesia! Lose one skill (your choice), choose a new nameand start a new life. Go back to Step 1 
Youth and start over. 
OK, the boss has bad taste in clothes, but pointing it out wasn’t a real bright idea--especially in front of the district man 
ager. Go to Step 5: The Beach. 
Co-worker comes in and plays disgruntled postal worker. The business is closed permanently after the tragedy. The scar 
part is that the loon‘s ranting made sense. Your character gains 1 skill from the Institute of Secret Truth or Louie DKhang 
Shooting Range and Dojo, just in case. Go to Step 3: Journalism School so you can expose the TRUTH1 
Your one-night stand was married? To the boss? Photos? Uh-oh. Lose 2 from Savings Account. Remain in Step 4: Work. 
The in-laws were surprised to leain about the marriage. Your character was surprised to learn about the.baby. Gain 
Dependent and remain in Step 4:,Work. 
Quickie marriage, quickie divprce-it seemed like such a perfect deal until the letter from the lawyer arrived. The e 
wants alimony. Halve the character’s Savings Account, .rounding fractions down. Remain in Step 4 Work. 
Hot tip from main office earns character a fortune. Unfortunately, the SEC notices. Character serves 1 year in minimu 
security (no skills gained) and still gets to add 6 to Savings Account. Study in’ your cell and go to Step 2: College. 
Parents sell the house, sell the car, and join a cult. Your character has to move out. Lose 1 from Savings Account but gai 
1 skill from Kult College. Remain in Step 4: Work. 
“Okay, it wenta little over budget. They can‘t fire me, I‘m too important.” True, but they can take it out of your character 
salary. Lose 1 point from Savings Account as a reminder. Remain in Step 4 Work. 
Front office sends character to Fiji branch and then forgets about it. It’s just like being at the beach. Go to Step 5 :  Th 
Beach but don’t 105e any from the Savings Account while there. 
Good job, blaming the other guy! The boss buys it and your character gets promoted. Add 1 to Savings Account. Remai 
in Step 4: Work. 
Boss has a stroke, and your character is chosen to fill the gap. Add 1 to Savings Account. Go to Step 2: College for mo 
training. 
Marrying the owner’s daughter wasn’t such a bad idea after all. You’re now a VP with a Dependent. Add 4 to your Savin 
Account. Remain in Step 4: Work. , 



Table 4: The Beach 
1 
2 

3 

4 

5 

6 
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10 

11 

12 
13 

14 
15 
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17 

18 
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20 

Your character gets agreat tan. Gain Look Good.skill. It's time to improve your love life. Go to S 011 

on Your character meets a really scary person who babbles a lot about secret plots and other things. 
Institute of the Secret Truth. Remain on Step 5: The Beach. 
Tinfoil Ray spends a lot of time explaining those alien mind control satellites. Choose one skill from Blue Book Tech. 
Remain on Step 5: The Beach. 
Your character gets thrown into a Mexican prison, and it takes a year for the family to make bail. Lose 5 points o6Psyche 
and'all of the Savings Account. Gain Self-defense and Observation. Dad wants his money back. Go to Step 4: Work. 
Spend the summer'riding the waves. Your character doesn't learn a thing. Maybe it's time to go to schod. Go to St+ 2: 
College. 
A cyberhead friend introduces you to the world of computers. Choose one skill from the Academy of Data-Entry Special- 
ists and add 2 to your Savings Account by readjusting the state welfare system in your character's fawr2Now you have the 
money to go to Step 3: Journalism School. 
A serious illness and no health insurance leaves your character with a hacking cough, -10 on Fitness, and a Savings 
Account of 0. The thin and pasty look is perfect for being a reporter. Go to Step 3: Journalism School. 
Your character meets another really scary perm'. Choose one skill from the Conservatory of.Secrets Humanity Was.Not 
Meant to Know. Remain on Step 5: The Beach. 
Darn but this cult makes sense! Spend a year in the wilderness with them and gain one skill from Kuh College. Remain on 
Step 5: The Beach. 
Who would've thought those bald-headed chanters would get so mad over a few missing collection boxes? Character i s  
now Hunted by a fringe cult.'Hide out by getting a job. Go 
A guy named Loomis shows your character how to make reall 
business until the heat starts to rise. Add 1 to Savings Accou 
Remain on Step 5 :  The Beach. 
You spend the summer working out. Add 5 to Fitness. Remain 
A motorcycldskate/surf/girl gang insists your charaher hangs with 
Shooting Range or the CIA University of the Air. P.S. Your ch 
A fire destroys your character's possessions and cardboard box. 
That lottery ticket your character found in the street wins big! Headli 
a sign to give up the slacker life. Add 4 to Savings Account and go i 
Sane punks beat the character up and take everyth^mg-which is 
in the Savings Account. Go to Step 4: Work. 
Your character's girlfriendhoyfriend is tired of living with 
points of Psyche or give up the slacker life and go to Step 4 
Your character travels the countrywith 5,000 other neo-hip 
Sister Sara's 24-Hour Psychic Hotline and Mind Home Study Institute: In the end,'you decide to write about the experi: 

Your character.fails in with a bunch of eco-wa'vrior/merty pranksters. Lose eierything in the Savings Account when that 
logging company sues foreverything yourcharacter's got, but choose one skill *om the San Diego Cryptozoological Soci- 
ety. Go to Step 4: Work. 
Hey, it works for others, so why not you? Your character founds a religion, thereby angering rival cclltists. The religion 

aracter runs a small bl 

emce. Go to Step 3: Journalism School. .. . 

College. You ncedmore 
-1- 

i .. bombs, but the character is now Hunted. Gain one point to Sa ' 

skills to get the message out, so go to Step 3: Journalism Scho 

I -- 
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“Well,” the old editor drawls, ”you might just do. Jell 
you what-yer hired. Congratulations and welcome 
aboard. Call me Eddie.’’ Tossing your r6sum’ back on 
the desk, the editor-in-chief smiles and,thrusts his 
hand out to you. You‘ve done it! You‘ve got the job. 
“Now let’s talk salary.” 

lollar and cent earned. First off, the paper will cover 
.nost of your character’s reasonable expenses. Need a 
plane ticket to Papua for that UFO story? Just con- 
vince the Editor to foot the bill. Car get squashed by a 
dinosaur? File a claim with the company insurance, 
and you might even get it paid. Sure, the boss will be 
angry, but the money won’t come out of your charac- 
.e& pocket. 

For those things that have to be bought, characters 
nave Resource ratings. The rating pools everything 

Secret Lottery Numbers are 
Your Path to Riches 

ust like folks in the real world, your character in 
the TABLOID! universe has to have money. There 
are all sorts of mundane things your character 
mds to manage in life: paper, batteries, coffee filters, 

parking meter change, magnets, underwear, and 
(hopefully) soap. Unfortunately for the percentage of 
the population that are not accountants, balancing 
the checkbook is not fun. 

Therefore, the TABLOID! universe ignores all this. 
Your character does not have to keep track of every 

T 
together-mostly the character’s salary and savings. 
To find your character’s Resource rating, roll ld4  and 
add the Savings Account number y w  got from creat- 
ing your character. That’s your character’s Resource 
rating. 

Resource Rating living Conditions 
0 Are you kidding? 

1 -2 fleabag hotel and handouts 
3 4  Parent’s basement 
5-6 <Apartment with roommates 
6-9 Private apartment 

10-12 Rented house 
13-1 6 Condo 
17+ Own house 

The Resource rating means you don’t have to 
track of every dime your character earns. This is 
game for accountants. Most things you need t 
(food, clothes, housing and the like) are covered by 
your Resource rating. Other things that might come 
up you just pay for out of your pocket. Don’t worry. 
Your Editor has the rules on-this. All you need to 
remember is that high Resource ratings are better 
than low ones. 

Your character’s Resource rating isn’t fixed either. It 
can go up or down. Buy a lot of expensive things, and 
it goes down. File a gmd story that gets a bonus, and 
it goes up. Your character might even become rich as 
a TABLOID! reporter-but don‘t count OR it. 

“I just hope you‘re tough enough,“ Eddie the editor 
adds ominously. ”Being a reporter for this rag’s no 



I 
‘ I  I Woman Survives Plunge 

From Sears Tower 
That’s life in a tabloid world. All sorts of amazing 
things can happen to people, and they just don’t die. 
Of course, tabloids also print lots of stories about 
people and animals who die in really unusual and 
bizarre ways. To survive in the TABLOID! universe, 

ur character has to be tough. 
Like all AMAZING ENGINE characters, your 
orter has Stamina and Body points. Stamina points 

are equal to 114 of combined Reflexes and Will- 

! 

from incredible heights, Bigfoot attacks, even drown- 
ings in puddles. Your character should be cautious 
when nosing around the strange and unusual. These 
things can have nasty lethality ratings. 

A good guideline for reporters to remember is that 
death makes good copy. That means that in the 
TABLOID! universe, really lethal things are the spec- 
tacular, headline-grabbing ways to go. Things like 
REPORTER DROWNS IN VAT Of BANANA PUD- 
DING or VAMPIRE STAKES REPORTER. Now that’s 
going out in style! 

Just like the people in the papers, your reporter can 
die. It‘s not easy, but it can be done. 

power, rounded down. Body points are equal to 1/10 
Fitness, rounded down. A character with a Fitness of 
59, Reflexes of 61, and Willpower of 65 has 31 Sta- 
mina points ([61 + 65 = 1261 + 4 = 31.5) and 5 Body 
points (59 + 10= 5.9). 

Looking at your character‘s Body points, you might 
think, “This poor sucker’s doomed.” 5, 6, or 7 points 
doesn’t seem like much. You’re right-it isn’t, so it i s  a 
good thing that guns, knives, and most “normal” 
weapons have a lethality rating of 0. These things 
don’t do Body damage. Almost all the normal ways 
your character can get hurt do nothing but Stamina 
point damage. A reporter can take a lot of punish- 
ment, go get some sleep, and come back in fine figh*- 
ing style. 

However, nobody i s  immortal-well, exc+ 
maybe for ancient mummified pharaohs, certain pre- 
sumed-dead rock stars, and Hitler. Your character can 
die. The most common way is  when your character 
reaches 0 Stamina points and, of course, falls down 
unconscious. If the bad guys-the mob of outraged 
E***s worshippers, for examplekeep beating the 
character, any further damage caused comes right off 
of Body points. Reach 0 Body points, and your char- 
acter &.dead, kaput, out of the adventure. Smart char- 
acters make peace, surrender, OG r 
they pass out. 

There are ways for your character 
lose all Body poi& while still havhg lots of Sta 
Most of these are weird, unusual, and outright fantas- 
tic-alien death rays, failed brain transplants, falls 

Surgeon Invents Male/ 
Female Afro/AsiadAnglo/ 
Aboriginal Weight Loss 
Program 
By now you may have noticed a few things unan- 
swered about your character-little questions, like 
whether the PC’s male or female? Other people get 
hung up on whether their character i s  supposed to be 
right or I+ handed. Well, guess what? We don’t care! 
You get to.complete the picture of your character just 
the way you want-sex,. height, hair color, weight, 
nationality, and any bad habits we haven’t already 
saddled your character with. 

A piece of good advice is that no matter how exotic 
you want to make your character, he or she sti l l  has to 
fit into a more-or-less normal society. Reporters who 
are so strange that they are news stories themselves 
aren’t going to work well in the TABLOID! universe. 

Secondly, although your,characters can be any 
nationality, it’s assumed they speak the language the 
paper’s printed in. Sure, you can have a male, Alban- 
ian ex-war correspondent and photo-journa1ist;but if 
he’s working in the USA, it’s assumed he speaks and 
writes in English. Of course, Albanian players may 
want to assume the exact opposite. The same‘holds 
true for French-, German-, Japane 
base 
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By KAREN S. BOOMCARDEN base, much higher than our own; but a Atlantean text. “gee these symbolst 
Never mind those quacks who claim technologically superior society We don’t h o w  whht they meh-pee 

they’re the ones flattening fields of doesn’t preclude the existence of prac- haps they’re mathematical or alchemi- 
corn (what we call wheat) in Engl tical jokers!” The prof then displayed a cal-but the shapes are st 
The real culprits are time-trave diagram of a “crystal mechanism,” the similar to some of the more 
Atlanteans, exercising their love of pat- very gizmo the prof purports to be the cated c h p  ‘ckles,’ the ones that com- 
terns and practical jokes! instrument of destruction responslble bme itb other geometric €arms 

Professor Aloysius X. Axelrod of for the designs in fields across Wilt- and 
the Centre for Respoasible Occult shire. Why is Wiltshire a favorite spot $ox 
Problem Solving (CR0PS)zan his “One of my esteemed colleagues has these merry pranksters? ‘‘I think it’s &e. 
hypothesis up the metaphorical flag- put fofor(b.the ‘plasma vortex’ bypothe- proximity to Stonehenge, personally. I 
pole at the recent oddity investigators’ sis, wherein a column of extremely mean, for all we know they helped 
trade show in Felsingham. Based on fast-spinning air forces the corn dawn build that, too; maybe they just like the 
ancient writings ostensibly from an and effectively acts like a laser, but area for its natural beauty. But hon- 
Atlantean library, Al’s claim points to withouthe heat, resulting in the clean estly, I do think h a t  Stonehenge has 
the-travelers who are just getting their . edges on the shapes,” explained Prof. something tu do with their attraction.” 
kicks cut of making pretty patterns in Axelrod. “My research, conducted And how was Prokssor Axelmd‘s 
farmers’ fieldsand then watching the concurrently and separately, led me to hypothesis received by the attendees? 
hubbub they’ve caused. a similar conclusion; but mine involved “There wasn’t a great deal of interest, 

“This entry in a journal shows dia- crystal power, not forced air.” He but that doesn’t b u n t  me in the least:’ 
grams of flight patterns that would ~ chuckled, “As if someone’s heating be admitted. “It’s the time traveling 
result in some of these shapes found in system could be responsible for this!” part they’re having trouble with. Onoe I 
Wiltshire. We know that Atlanteans Further proof, the prof insists, is can explain that, I think I’mchone 
had a highly-evolved technological found in the pages of another purported free.” 
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How the %*$& Do You Know mat?- 
~ + I 

I 
Well, YOU got the job! In fact Eddie the editor wash nent couldn't helo vour friend's. and vour friend's , -  
no time at  pointing you m a desk. T h a t  on& you's, 
he barks. "Now getgoing andget me some stories!" 

In a few cases, an enhancement i s  listed elsewhere 
as its own skill. If you choose it this way, your charac- -' hniit Eninrr Get A Degree Wit..--. ywuL Y 

to College 
kills are the 
game, and S never know 

heart of every AMAZING EN 
TABLOID! i s  no exception. 
when your character may have 

fix the office coffee maker or analyze those bu 
marks in the cornfield. Without the right skills, yo 
character i s  going to be up the creek without a kayak, 
much less a paddle. 

The System Guide of this book explained how ski& 
are organized and used, and~there is  really not much 
to add to the rules for skills. This section lists the skills 
your character can have and explains each as much 
as is necessary for play. Sone skills may have addi- 
tional rules covering their use. When needed, these 
are explained in the skill description. 

Enhancements. 
Many of the skills in the TABLOID! l ist are enhance- 
ments of some broader field of knowledge. In this 
game, enhancements give a +10 to the character's 
ability score when the enhancement applies. The 
trick i s  knowing when it applies. 

Maybe you've noticed that the same skill i s  listed as 
an enhancement under more than one heading-JFK 
Assassination Conspiracies, for example. In each 
case, the bonus only applies when the enhancement 
relates to the broader skill. 

For example, your character i s  well-read on the ii 
lateralist Commission skill. Later on, you add the jFK 
Assassination Conspiracies enhancement. The +1Q 
lionus only applies to how the Trilateralist Commis- 
sion may have been involved in JFK's death. Another 
player might have a character choose THE CONSPIR- 
ACY and jFK Assassination Conspiracies. That charac- 
ter's bonus only applies to questions about how THE 
CONSPIRACY did IFK irl. Your character's enhance- 

I + 
I 
~ 

I 

Hubby Drives Wife:,Mad 
"hen He Won't Shut Up 
Skills break down into two big categories-those that 
let your character do something and those that let 
him or her just know things. The first have rules about 
what your character can do and how to do it. For 
convenience, these are called useful skills. 

The latter are called knowledge skills and atepretty 
useless in real life. Knowledge skills let your character 
know lots of facts about something, but don't actually 
allow a character to build. fix. shoot. or ooerate 

is to know about UFO kidnappings-dates, places, 
names, and circumstances-but what good that 
knowledge does is  a roleplaying issue.,Of course, for 
a tabloid reporter, knowing such facts can mean all 
the difference in filing a great story. 

Tot Plays Mozart at Birth! 

I ,  

ouldn'hhelp yours. Each character has the same 
ata, but they don't agree on who was responsible. 

ter doesn't get the'+ld bonus, but isn'tlihited to just 
lanation. Choqe the skill jFK Assassination 
des and your character has studied them all, 

not just how'the Trilateralist Commission or THE 
CONSPIRACY was involved. 

, ,  

something. If your character has Alien Abduction, a 
knowledge skill, he or shemay know everything there 

, ", 
knows, only the things es.pecially useful ' 
TABLOID! universe. Of course, your character 

The skill l is t  doesn't cover evervthinr! vour character 9 7 - h  

Write an articli 
Type. 

Me don't want to make things too diffici 
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By JEFF CRUBB 
BRAZIL-Frightened loggers wnrk- 

ing deep in the Brazilian rain forest 
awoke to a terrifying discovery last 
month as their camp was leveled by a 
juggernaut of death, the most bizarre 
chapter in the Fuerher’s continued 
plans of world domination. 

“It was bloody horrible!” said an 
Australian engineer on the scene, ‘9t 
was like something ont of WWII-a 
huge tank mounted with big guns and a 
flame-thrower. It barreled into the 
camp l i e  lightning, everything blazing 
at once! The flame-thrower destroyed 
our supplies, and the guns drove the 
workers off. A few of my mates were 
caught in their bunks when the tank 
rolled over their tents-poor sods.” 

The camp was destroyed in minutes 
and the mystery tank, moving with sur- 
prising speed and agility, disappeared 
as quickly as it came. The loggers sus- 
pected some form of ecological or  
national terrorist group, but the attack 
remained a mystery until recently. 

A headless body in a German offi- 
cer’s uniform was recently fished out 
of the nearby Rio das Moms river, and 

papers on that body tell a horrific tale 
of insane science and the long-term 
plans of Adolf Hitler, still ative after all 
these years. 

The papers, now under investigation 
by a joint committee of American, 
British, and Israeli intelligence agen- 
cies, indicate that ,Hitler’s body failed 
him in 1974, following a bitter internal 
power struggle among the surviving 
Nazis with rival Martin Boorman 
which left the head Nazi’s former 
lackey dead. Using Nazi super-science 
developed since the last years of the 
war, Der Fuerher’s brain was removed 
and transplanted into a mechanical 
device. This early device was little 
more than a complicated life support 
system which occupied baK a room, 
and while allowing Der Fuerber to 
communicate with his minions, denied 
him true mobility. j l  

That has changed with the develop- 
ment of a mobile robot-tank body 
which turns the former German leader 
into a living Panzer tank. The frame- 
work of this body was built on the old 
German super-tank known as the 
Olipbant, which was developed during 

the war but never put into production. 
Hitler’s robot brain was implanted in 
the heavy tank, turnins him into a liv- 
ing weapon. It is believed that the log- 
gers were working too close to a secret 
Nazi training facilitji: and Der Fnerher- 
panzer was dispatched to destroy them. 

“The unification of man and machine 
is in keeping with Hitler’s-own pen- 
sonal views and ambitions,” says Prof. 
Andrew Volks of the German UniveS- 
sity of Buenos Aires, “Hitler always 
considered himseM to be the ultimate 
leader of his troops, and his poor pet.- 
formance in the First Wodd War(when 
he rose only to the lotvly rank of Cor- 
poral) always haunted him. He sees 
himself as a shining knight a t  the head 
of an Aryan army. With such a weapon 
grafted to his brain, he has the opportu- 
nity to be that armored knight. I shnd- 
der to think of the horrifying 
consequences.” 

A joint alliance of intelligence teams 
is currently attempting to determine the 
whereabuts and ab 
Hitler-tank and dispatch a team of 
agents to destroy this threat to democ- 
racy. 
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Table 5: Skill 
Pools 
Academy of Data-Entw 

Phone Phreaking kea) 

Blue So& Tekh 
Aliens (Lea) 

Alien Abduction 
Ancient Astronauts* 

Astronomy (Lea) 
Cattle Mutilations (Lea) 

Men in Black* 
Crop Circles (Lea) 
Face on Mars (In%) 
UFO Groups (Lea) 

CIA University of the Ai 
Army Mind Contrd (Wil, 
Bribery (Psy) 
Disguise (Cha) 

Impersonate (Cha) 
Electronic Eavesdwpping (Lea) 
Foreign Language (Lea) 
Lock Picking (Re0 
Observation (Psy) 

Photography (Int) 
Smuggle (Int) 

Lip Reading (&a) 

Columbia School of Journalism 
Current Events Program 
Journalism (In 

C*******d Tour Guide Training 

E***s P*****y: Living, Dead, 
Badgering Returned (Lea) 

I _  

Law (Lea) 
Libel (Lea) 
Deal with Attorneys (Po 

Research (Lea) 
Source (Cha) 

Dead Rock Stars* 
Dead Movie Stars- . 
O t k r  Dead People* 

of the Secret Truth 
Shorthand (Ref) Army Mind Control ( 

Hauntings (Int) 

JFK Assassination Conspi, 
Possession/Exorcism (Wil) : ' ~ , , #  

Stigmata* ' Media Manipulation (Psy) 
Spontaneous Human Combus- Trilateralist Commission* 

tion (Lea) JFK Assassination Conspirac 
Vanishings (Lea) 

Alien Abduction* Media Manipulation (Psy) 
Supernatural Disappear- Moongate (Lea) 

ances* Media Manipulation ( 
Voodoo (Psy) idateralist Comm.ission - .  

Curses (Wil) Freemasons* 
Mummies* JFK Assassination Cons 
Zombies* 

Forbert School of CelebrEty 
Nude Photography Media Manipulation (Psy) 
Celebrity Trivia (Lea) Secular Humanism* 
Photography (Int) PG Mind Control (Wi 

Video Camera (Int) 
Paparazzi* 
Darkroom (Lea) 

Smug Liberalism (Pos) 

Photo Retouching* 



Krasmyorsk Technical School San Diego Cryptozoological Staggering Merwin’s School o 
ExchangeProgram I Society 
Mechanics (Int) I .‘ ( i  Oinosaurs (Lea) 

Auto Repair (Int) . .  Nessie* 
Fix Coffee Machine* 
Gadget (Int) ’ ’ . AbominableSnowman* 
Use Fax Machi.ne* 
Way with Machines (Psy) 

Weird Science Lea ~  mothm men (Lea) 
Alchemy (Ps ‘Jessie (Lea) 
Clones’ Other LakdSea Monsters* 
Medical M i r  
Perpetual Motion* School of Hard Knocks Hitler (Lea) 
UFO Tech’ Boozing (Fit) Nazis* 

Missing Link (Lea) 

World Revisionist Librar 
,. , 

Driving (Re9 JFK (Int) 
Kult College Bush Pilot (Lea) IFK Assassination ConsDiracies 
Neo-Paganism (Int) Dumpster Diving (Int) 

New-Age Messiahs* , .  ast Tafk (Cha) 
Old-Fashioned Messiahs (Lea) .. Poker Face (Wil l  
S***nic Lore flnt) Hide (Int) 
Voodoo (Psy) Sneak (Re9 
UFO Groups (Lea) 

lawson’s Absolute Center of the 
Universe School. .. 

Flat Earth (Int) 
Hollow Earth . .  

Inner Earth (In Acupuncture (Lea) 
Power Sites (P 
Russia (Int) Astrology (Int) 

Look Good (Cha) 
Trivia (Lea) 

Sister Sara’s 24-Hour Rychic 
Hotline and Mind Home Study 
Institute , 

Etheric Surgery (Psy) 

Tunguska* rhanneling (Psy) , ,’ 

The Rest of Siberia* Find Native Guide (Psy) 
Crystals (Int) 
Handwriting Analysis (Int) Louie di Chang’s Rojo.and 

Shooting Range Hypnotism (Wil) 
First Aid (Int) Firewalking (Wil) 
Pistol (Re9 Psychic Awareness (Psy) 
Rifle (Re9 Hunch (Psy) 
Self-Defense (Fit) Dumb Luck (Psy) 

Tri-Ambidextrous (Re9 Survival Instinct (Wil) 
ESP (Psy) 

(Lea) 
Lost Tribes (Int) 



harmless,md antidotedo WB 

course, yam Editor i s  going to r 
foryou. Wur character doesn't kno 

Complete Skill Descriptions 
All in One Place! 

failuremtil it's too late. 
.klii?ns.(L&). Aliens-the 
tal,bng cab drivers with s 
Wefretalking real aliens, 

, ,,meet them every day. Rea 

All the skills lisfeckin the schdols on Table 5: Skill 
Pools are described in this section. Some ski41 
descriptions present ne$l rdl@pwhile others are sim- 
ple explanations of what the SMll is. Of course, some 
of these skills are' not exactly obvious-like what the 
heck is  THE CONSPIRACY anyway? Is it really a good 
idea to know? . ,  

EnhancementsSor.skills.are~'explained within the 
skill's main description, especially for all the cons@- ' 4bswell;Arizona. 
acy related items. The same enhancement may be 
described several times, again, especially for the con- 
spiracy related items. After aU; people can talk about 
the same thing and sti l l  riot Be talking about the same 
thing. 

Acupuncture (Lea). In case you chose this skill and 
didn't know what it was, acupuncture is the ancient 
Asian art of sticking needles into people to kill the 
pain, a perfectly logical approach to the problem. It 
might also stop smoking, reduce appetite, and cure 
allergies--or it might not. Your character p r o M l y  
knows a lot more about acupuncture than, yo&&., Ik 
fact, your character can even do it to others by mak- 
ing a successful skill check. If the check succeeds, the 
needles can be used to restore 1 d6 points of Stamina 
damage, induce restful sleep, or help anofher charac- 
ter overcome mental attacks (like pain) by addkg 10 
points to the patient's resistance. Of course, there is 
the possibility that your character will get it wrong. 
This causes no damage but i s  not much fun to'think 
about. histori6alirecords to fi 
Alchemy (Psy). Alchemy is  the ancient art that pre- visitingancient cultures. This includes 
dated chemistry. Nobody then or now really knew .:Mayam:~cat$ings of anci 
what it was all about, but everybody who learns it .linWare actually landin 
tries to change lead into gqld.,, Yqr,character can't do mids.:were energy trans 
that, but can take a shot at brewhg'strange potion& Your character has read eveiy 
poisons, antidotes, and really nifty mixed drinks. If wrote.' 
the check i s  successful, your character gets the Army Mind Control (WI~). For those that didn't know, 
desired effect. Otherwise, the result tends to be about the Army conducted secret mi,nd control tests in the 
the opposite. Mixed drinks taste hideous, poisons are '50s and '60s. Most of these involved drugs like LSD 

' 

' Yawcharacter's taken up theiatudy~mf~a'liens a d  
cad spout,dll sorts of facts about them'lon a swcess- 
ful ability check), facts like: 

The government's been hidingpa, 
*. 

lue Book was actually a sc 
ent to locate and 

' ."tactees. 
:' . j 4 .Mast'afikns tend to be sho 
: b:ig eyes and silvery skin. 

probably just their spare suits. ' . 

Wkh th,is skill, your character cad&&np&e.e)rsluv? 
' n& reports and data to known UFO s i g b ~ ~ , ~ p d f -  

bly we2.ding out obvious hoaxes. vb-d~ch~&tbtt?an 
also'make inteies 
ALIEN ABDUCTION* 
&br&&?n on th 

are&efFitent that most people 
wi,@frorn their mind. Memo 
.dreamri and throu 
,6f a1ien:'examinationi and even operatic& wk.& 

, . 

. ' 
' 

it& Was implanted into their brai 
urse, far from reliable w i tnesk  ;h 

mbny% covered up or isno 
.. .ANCIENTASTRONAUTS*. Yo& 



and brain-washing techniques. The military denies all 
of it, but inside sources say the program was aban- 
doned because it didn’t work very well anyway. 

One advantage of all this knowledge is that your 
character gains a +10 bonus to resist mental attacks 
like hypnotism because he or she knows what they’re 
up to. 
Astrology (Int). Your character can cast horoscopes 
and has a legitimate reason to ask ”What’s your sign?” 
The horoscopes are, of course, perfectly accurate. 
Astronomy (Lea). Your character remembered what 
was taught in science class and can sti l l  identify con- 
stellations and know when somebody is spouting 
bunk about outer space. Stil l , it requires an ability 
check to see if your character’s memory is right. 
Atlantis (Lea). Bless an obsessive mind, but your 
character’s gone and read everything there is  about 
Atlantis. He or she knows about Thera (the “histori- 
cal” Atlantis), the ”real” Atlantis out in the Atlantic 
(why do you think they named it that?), how the 
Flood was caused by the sinking of Atlantis, and sev- 
eral other Atlanti. He or she knows about Atlantean 
super-science and wants to know more about the 
degenerate practices that led to their downfall. 
ANCIENT ASTRONAUTS*. Your character’s version of 
ancient astronauts all involve Atlantis, which conve- 
niently sank without a trace. That notwithstanding, 
the Atlanteans were really a race of beautiful aliens 
who settled Egypt, Africa, Polynesia, and/or the 
Americas (take your pick). The men might have been 
really ugly and cruel, but the women were beautiful 
at any rate. 
Mu’. What’s Atlantis without its’sister sunken conti- 
nent Mu? It supposedly sank in the Pacific when the 
great caverns beneath it collapsed. Your character can 
argue endlessly with other sunken-worlders about 
which came first, Atlantis or Mu, and who had tele- 
pathic powers, Mu-ites or Lemurians. 
LEMURFA”. Of course, it stands to reason that since the 
oceans are so big, there’s plenty of room for another 
sunken continent-this one’s called Lemuria. There is 
not much known about this place, except that it was 
responsible for lemurs being all over the globe. Your 
character knows about Lemuria, the telepathic pow- 

ers of its people, and the fact that they’re sti l l  around 
today-mentally communicating with ordinary folks! 
Auto Repair (Int). Your character can fix cars with 
tools and a successful skill check. If the reporter 
career doesn‘t pan out, the character could always get 
a job in a garage. 
Badgering (Pos). The real secret to good reporting is 
to get people to say what they don’t want to. Badger- 
ing eyewitnesses until they screw up and blurt out a 
juicy quote is a good way to do this. Your character 
has to make an ability check to try to intimidate, cow, 
and otherwise browbeat eyewitnesses, suspects, and 
“unnamed sources” into talking. 

To see if Badgering succeeds, first try to do it with- 
out rolling any dice. If you can fluster the Editor with 
a constant barrage of questions and comments, then 
you’ve “badgered the witness. The Editor has to give 
you a quote or tip at that point. (Editors-be fair and 
admit when you’ve been had!) If you have to roll 
dice, roll against your character’s Position. If the other 
guy has a greater Position, the chance of success i s  
halved-the target’s not likely to be buffaloed by your 
character. If your character’s got some good dirt to 
use as a threat, don’t use Badgering at all. At that 
stage you’re into the fine line of blackmail. Role PI=., 
the encounter. 

If the check succeeds, your target blurts out some- 
thing that will at least make a good quote if not pro- 
vide some real info for the story. Otherwise, he or she 
realizes what your character is up to and shuts up like 
a clam. I :t 
Boozing (Fit). Yes, the designer of this game knouir;r 
this IS not a socially acceptable talent, but this is sup- 
posed to be a sillygame, so relax. This is just what it 
sounds like. After years of practice, your character 
has learned to drink like a fish. In any situation where 
the Editor would rule a normal character drunk, you 
can make a check against Fitness to see if your char- 
acter can avoid any adverse affects. Boozing is  good 
fod loosening up hostile sources and drinking your 
enemies under the table. 
Bribery (Psy). Yes, the designer knows that this, 
one of those morally thin kinds of skills. It’s 
game, so quit bothering him about it, 



When your ~harecter pa& 
this skit1 a l l m  an accurate, 
Npc is bribable 

There are’some irnporta 
aM.bribery. .First Off,,,.aot 

:in the paper, or someth 
tion. Third, blackmail is 
only allows an estim 
out just what’s too Rxrc 
SO how isthe.EditoT 

the player chatitkters-waR 
what the Air Force is. M i n  I 

on a h m i s e ~ a d c a ~  yo” 
extra cash wodd realty help,out, bur yw”reako’un 

tors, and you realty hate 
kall worth to ybu? As much a&e 

when other things get extremewith your character+ 
like when W UFOs want,* pl 
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to their own ends. Nobody who i s  not part of THE 
CONSPIRACY knows exactly what the aims of THE 
CONSPIRACY are. Some say it's power and wealth, 
others believe the leaders of THE CONSPIRACY are 
keeping humanity from reaching its potential of full 
enlightenment. It may be that the leaders are actually 
aliens from another world, cultivating humans as a 
slave population. It may be the leaders just don 
to share the truth about the secrets they know. 

One of the neat things about THE CONSPI 
that it's impossible to disprove that they exist. They 

quickly laughed down by their lackeys in the press. 
Their manipulation of public opinion ensur 
only people who know the truth are b 

! j  crackpots, lunatics, or-gasptabloid rep 
II  

CY. In fact, THE CON- 

1 control everything, therefore any proof about them is  

THE CONSPIRACY skill lets your character in on 
'he secret plot against the rest of the world. By h o w -  
ing, your character becomes a potential enemy of 
THE CONSPIRACY, so it's wise not to say t 
3n a successful skill check, your characte 
:he hidden hand of THE CONSPIRACY'S agents in all 
sorts of world events and strange phenomena. 
certainly useful for coming.up'with a story 
dthough writing it could get your character killed! 
~ R M Y  MIND CONTROL*. Your character.knows that all 

ain-washing experiments in the 1950s 
work of THE CONSPIRACY perfecting 

and how they relate toTHE CONSPIRACY. A skill 
check is needed to remember truly obscure informa- 
tion. 
Creationism (Int). Creationism says that if evoluti 
can be a scientific theory, then the biblical story 
creation can be, too. Your character has studied t 

thoughts beamed into one's brain. 
Because of all this accurate knowledge, your char- 

acter $ins a +IO to resist all attempts at mental con- 
trol by others. Of course, anybody who tries this on 
your character i s  probably part of THE CONSPIRACY. 
BERMUDA T R l A N c d * .  Sometimes even THE CWSPIR- 
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I Frankenstein's Creation 
Discovered at North 
Pole; Escapes Vowinfl 
Venfleance Against 
Hapless Humanity 
By ROGER E. MOORE 

OSLO-A Russian icebreaker last 
month discovered evidence that 
Frankenstein's Monster, long thought 
the creation of English novelist Mary 
Wollstonecraft Shelley, actually exists 
and is at large in the world today-a 
multiple murderer determined to 
desaoy humankind! 

The icebreaker found €he refdams of 
a Norwegian ship, locked in the polar 
ice $ifice 1921, with the bodies of five 



ship’s log revealed that most of the 
crew had fled the vessel after thawing 
out a “enormous man” they had dug 
out of the ice. The description of the 
man closely matches that of the mon- 
ster, as related by Mary Shelley in her 
novel, Frankenstein. The Norwegian 
ship’s crew apparently recognized this 
as well, though they first thought they 
had found one of the ice-dwelling 
giants spoken of in old Norse mythol- 
ogy. 

The eight-foot-tall, frozen man was 
described as “hideous beyond night- 
mares,” its limbs once obviously 
stitched together hut healed over. It lay 
next to the remains of a dog sled and 
some unidentified supplies. The “man” 
was pronounced dead by the ship’s 
doctor, hut appears to have been 
revived by two sailors who used the 
ship’s electrical generators to bring the 
beast to life. Why they did so is not 
known, though it may have been as a 
prank or from curiosity. The dead crew- 
men found aboard the vessel had been 
killed by blows from a blunt object. No 
trace of the monster or eight missing 
crewmen were found. The Norwegian 
vessel, crushed by the ice, was lost 
when the ice around it  broke apart 
shortly after the arrival of the ice- 
breaker. 

Speaking under condition of 
anonymity, a Russian seaman from the 
icebreaker talked with a vacationing 
reporter in St. Petershurg and revealed 
the whole story. The reporter, who was 
investigating UFO reports from Russia 
and Ukraine, said the sailor was greatly 
shaken by his experience. “We knew 
about Frankenstein from the movies,” 
said the sailor, mistakenly calling the 
creature by the name of its creator-a 

common error. “We had no idea it was 
real. The log said that the monster 
cried that it would destroy all men 
everywhere. It could have escaped 
south across the ice until it reached the 
northern coast of Russia or Scandi- 
navia. Where it went from there, no 
one knows. I pray that it fell through 
the ice and drowned.” 

The Russian government has said 
nothing about the find, and no other 
details from the Norwegian logbook 
have been revealed. The Norwegian 
government says it has no information 
about a ship lost in Arctic waters since 
1921, though it states that many ships 
have been lost there over the years 
because of the dangers of the ice, 
including floating icebergs. 

How Mary Shelley originally came 
by the information on the monster’s 
existence is not clear. The original 
novel, first published in 1818, is writ- 
ten as if from the papers of Robert 
Walton, an Arctic explorer in the eight- 
eenth century. According to the book, 
Walton met Dr. Victor Frankenstein, 
who was rescued while pursuing the 
monster toward the North Pole. Dr. 
Frankenstein died of exposure, while 
the monster escaped. 

H. Lloyd Arhuthnot, editor of the 
newsletter Tales of the Godless Hea- 
thens Monthly, has collected some 
unusual legends circulating among 
inhabitants of Siberia before World 
War 11. Those who live in this frozen 
land say that an ugly “giant” passed 
through some villages, killing livestock 
for food as it went on south. Details on 
this event were lost during Stalin’s 
reign, and their connection to the 
escape of the monster can only he sup- 
posed. 

We contacted a professor of English 
literature from Weehauken Technical 
Academy, New Jersey, who asked to 
remain anonymous. “If this is truly 
Shelley’s monster,” he said, “then a ter- 
rible force has been unleashed on the 
world. We know of Frankenstein’s 
monster only from Boris Karloff 
movies, bntthe original monster was a 
literate genius and spoke many lan- 
guages fluently. Its face was so horrible 
that men would flee from it in terror, 
and it was tremendously powerful. It 
could do anything that it set out to do. 
And I’m afraid that the one thing it cer- 
tainly meant to do, according to Mary 
Shelley, was to destroy humanity for 
giving it life and then trying to destroy 
it. You can’t help hut pity the thing, 
even though yon know that it must now 
he completely evil. 

“Worse, this case opens up the possi- 
bility that some of the other ‘monster 
tales’ we’ve all’knbwn are actually 
true. Vampires, werewolves, and worse 
might actually exist, heaven forbid. I 
wouldn’t like to meet up with the real 
Count Dracula! And if the means to 
create Frankenstein’s monster were 
real, then alchemy must be real as well, 
only poorly explored. Maybe science 
took a turn at some point and missed 
exploring a whole world of strange 
laws-a world of magic, date I say.” 

The professor laughed nervously 
then and said, “You know, this sounds 
terrible to say, hut I certainly hope 
there are no living relatives of Doctor 
Frankenstein m u n d  tcday. If this mon- 
ster is indeed alive, the public will be 
certain to have any Frankensteins 
burned at the stake-assuming, of 
course, that the monster does not catch 
those relatives first. I wish them luck.” 



examine suspicious cereal stompings and pronounce 
the cause. The usual suspects are natural phenomena 
(like tornadoes and dust devils), animals, hoaxes, 
and, of course, UFOs. Furthermore, the character can 
tell just ordinary landing marks from more elaborate 
symbolic messages that the aliens leave behind, like 
“We want your wheat.” Al l  i t requiresto do these 
things is a successful skill check. 
Crystals (IN. Your character knows that crystals are 
the harmonic power of the universe. Your character 
knows al l  the secrets of crystal power that are cur- 
rently in vogue-without even making a skill check! 
Furthermore, your character can use crystals in many 
ways by passing a skill check, including sharpening 
razor blades, restoring harmonic balance, re-energiz- 
ing people (regaining 1 Stamina point once per da) 
and transmitting crystal “energy” through the ethc 
Too bad nobody has found a way to make it power 
your radio. 
Current Events (Lea). Your character, perhaps want- 
ing to someday be a real reporter, keeps close tabs on 
world events. Anytime there is a need to remember 
just why the Tamils in Sri Lanka are at war with the 
government (or any other detail of world news), your 
character needs only make a successful Learning 
check to come up with the answer. 
Curses (Mi). No, this is not the art of swearing cre- 
atively-that’s lefi to you, the player. This skill is  the 
dark and evil k w l e d g e  of hexes, the evil eye, and 
calling down bad luck on others. With a successful 
skill check, your character can spot those whose livl 
are clouded by a curse, identify a real curse from 
harmless prank, and resist the attempts of others to 
curse your character. 

If your skill check i s  equal to or less than half your 
character’s Willpower, you know what must be done 
to break a given curse. Your character can even try to 
fashion a curse to affect another. Such curses can 
only be annoying, little things-itches, sneezes, h i c  
cups, forgetfulness, and bad luck(-5 to all die roll&. 
Creating a curse is bard-the chance of success is 
only l/lOth of the character’s Willpower check. If the 
check fails, the character cannot try to curse the same 
target again. 

Darkroom (Lea). Your character is trained in photo- 

properly. 
PHOTO RETOUCHING*. With this enhancement, 

successful, the job’s good enough for the paper, 
though it’s not likely to fool anyone. If the roll i s  10 or 
less, the doctoring job is convincing enough to fool 
all but skeptics and experts. 

Characters eager to doctor photos of celebrities for 
the sake of a good story are advised to know Libel 
and Deal with Attorneys. 
Deal with Attorneys (Pos). If your character is a good 
tabloid reporter, sooner or later it will pay to know 
this skill. Good tabloid reporters usually manage to 
offend someone and that someone usually responds 
with lawsuits. Characters who know Deal with Attor- 
ieys gain two benefits. First, in any dealings with 
lawyers, the character can spot a bluff, see through 

the wit or knowledge to match the lawyer. 

a +10 bonus when resolving all things legal, such as 
Tontract disputes, libel suits, and contempt of court 
:itations. Your character knows the way around the 
legal system well enough to have an advantage over 
the normal guy. 
Detect Fraud (lea). it‘s a sad fact, but not everyone 
who tries to get a story in the pages of the tabloids is 
m the up-and-up. Sure, Mrs. Waterlily-Faucet may 
:laim she was possessed by the spirit of Ivan the Terri- 
ble when she stormed the Bronx school board’s meet- 
ing while shouting “Death to the boyars!”-but how 
io  you know she’s not just a loon? In this modern 
Norld, it’s gotten hard to tell the true channeiers, 
UFO contactees, Bigfoot spotters, psychics, and 
secret cultists from the fakes. 

The second thing the skill does is  give the char 



Tha8’s where Detect Fraud comes in. With this.skill, 
your character c a m  spot those dissemblers amhipose 
them for whathey..are: phonies.tryingto cash.in on 
hard-working, fringe+types.,To use the skill,.yourcharL 
acter hasasto ob- the suspect in.action,*doing their 
thing, or (in thecase*of,ljFO ceactees) questioning 
them in detail. For each incident observed or-hour 
spmt queshnkg, your &aracterA,,gains a +1 -OTY the 
chan.m of.swzesb. After observing:as much as 
character cares to, the Ediar secretly m a k s a  
check4adding any modifier+ :., 

If the check succeeds, the:~ddiror,~nno.unce,s 
whebher the act is genuine oc fake. If the die,mll fails, 
the answer is hazy. More inwestigati6n,and facts are 
needed. If the dieroNis 91-00, the character gets the 
wrong answer; something the p l a w  won,’t’ know. 
Real alien abductees are branded as,fakes, &.fakes 
are believed:A good reporter isacaeahrljememk 
what happened to Gf****o-R****a when he opened 
that vault! 
Dinosaurs (Lea). Dinosaurs ape goad, dinosiurs are 
cool, dinosaurs make good copy:Your~character 
know as much about d i n w u m w  theav&a&irdu- 
ate student who studies the field of big dead’kards. 
This knowledge extends onby to dinb-urs-yaur 
character’s not interested in the, 
that came before or thecraven 
came afterward. W s  dinosaurs or 

Of course, this being the TdarOldlI game, your 
character’s knowledge also extends-to dinosaurs in 
the m&m.world. They, st@ .exist+it’s. only a matzer 
of time before somebody f i d s  &e proof. Thepels too 
many reports of things iike Malnko-M’,kembe in the 
Congo or the stmnge sea meatwie in the waters off 
British Columbia. 

On asuccesr fu I .~ i . I l~che~,  your character can 
recalt:dinosaur facts’(for pa 
dinosaur types on sight, separ 
from ekpham trailsiand ,mpciWs,.and recogmi-& 
the mating d l  of the iguanadon. if ymiwxharacter 
e w  hears one. 
NESSE*. Nessie is not just a big.L&e monstqrwim- 
ming in Loch Ness, Scotland. Nessieria a.plesimaur. 
All’thwNessie facts preve it,,and.your chararzkr 

. *  . . .  

knows them all. It‘s a simple skill check to recall 
details about any Nessie sighting, but nothing shakes 
the faith that the dear lake monster’s nothing but a 
sea-going dinosaur. 
Discordians (Int). Who are these guys? Your charac- 
ter knows. The Discordians are the anarchists of the 
reality-fringe world, committed to the belief of free 
everything. They don’t just stop at anarchy though. 
Discordians want to make people question their 
assumptions, double-check reality as it were. It’s only 
by doubting what everyone else accepts as real that a 
person can a person really know the truthLbecause 
there’s a lot more out there than some folks want you 
to know. The problem is, the Discordians don’t know 
and don’t really care what the “truth” is-they’re too 
busy tearing down what you “know” to bother with 
that. Fortunately, they’re great guests at parties. 

With the Discordian skill, you know what the Dis- 
cordians know. You can talk like a Discordian, walk 
like a Discordian, and say “Hail, Eris!” like you really 
mean it. Furthermore, Discordian skill gives you a 
+10 on all attempts to impress conspiracy buffs, UFO 
abductees, and the rest of fringe society. After all, 
they know that you know that what they know is the 
truth. 
Disguise (Cha). Your character i s  a master of disguise 
(in training). Using basic theatrical materials (wigs, 
whiskers, spirit gum, putty, and makeup) along with 
suitable clothes, your character can conceal features, 
make those known look like strangers, and pass as a 
general type of person-telephone lineman, truck dri- 
ver, Army captain, and the like. You’ve got to make a 
skill check to see if the job is convincing (or your Edi. 
tor might make the check secretly). If it succeeds, 
your character’s disguise will pass, provided nobody 
gets too suspicious. 

Of course, not everybody’s born to be an actor. . . . 
Driving (Ref). All TABLOID! characters know how to 
drive, but yours knows how to drive. Your character 
can attempt stunt-driving maneuvers like bootleg 
turns, jumps, two-wheel driving, wheelies on motor- 
cycles, sideswipes, and all the other things that make 
roaring down the highway behind a ton or two of 
steel and plastic really fun. 
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A skill check i s  made every time your character 
tries a maneuver. Pass the check, and he or she made 
the car, pickup, van, or truck do amazing things. 
Blow it and, well, things could get bad. How bad? 
That depends on several things-what was your char- 
acter trying to do, what kind of mood is  your Editor 
in, and will the result be funny? In most cases, the 
Editor should allow a second skill check to see if your 
character can keep the car under control. 

Finally, your character gets to make a skill check to 
retain control any time an situation comes up that 
would be beyond just normal driving-like when 
your car is buzzed by UFOs. 

For example, Marko Grouch is  screaming down a 
one-way street in his beat-up Dodge Charger, trying 
to catch the aliens who just fled their secret base 
beneath Grant‘s Tomb (more on that later) when a 
semi, horn blaring, rounds the curve and heads 
straight toward him. Thinking fast, he shouts, ”I‘m 
bootlegging this baby and flooring it before that truck 
makes me into road pizza!” 

Your Editor smirks and says, “Make a Driving 
check.” Marko’s Reflexes are 67, but you roll a 83- 
not good enough by a long shot! 

Now your Editor IS smiling evilly. “Too bad! You’ve 
put the car into a spin headed straight for the truck. 
Try to regain control.” Ever obedient, you roll again, 
this time getting a 23! 

”Great!” your Editor shouts. ”You’re sti l l  headed for 
the truck. Roll again to see if you can swerve just in 
time.” 

Dumb luck (Psy). What can we say? Your character is 
just lucky-plain-out, stupid lucky. Things that 
shouldn’t happen to the character do, and things that 
should happen don’t. It‘s a gift, a talent that your 
character has little control over. 

Once per game day, your character can call upon 
dumb luck. All you do is tell the Editor you want to 
use the skill. The Editor, not you, makes the check. If 
it succeeds, something improbable and fortunate 
happens to get you out of whatever mess you’re in. 

All of this depends on the Editor thinking up some- 
thing to happen. You can make suggestions, but it’s 

the Editor’s choice in the end. If the situation’s too 
illogical, the Editor has the right to say, “Dumb luck 
won‘t help your character here.” If so, then you 
haven’t used the Dumb Luck skill for that day. 

... suddenly you remember Marko’s Dumb Luck 
skill. ”Forget driving, 1’11 use my Dumb Luck!” you 
shout. 

“We’re allgonna die!”wail the other players whose 
characters are piled into the back of Marko‘s Charger. 

Your Editor says nothing, but raises an eyebrow as 
she rolls the dice. For a moment she doesn’t say any- 
thing, trying her best to be poker faced. She’s milking 
the moment for all it’s worth. (Actually your charac- 
ter’s Dumb Luck worked, and now the Editor i s  des- 
perately trying to decide what happens.) 

“All of a sudden, the semi blows a tire that sends 
the truck into a swerve!” she blurts out at last. 
“There’s a grinding scrape as your Charger slides 
down the length of the truck. Sparks fly everywhere, 
and you all get bounced around, but nobody’s hurt! 

And that’s how Dumb Luck works. 

When confronted by susp 
check to see if your character 

Dumpster Diving also provides your character with 
the means to live from day-to-day should the tabloid 
job market ever go completely sour. 
E***s P*****y: living, Dead, Returned (lea). Your 
:haracter has devoted a lifetime, perhaps several life- 
imes (there are past lives, after all), to the study of the 
<ing. Your character knows all sorts of information 
md trivia about the King when he was alive, how he 
died, and most importantly, where and when he’s 
been seen since. This lets your character instantly 
evaluate the validity of any reported sightings. On a 
successful skill check, your character can discern 
hoaxes from potentially true sightings of the King. Of 
course, even a potentially true F 

Palms sweaty, you clutch the dice and. . . . 





wrong, since even a well-intentioned informant can 
make a mistake. 
DEAD ROCK STARS*. This enhancement extends your 
character’s knowledge to other famous deceased 
musicians wi th  the same effects as above. The 
enhancement also applies to the King. 
DEAD MOVIE STARS*. This enhancement extends your 
character’s knowledge to other famous deceased 
actors with the same effectsas above. 
OrmR DEAD PEOPLE*. This enhancement extends your 
character‘s knowledge to other famous deceased 
people with the same effects as above. However, 
because all famous dead people are not equal, scien 
tists, explorers, and “serious” musicians do not q 
ify for the enhancement. In such cases, use only 
character’s base score. chance. 
Electronic Eavesdropping (Lea). Your character ._ 
familiar with all those nifty electronic gadgets seen in 
spy movies and on TV shows. Your character can rig a 
body wire, tap a phone, plant a bug, and u 
range mikes to record conversations. To use 
your character first needs th 
tors should remember that 
found in the standard Radio tore and some of 
it i s  downright illegal.) Second, the character has to 
get the hardware into the right place. Only then 
should a skill check be made. (The Editor should do 
this secretly if there i s  no way for the character tv 
immediately test the job.) If the check is successfu 
the attempt succeeds. Otherwise, something ha5 gon 
wrong, like the radio bug picking up The Nashvill 
Network insteadof the conversations at Hangar 18. 
ESP (Psy). Your character i s  studied in the “science” 
of extra-sensory perception, including how it i s  s u p  
posed to work, the different forms it can take, how to 
administer a Rhine test, and how to talk convincinglv 
about it. This means your character can sort out sut 
tle frauds on a successful skill check. 

More importantly, your character has limited psy- 
chic awareness because he or she is obviously a true 
believer. When in the presence of another psychic 
(somebody with ESP), the characters can attempt to 

thically. Both need to makesuc- 
or any communication to occur. 

Determining what a character ”reads” from the 
other person can be done the boring way or the fun 
way. By the boring method, the Editor compares the 
dice @Is to the chances of success. The lower the 
rolls, the clearer the message. (Messages should be 
limited to images and feelings, not true words.) 

The fun method requires trustworthy players. Here, 
o psychics are on different ends of a game of 
onethat  parlor game where a secret message 
pered from,person to person. One psychic 
rs the message to the Editor, the Editor passes it 

r, and that player passes it to another 
as had a chance to hear it. The other 
be the last one to hear the message. 

nderstood is left up to 

This method won’t players deliberately 
change the message. That’s not the goal here! Be nice 

kill is also known as psy- 
acter can’t do it-but he 

This includes New 
chic surgeons, non- 
ura balancers, and 

guys-who adjust the inner harmonies with orgone 
machines. (It does not include herbalists, witches, 
vodun priestesses, acupuncturists, chiropractors, 
macrobioticians, or massage therapists, despite the 
outlandishness of some claims.) 

Etheric surgery does havepne advantage beyond 
knowledge. Characters who know this ski1 
icine gain a +5 on any check that might i 
bedside manner. 
Face on Mars (Int). As anybody who’s b 
the tabloid: knows, th&e is a giant out 
thasurfaceuf Mars that looks suspiciously like a face. 
It also looks suspiciously like a giant outcropping.) 
Vell, your character has been reading more than the 

tabloids-things like NASA reports-and studying 
photographs and interviews with scientists who 
worked on the Mars missions. He or she knows lots 
=bout the Face on Mars. What‘s unclear i s  whether it’s 

natural feature or a construct. And if it was built, 
n‘ho did it? And whose face i s  it? An alien? God? 

at i s  clear and what i 

I 

I 



Jesus? Leo G. Carroll! M is  clear that humanity must 
return to space to find out. 
Fast Tak (Cha). Your character has worked hard ta 
develop the glib tongueand the convincing lie. This 
gives your character the ability to buffalo people with 
highly improbable stories and requests. To use the 
skill, you-the playel-first have to spin a tale for the 
Editor. No fair just saying, “I’m going to use my Fast 
Talk.” You’ve actually got to come up with wmething 
to say! What the skill does is  allow your character a 
check to see if the story is believed, even if it does 
sound ridiculous on the surface! 

For example, tabloid reporter Marko Grouch is  in 
Argentina, hot on the trail of a Hitler clone (there’s 
lots of them, you know!), and needs to get past the 
guard at the gate of the walled hacienda where the 
clone may be hiding. This guard’s not going to let just 
anybody in, so now i s  a good time for fast Talk! 
Noticing a satellite dish in the yard, Marko grabs a 
toolbox (props help, after all) and saunters up to the 
gate. In his best German accent, he tells the guard 
he‘s a representative of the satellite dish manufacturer 
here to do a complimentary service check on the 
hardware. It would not be good for the master to miss 
an episode of his favorite crime show. The idea of a 
repairman coming up to the gate is ludicrous, but Fast 
Talk allows the Marko a chance to see if he can con- 
vince the guard to open the gate. 

Editor’s Note: Don’t let the players get away with 
sitting there like lumps. Make them act! Make them 
use phony accents and generally behave like fools. 
It‘ll be fun for everyone. 
Find Native Guide (Psy). This  all-important psychic 
power lets your character learn the reporters’ loca- 
tion-no matter where they are! Whenever your 
characters get lost, you can make a skill check. If suc- 
cessful, your character i s  informed of where they are 

d how to get to where they want to be, most often 
a willing stranger. In places where no willing 

rangers are to be found, birds, rabbits, field mice, 
and even psychic counselors will appear to gently 
urge the character along. 
Firewalking (Wil). Here’s a handy skill for the next 
time your character has to impress that lost Amazon 

tribe by walking over a bed of hot coals. Firewalkii 
allows your character to try walking through fires or 
standing too close to the B B Q  grill without being 
harmed. If a successful skill check is  made, your char- 
acter i s  unharmed. One check must be made for 
every 10 feet or 15 seconds of exposure, whichever i s  
k S 5 .  If the check i s  failed, well, then things get 
painful. 
First Aid (Int). With this skill and simple bandagc 
your character can treat wounds, bruises, snakebitf 
and the like. A wounded character can be treatt 
once per day for general injuries-regardless of ha 
many times the character was struck or shot. Eve 
instance of poisoning can be treated, but the trei 
ment must be applied immediately. 

When the treatment i s  made, make a skill check. 
successful, the character regains 1 Body poinz or 2( 
points of Stamina. In the case of poisonings, t l  
strength of the toxin i s  halved. A failed check inG, 
cates the wounds are such that only rest and proper 
medical attention can help. 
Fix Electrical Things (lnt). Your character can fix elec- 
trical things-from simple things to complicated 
things. To use the skill, the character has to havean 
electrician‘s kit. Common electrical appliances 
(steam irons, toasters, light switches, and so on) are 
repairable with a normal skill check. Items of moder- 
ate complexity (stereos, walkie-talkies, telephones., 
car ignitions, and the like) require an S5 margin. 
Highly sophisticated devices (computers, electric 
razors, and nuclear power plant control panels, 
among others) require an 52 margin. All repair 
attempts have an F9 margin, which, i f  rolled, renders 
the thing completely unfixable. 
Flat Earth (Int). The earth i s  flat. No, really. It if 
wasn’t, we’d all fall off, right? Isn’t that ehough proof 
that the earth i s  really flat? 

Your character knows about the flat earth and how 
governments, the scientific community, and esp 
cially all the space programs of the world have cot. 
spired to convince billions of willing dupes that the 
world is round. 

Why? Well, gee . . . There must be some sinister 
secret hidden on the underside of the earth that they 



have discovered and are hiding from the rest of us! It’s 
prohably becauseall those politicians, scientists, ahd 
asbronauts are really aliens who come from the 
&side of theearth.. 

Your charactec knows a l l  the theori’es like this 
m-nd more! Ah this knowledge isn’t particularly 
useful in real life, but it does allow your character to 
fit in certain circles. 
Fbneign Language (Le& YOUT character can speak 
and read a foreign language. In cases of technical jar- 
gon (”Owi, monsieur, zee WED had a- how do you 
say?-systeme de propulsion spatial comragravita- 
timelle.”) or obscure slang, your charaoer must 
make a skill check. 
Freemas~ls (Lea). According to some folks, Freema- 
sons are the granddaddy of all secret societies (at least 
of the secret ones we k m w  about) and haye ruled 
kings and empersrs +or centuries. According to 
others, they are only a front for an even more power- 
ful and dangerous secret society who rule the unm- 
lightened members of the Freemasons (in addition to 
the kings and emperors). According to a khird scarce, 
the Freemas~ns are a harmless, Ron-secreesociety 
(that just happens to have powerful members who 
can rule kings and emperors). 

Your chahacter kiwws aH the Freemason iore-the 
secret signs, handshah+ catch phrases, and reputed 
world-wide activities. &wing all this is one thing, 
remembering it i s  another. Anytime your character 
tries to use some Freemason lore, a skill check is 
needed to remember it right. 

This skill alkows your character topass as a Freema- 
son, showld theneed arise. In fact, the character just 
might be a Freemason. That w.ould explain the 
knowledge, now, w w h t  it? 
Gadget (W: Given a big roll of duct tape, some cop- 
per wire, m e  tin cans, a qxing or two, and a 5wiss 
Army knife, your chracter can jury aig up all sorb’of 
useful devices-everything from hand catapults tcJ 
signal rockets. Of course, time and a skill check are 
required to do the job. The gadget built can’t be 
larger than a bread box, can’t be an electrical device 
(like a radio), and is,enly good for one or two uses 
before it goes PHFFFT! Fina4ly, the gadget built can’t 
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exceed k mown sc ien ce-sot~y; no an ti-grav.brks 
allowed here. : , . , ,  

paragraph of hanckr 
determine the:person 

writiag for comparison. After alli4fpur &ara&r hss 
nevwwen thesignatllre 

that$hosts and.the liked 
sma@ and&ic!q!iTheyh,. 

to the teehnolegical w.orld. Today’s ghosts,mike 
phone calls-+mthreir relatives; mes5:yiith 
create their own roo shaver. scents, h i tdh~ike 
rides, and send e-ma retare st i l l  a I o t o f j h  

n% 
who are,hide-bound w 
the olqd practices ofw+lking tkmugh wa 
from sight, and genar~l~~heinga.nuisa~~e~ 

Your character is 

V&PIRES*. Therds been 
wdkrs  lately-and~we 

ter has kept up on the latest repoasmtdsthe, & Iere. 
Qn a skill check,. the-when andwhere’ef an@mpiire 
sighting can berecalled‘ F lurkmore,  he m s h e  
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knows that not all vampires are the same. There’re 
differences between a Hungarian blood-sucker and a 

I Chinese hopping vampire, differences that mean a 
person has to fight them differently. Your character 
knows the right things to do to destroy or protect his 
or her person from vampires from around the world. 
Of course, the character’s never had to use this 
knowledge-yet There are a lot of conflicting stories, 
too, 50 your character has to make a skill check when 
putting some of the old lore into practice-just in 
case the tales were wrong. 

Hide (Int).When the angry yeti are marching down 
the mountain pass, there are times when your charac- 
ter may not want to be seen. For this you need Hide. 
This skill allows your character to conceal his or her 
person in the local surroundings-behind a bush, 
under the bed, poised in the field like a scarecrow- 
and thus escape all but the most determined observa- 
tion by others. The character remains hidden until he 
or she moves. 

Of course, the Editor should secretly make this 
check, since the character has no idea how well he or 
she is  hidden. 
Hitler (lea). Yes, the designer i s  quite aware that 
Hitler was a monster, but let’s face it, monsters are 
what this game is about. 

Your character knows reams about Hitler, his 
career, and his crimes. More importantly to the 
TABLOID! universe, your character i s  well-versed in 
the post-war Hitler lore, including his possi’ble escape 
to Argentina, Brazil, America, Russia, or just about 
anywhere else. Your character i s  also up on all the 
Hitler cloning, Hitler brain-in-a-jar, and Hitler popsi- 
cle theories. None of this i s  particularly useful, but it 
does make for interesting dinner conversation. 
NAZIS*. This enhancement expands your character‘s 
knowledge to other infamous Nazis who may or may 
not have escaped the long arm of justice-cheerful 
people like Dr. Mengele, Mart in Boorman, and 
Adolph Eichmann. 
Hoaxes (lea). Nobody in the TABLOID! universe 
today ever lies about anything, but there have been a 
lot of hoaxes and frauds in the past. Your character 
has the historical background needed to recall such 

Man. 
Hollow Earth (Int). Sure the earth i s  round-ad it 
hollow, too! There are entrances at the North an 
South Poles-r only at one of the poles. The crust. 

ken through to the interior. In every case, the govern- 

space aliens? Maybe, but it might atso.be the U 

wrong-whether the rest of the world wants to 
fixed or not. Supposedly .Hitler-sent agents to th, 
South Pole to find the secret power these aliens have. 
Did he find it? Well, he didn’t win the war. 
Hunch (Psy). This i s  a handy skill for.the psyehicall 
endowed. Once per day, your character can try t 

a UFO? 

be sure if they just missed a clue or if there was n 
ing special to be learned. 

hypnotism and can try to use it on others. There a 
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Impersonate (Cha). Your character has a knack far 
voices and mannerisms that gives an edge when 
impersonating others. On a successful skill check, 
your character has matched the general voice and 
body language of a person he or she has been able to 
watch and hear for at least an hour. 

An impersonation is  not a disguise, though. Your 
character s t i l l  looks like the same. With the right 
elothes-say a hat to cover the face-your character 
can pass at  a distance or with a quick nod and 
“Hello” to the guard. impersonate is also good over 
the phone. 

You can combine impersonate and Disguise to 
make a more complete illusion. Suppose your char- 
acter needs to convince a staff sergeant that he or she 
really is Lieutenant Bream (the sergeant‘s command- 
ing officer). In this case, you would need to make 
both a Disguise and Impersonate check to fool the 
sergeant. Othewise, your character might sound like 
Lt. Bream or look like Lt. Bream, but not both-some- 
thing sure to make the sergeant suspicious. 
Inner Earth Ilnt). The earth’s not flat-but there are 
all sorts of interesting stuff to be‘ found down there. 
Why hasn‘t anyone found it? That‘s simple-some 
have, but nobody believes them. The dwellers of the 
hollow earth are just too good at covering their 
tracks. Your character i s  familiar with the Shaverian 
theories of a hollow earth filled with creatures and 
civilizations hidden from humanity. He or she knows 
about the caves, mine shafts, and other holes that are 
supposed to lead to this other realm and of a few of 
the creatures that live down th6re-like the sort-of- 
invisible deros who prey on humanity using mind 
control. This knowledge might be useful-or it might 
not. It all depends on whether the characters are 
going spelunking sometime soon. 
JFK (Int). This skill i s  simple. Your character has 
raised Kennedy-watching to college-level heights and 
knows every bit of life, lore, and trivia about the ex- 
president imaginable. This knowledge even extends 
to other Kennedys, living and dead. Your character 
knows the facts of J F K s  assassination, but has not 
delved into the arcane conspiracies surrounding it. 
For that your character need= 

JFK Assassination Conspiracies (Lea). This i s  the on 
by which all other conspiracies are measured-this i 
the pinnacle of plots in the conspiracy world. You 
character has absorbed it all-Oswald alone, Oswal 
and partners, and Oswald the dupe. Who was behin 
it-the CIA? The Army? The Mafia? Lyndon Johnson< 
The Russians? Did JFK fake the whole thing so he 
could live happily in Switzerland? Or did he really 
get shot, but still lives as a vegetable in a secret asy- 
lum? Places like the Dallas Book Depository and the 
grassy knoll make your character’s blood sing. Your 
character has heard it all before and can recall it on a 
successful skill check. 
Journalism (Int). Oh, yeah. This i s  supposed to be a 
game about journalism, so it ought to have Journalism 
skill. Your character knows the boring things they 
teach in journalism school-whether it i s  ethical to 
print the victim’s name (it is if sales go up), how to 
compose a story (quickly), how to double-check 
sources (use the phone), if it’s right to accept free tick- 
ets to the ball game (depends on who’s playing), and 
what i s  the responsibility of the journalist to the pub- 
lic (to print everything). Journalism school was also 
where aspiring reporters practiced their world-weary 
sneers and snappy comebacks. 

Consequently, your character has a great sneer and 
might have a snappy comeback, plus, just in case it’s 
needed, some journalistic talent. Anytime there is a 
question about the quality of a story your character 
files-like i s  it clear and punchy, yet still get the facts 
across?-make a Journalism check. Any time a ques- 
tion of reporter ethics arises, your character can 
remember the right answer on a Journalism roll. 
Finally, any time your character is hobnobbing with 
real reporters (who don’t write for tabloids), make a 
skill check to see if he or she blends in. Real reporters 
are notoriously cruel toward their tabloid cousins. 
law (Lea). “The law is a -” Well, never mind. Let‘s 
just say your character knows the basic workings of 
the legal system, particularly the ins and outs of the 
courtroom. With this skill, your character knows the 
standard course any case will take as it goes to trial, 
plus the rules of evidence the police are supposed to 
follow, along with basic police procedure. 



Any time the character is confronted by the local 
authorities about any actions taken, you can make a 
skill check to see if your character remembers some 
obscure precedent that justifies the deeds. Any time 
the local authorities cross the line into murky legal 
waters, you can make a skill check to try to intimidate 
them into backing off. 

For example, Marko Grouch has sneaked past the 
police barrier and snapped photographs of havoc 
wrought by the rampaging Bigfoot. Just as he snaps 
the last shot, the camera is  taken from his grasp by a 
well-armed SWAT member. “We’ll just confiscate this 
film,” the officer snarls. 

You remember Marko’s Law skill. “That’s personal 
property not used in the commission of a crime, and 
prior censorship, too. My paper will have your badge, 
buddy!” It sounds good, but is it true? You will have to 
make a check against Marko’s Law skill to find out. 

Mitor‘s Note: Don’t let the players use Law skill to 
get themselves out of a l l  their troubles, and especially 
don’t let them use the skill without figuring out just 
what they’re going to say first! 
Libel (Lea). Knowing the law is not enough. As a 
reporter, your character has got to know just what can 
and can’t be said in print. Saying the wrong thing 
about somebody important i s  a great way to wind up 
in a libel suit. 

This skill has two uses. First, anytime your charac- 
ter thinks a report might be libelous, a successful skill 
check tells just how great the risk is. Writing that the 
mayor hangs out in crack houses is  not risky-unless 
it is based on unconfirmed reports of informers. A 
Libel check would indicate high risk in this case. Sec- 
ondly, the skill improves the paper’s resistance to libel 
threats. Suppose Lady X threatens to sue the tabloid 
for libel because of something your character wrote. 
A successful skill check in this case indicates that 
your character kept enough notes and corroborating 
material for the paper‘s lawyers to blow the threat off. 

This i s  important. A successful libel suit against 
your character could ruin his or her career-perma- 
nently-and then the character would wind up in the 
Home for Washed-up Reporters, a place nobody 
wants to I-- 
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Lip Reading (Lea). Your character can read lips of 
anyone speaking a language your character knows. A 
skill check must be made to understand anything. Lip 
Reading has a success margin of 2 for perfect com- 
prehension. If the check is  successful but above this, 
your character only understands some of what‘s 
said-a percentage equal to the skill check. 

For example, Marko Grouch succeeds with a 43. 
This means he is able to lip read about half of what i s  
said-more than enough to have an idea of what is 
said, but still not enough to avoid misunderstanding. 
Lock Picking (Ref). Your character can pick locks, 
open car doors, and work combination safes. Picking 
locks or jimmying open cars requires a set of tools. To 
work a combination safe, all that’s needed is  a good 
ear. Plus a successful skill check, of course. This skill 
does nothing to deactivate alarms, however. Fix Elec- 
trical Things is necessary for that. 

Lock picking has a success margin of 2. If this mar- 
gin is made, the job takes mere moments. Otherwise, 
the character is going to be at it for 1 d6 minutes (not 
that this really matters in a fast and loose setting like 
the TABLOID! game). 
Look Good (Cha). For those important occasions 
when your character’s got to look just perfect, this is 
the skill to use. Look Goad gives him or her the edge 
in dressing, posing, and otherwise making an impres- 
sion based entirely on superficial and shallow things 
like beauty. Better yet, your character doesn’t even 
have to talk! (Some might even consider talking a 
detriment.) Furthermore, Look Good allows your 
character to look good even when covered with slime 
or anything else that would reduce an ordinary fash- 
ion model to tears. 

Say, for example, your character has just slogged 
through 500 miles of jungle, fighting off head- 
hunters, skinny-dipping in piranha-infested waters, 
and slogging through gumbo-thick swamps. Gasping, 
mud-covered, and tattered, she stumbles to the gates 
of the local warlord’s palac+hardly ready to make a 
good impression. Now’s a good time to use her skills! 
Ducking behind a tree, she uses Look Good (you 
make a successful skill check) and manages to make 

t- . 
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statement. (For fun, read the whole thing above, sub- 
stituting he for she!) 
Lost Tribes (Int). Yep, they‘re out there and of course 
nobody’s ever heard of them-THEY’RE LOST! St i l l  
your character is  a fount of information concerning 
legends, unconfirmed reports, probable locations, 
and suspected lifestyles of lost tribes around the 
world. It takes a skill check to remember most of it. 

Given your character’s profession, this i s  not nearly 
as worthless a skill as it sounds. 
Mass Murderers (Lea). Your character has taken a 
morbid interest in death, especially the really notori- 
ous serial killers. (He or she probably dresses all in 
black, too.) Your character knows names, dates, vic- 
tims, places, and trials and might have corresponded 
with a few mass murderers still in prison. A veritable 
walking concordance of lore about these sick and 
twisted lives, your character can dredge up any fact 
on a successful skill check. Most people make a point 
not to bring up the subject around your character, 
especially at parties. 

One useful bit from all this i s  that your character 
understands the psychological profile of these crimi- 
nals. This gives the player a +10 on all checks that 
might involve dealing with a mass murderer, hope- 
fully only in an interview. 
Mechanics (Int). Fix things! Build things! Take things 
apart! Rebuild things! Do things to things! Gorta have 
a screwdriver-where’s my pliers? 

Your character i s  a primitive gearhead-one of 
those people who, as a kid, took apart alarm clocks 
and actually got them back together (without too 
many parts left over). Electronics may baffle your 
character (unless he or she has Fix Electrical Things), 
but rebuilding a sewing machine is  a piece of cake. 
Your character can use Mechanics skill when faced 
with repairing, disarming, or improving any mechani- 
cal (not electrical) device. 
FIX COFFEE MACHINE*. It is a well-known fact that cof- 
fee machines (of all types) are the most important and 
devious machines on Earth. If the coffee machine 
doesn’t work, nobody does. Your character has stud- 
ied especially to fix these infernal devices. Not only 
that, he or she can brew a mean cup of java. 

USE FAX MACHINE*. It is a not-so-well-known fact that 
the people who design fax machines are actually part 
of a conspiracy (take your pick) to disable global 
communications. Not only did they invent a machine 
that allows everyone to send junk mail directly to 
your character’s office, but they also tried to make 
sure that nobody but THEM would know how to 
work the things. Your character has outsmarted them, 
though, by studying fax machines especially hard. He 
or she can use this skill on any fax machine, no mat- 
ter how obscure or alien it might be. This makes the 
character one of the most important people in the 
office-right after the whiz who can fix the coffee 
machine. 
Media Manipulation (Psy). Buy this! Believe me! That 
idea is wrong! Scientific studies prove the Earth is not 
hollow! THE CONSPIRACY% only a made-up thing 
in a silly role-playing game! 

Everything in print, on radio, on TV, and plastered 
on billboards is an effort to manipulate the minds of 
the population. Some of it, like advertising, i s  pretty 
obvious, but other forms of media manipulation are 

ntrolled by secret forces. Your character 
d i s  aware of their methods. On a suc- 

cessful skill check, he or she can detect the subtler 
forms of manipulation and thus be immune to them. 
(Close companions can be protected from such pow- 
erful forces in the same way.) 

Additionally, your character can try to use the 
media to manipulate others into realizing the truth of 
the articles published in the tabloids. This requires 
making a success margin of 1 or less, but if it works, it 
usually prompts outraged reaction like a Senate 
investigation or a scientific inquiry. It also throws the 
media manipulators into a frenzy as they try to dis- 
credit your character’s work. 
Missing Link (Lea). Russian Scientist Reveals Bonzo 
was really Missing Link! Okay, this skill relies on the 
theory that there is a horrible gap in the fossil record 
that covers the point when humanity evolved from 
apes-and that when it’s found everyone will slap 
their foreheads and go “Of course! Look at that-it 
explains everythingl” This skill gives your character a 
good background in human prehictnry, especially i o  



the area of hominid fossik. Dr: Leakey, the Olduvai 
gorge, the.Rift valley, Lucy, Handy-man, and .hunter- 
gatherers are names i ~ ~ t e r n a s , y o u r z h a r a ~ r  can 
toss around with arrogant superiority; Complicated 
questions require a skiII.checkrto givesaw accurate 
(but lay person's) answer. Likewise;skill checks are 
needed to understand what scientists are talking 
about. . ,  

This isn't the w k l e  story ab,mut,n.issj 
though. They're alive! They're somewhere out $here, 
and we're not talkingabout your neighbor 
in hiding. In addition to the fossikrecord, y 
acter knows about missing kksightingsan 
character knows Lost Tribes, too) whole colonies of 
the little deuik. ,., , I 

AB~MINABLE SNOWMAN*,. Grandpa of.the.missing.l.iok 
clan, he's sbpposed to Eiw in.& imalayas. Several 
expeditions have gone to find him.,.buc:afl they've 
come back with are stoles, grainy phdtqpraphs, dnd 
questionable footprints.  your^ character. knows. them 
all. , , .,, 
BIGFOOT*. Feeling deprived, America neealed.its own 
missing link, so it found one in.the fuksts of the 
Northwest. Of course, there isalsu the.bheory that 
Bipfmt's reaNy a space alien. Again, yo& character 
has seen it all. 
FROZEN.CAVEPL%PLE*. This one's a new entrant it+ the 
missing link race-cryogenic Gro-Magwms! Euer 
since people started scientifically expkoring places 
like Ala& and Sibeia, they've behfinding kdzen 
th i ngs-inam mot hs, bi.son, and, ,cawepeep;la. a f  
course, nobody ever talks about th@.scavepeople, 
because the scientists dan't wwtthcvlmorld knowing 
what they've really found:.Not only havetbey got 
perfectly preserved. Mies-they've.iteviwed these 
Neanderthals! The newly awakened oavepeople are 
kept in  secretlabs whewthey can he d i e d X N & t  
only that-some of them are ,smapti?er &ran. modern 
humanity! Scientists have proof bh.dt humanity 
evolved frm.space aliens and they're keping it from 
al l  the worldll! Your character knows thi-ndcan 
cite the prookwith a successful skill check.' ' 3  

MooAgate (Lea). Most, of the world doesn't  know^ it 
but we rimer went to the moon!.lt.was~aIl a hoax, a 

, I  

. ,  , .  , 

trick ssaged by MA=! The mo 

hirea goad:filnn.ekw wh 
loukedm rheap-nothi 
science4ictionimovie:J W 

r toiMah 'ut ,$atel 
planets:..Ali th&ipiotures&e fa 

real bne@;are the Mavs 
Maw. After the scient 

aliew don't-whtus geitirug 
havedthreatened to destroy:' 
no, no! It3 tbst~ou 
scientists are alien 
findingout. . . , ' ,  . 

Take your pick. Your character lcn&s.them alb.6 
Mothmen (lea). ,There are th+s Iivingout:im'the 
woods thatiws just,don't k@wabou 
are one*of those things. RepaaS prhe.in f m ' a r d a d  
the, glqbe of:Mothmeni(Neest Virginlie), 
(Brazil, Vietnam), flying men ( 

flying yomen,(Spak.;& 
), .and bifid peopla @raz#Jk 

a keen interest in crypWxelogy? 
makthat aidtsupposedito 'be orain't 
wherethey:are), has:garh&ed and fila thee rep&$ 
perhap6 .hoking:for~a connection lbesidas 
mass hystefia)L With.9 
any reported sightin 
important details aboukpastsi 
Newpa@mi~m(Ink). Theire' 
w d d ,  'and.yqicha*acter is 
There's been a rebirth in ancient; 
rediscovers .thespast 
date oathe rangeof 
wiccans, Yawn, iron men,.and.&&rs; Owa skill 
check; yome characteckam recatf.:.aind recogmire the 
various,.beliefs.rand .PTFI~~-~c@ ,&&&e !giaupS., #now- 
ing does not necessai&jilmean Wi4: h o k w r .  ~ . 





NEW-AGE MESSIAHS*. Along with the revival of ancient , 
religions comes a whole slew of new religions. Most 
of these run along the lines of ”Believe me, for I have 
been enlightened in the revealed truth by the Vrix.” 
Who is the Vrix? Why, the enlightened galactic con- 
sciousness of the planet Yizz that circles that big star 
right over there, just to the,left of Sirius. Naturally, 
these enlightened being ken a greapinterest roll, your Editor does. 
in uplifting humanity. W chose housewives, 
construction workers, li iadies, ey-hippies, 
lawyers, and other truly credible types as prophets 
just goes to show that ewen enlightened beings need 
to get out more. 

Apparently your character has been tracking 
cataloging these groups bekause, on a skill check, 
details of most of themcan he recalled-the found 
basic tenets, and bases of operations, at least. 
Wessie (Lea). /’m&ig, and l live in Loch Ness. G 
who? And no fair peeking. The Loch Ness m0ne-t 
by far the most famous of all lake monsters 6r, 
indeed, any undiscovered monsters at all. Over the 
centuries, there have been legends, sightings, pho- 
tographs, and even motion pictures of the infamous 
Nessie. Scientists, amateur and professional, have 
tried diving expeditions, sonar sweeps, and lake 
watches in futile attempts to scientifically document 
the creature’s existeme. Is Nessie just imagination or 
is she (since everybody assumes it’s a she 
clever for the human world? 

Observation (Psy). Hubby finds w i  
man-in freezer! This is an actually 
it, your character has a chance to notice facts and 
details others might miss--like the gree 
stains of alien blood almost out of sight 

have state your character is 
be somdhing to find. You 

Editorial Comment: lf you‘re not careful, players 
may wind up abusing their Observation skill. Always 
make the roll secretly and don’t let them know’if i t 

s failed or if there was just nothing there, Only 

ndard faiths of the world, the neo-paganist beliefs, 
d the new-age messiahs, there are a lot of small 

sects, faiths, and cults around the globe. They range 
from themundane to the truly strange, but all have 
their points. Your character has made a hobby of 
learning as much as possible about many of these 
small sects. A skill check permits remembering facts 
seen in the course of these studies. 
Phone Phreaking (Lea). Telephones are a wonderful 
invention and should be free to all! The evil oligopoly 
of the phone companies conspire to make uncon- 
scionable profits a t  the expense o f  the rest of the 

This skill gives your character insight into the dark 
rld of telephone phreaking- 

r character doesn’t k world. 
has all the facts about 

Ness Monster down solid (with a successful 
check). Who knows? In the TABLOID! world, s 
info just‘might be uspful. 
OTHER LAKE/SEA MONSTERS*. NessieS not the only 
lakdsea monster out there. There’s the Flathead lake 
monster, Champy in Lake Champlain, Ogopogo in 

phone system to personal en 
your character can place long-distance calls 
or bill them to a favorife ehe 
scrambled on a success m 
all this, however, since Ph 
rating of 9. Blow the roll, a 
cops have been alerted to your character’s f 
ness. Still, it i s  the duty o 
this evil system! Either that, 

ography (Int). Exclus 
tryst! An article with 

e, it’s useless. Besides the fact th 
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going to believe your character's story about com- 
puter-hacking chimps in the Congo without picture 
proof, it's not going to sell either, since half the buyers 
of this rag only look at the pictures! 

Photography skill lets your character take photos 
that are well-framed and hopefully in focus. Since 
your character doesn't get to know the outcome until 
the film is developed, the Editor should secretly roll 
for each picture taken and note the result on a piece 
of paper for later reference. Imagine how the players 
wil l feel when they realize that their photographic 
proof was obscured by a lens cap! 

Another Editor's Note: Sometimes prayers will try 
to work the odds of the die roll by snapping off sev- 
eral shots al l  in a row, figuring that no matter how 
lousy their skill is, the odds of die rolling wil l give 
them one success. Make on/y one check for a series 
of shots unless there's a change in things-different 
focus, f-stop (it's a technical term), orpositioning. 
PAPARAZZP*. This enhancement gives your character 
the knack of getting just the right celebrity shot-the 
one where they look stupid, are waving their hands in 
front of their face, or just befare they take a swing at 
Somebody. This enhaficehent only works on famous 
people in candid settings and, even then, only when 
you say your character i s  using it. 
Pistol (Ref). Your character has had some practice 
shooting things and can fire a pistol using his or her 
full Reflexes score. 
Poker Face (Will. Sometimes it's not enough to lie. 
Sometimes your character has to lie brazenly in the 
face of (111 truth and fedlit): t-io* &e fan reporter 
get a good story? this skil l  helps your character dd 
just that. Whenever yuuf cheractei he6 to pass @if a 
completely utiboll@vable fde, you E&H hake d c k k  
O n  this skill. If successful, ybur character daesn't 
smirk or crack up-which doesn't make the lie any 
more believable. However, Poker Face has a success 
margin of 3, and if you roll this, the Editor must check 
to see if the listener believes your story, no matter 
how preposterous. Revel in it-thisxis one of the few 
times y w  can force the Editor to make a die roll! 
Possession/Exorcism (Wil). "Rhode lsland is mine." 
claims man controlledby spirit of ancient king! In a 

tabloid universe, you 'never know quite wha 
to happen, so it's perfedly possiblefor an a m  
to suddenly be imbued with the artistic spi& mf 
Michelangelo or a truck driver morlva$t?ce.up with.&. 
memories of Attiladhe Hun. 

Given ,311 these. po$sibilifiesja,persa~~ g 
pvep~ed. This skill has.three i m p o ~ ~ ~ ~ u s e s .  
allowi,your chatacw ta derluce-from 
person has b e e n , p o s s e s s e d ~ . ~ ~ e ~ . ~ ~ ~ l , ~  thhgs 
like glassy eyes;;ranting, refighting rhe.battlt.05 
Waterloo,'or suddenly speakingdluent Sumerian. ,: 

Second, it a l ,bds your chai8etfx tofry-tWcoffmt 
the situation through the p r q w f p r m d u r e s ( ~  
to some, psychotherapy to atthers8.iThis 
day of preparation and work Mth'the affl 
fo#o;wed by.a.skill check. (Fuitherrnwe, exereism% 
exhusting, causingthe.charactertohe 4d6 5ta1nW 
points.&A successf'ul che 
some semblanceofmi~nrnalcy~~ 

Finally, it gives yooricha 

broadcasts power:around. the. earbh;batm& theiki? 
monk reonankes,iand-rnigh&e thesecret to imvor- 
ta1ity:TkeWxhts of strangeplaces ammd the wodd 
witk the~pawers-the Nazca lines;the Pyramids, 
and Stonehenge, for example. Your character .hw 
the lore &tbes~lp)ebe* and &R aecel'l ob~r&&&ils 
OR B skkll.Ch&k:.PdWmdM 
EM&, yauf,&attw can & 
t l i y S f l C d  EUffenf tabwirlg thrwg 
PredEdtioRJ (Psy)l r R ~ a d a w J p r e d i c t i o i r s . ~ r : ~ ~ }  -hi 
will p\ay a game!'PredictionvaRe a time-horo&k~part 
of..euery tabloid-both. in repott4ngWi &I ones'and 
making new ones.Mith this-ski1.l; yourzharaoter has 
studied fainom predictions-biblkal; askrological, 

t+li~mysticdl,,,andS whatnot. Oa a 
she can find,current events 

mand make%hewhole.th 
convjnting. What? An eacthquzke in Ca 



r i w  in f i lm Beach, and a swam of easthworms in 
Mlskwanago? Why it's just as predicted-the end is 
here! 

every occasion. This  doesn't requite a skill 
the w i l t i n p s  k~ say "This wicl happen." Xhese pre- 
dictions areas accurate as any printed in2he7~o ids ,  
so of course they are always rightwhen uttered. 

A Mate frrr C d  Edftom If you really want to have 
fun with your players, secredy make a E&;// check for 
every prediction made. If a success mwgin o f  1 is 
rokd, secretly note that the pedktbn is real. Then 
use it later to buiM an ackntwe for the player char- 
acterr Haw fun-mak them sorry 
Nos~ao~~mus*.  This OM Frenchman was the king of 
the seeps, leaving behind a body of prophetk drivel 
thet can be interpreted just about any way anybdy 
wans. Sendngnneverending sawrce of copy, your 
character has waded through &he ream of the stuff 
and has mastered theart of selectively reading it all 
to suit the times. Thi4 means that on a,ski[l check, 
your character can cite a prediction frem OM Nostro- 
damus for ev&)ctbring-no, make that everything! 
Ea~thquakes, births, deaths, even Snappy-Crunchy 
breakfast cereal can all be foreseen im$he,works of 
Nostrodamus. , 
p g h i c  Amawnss (hyf Your character's in tune with 
the psychic force of the universe-honest! Would 
this g m e  lie to you? We#, maybe ~ Q M F  Aaracter is 
not quite perfectly in touch but, doggone it, those 
forces are out there! 

Anytime your character i s  in the presence of psy- 
chic actiwity (more &an just mn 
hard), he or she has a dmnce to 
should make thi&rob1 w e  
tors cawmake players mi paranoid by & k ~  ,What's 
your Psychic Awareness wore?" If the roll succeeds, 
the charactg fed5 the psenw of strangeand mysti- 
cal farces. If a success magi 3 is made, tbnchas 
acter alsoknom'what the powefs are.i&lepathEc 
messages get intercepted, min@waders pinpointed, 
and the spirit guides of channelers get misdirected. 
(This last one can be wry  amusing if the character 
soddenly h o m e s  host to &e spirit of Louis XYI.) 

Second, your character can fashion predi ums, and newspaper 

ends, and,the like. R 

the cha.riacter know 



d 
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thoughtfully before finally putting away his gun and 
saying, “Yer right-as Mr. Hammerskjold, late Cen- 
era1 Secretary of da’ UN, me only proper response is 
ta eschew acts 0‘ violence as a morally improper 
response to da situation” (the skill check succeeds); 
or C) the Editor breaks into hysterical laughter (and 
maybe you get away with it). 

At any rate, RPG mind-control is not very effective 
and so only affects others for short periods of time. In 
this above example, it would give Marko just enough 
time to run like hell. 
Russia (Int). Top scientists in Russia prove everything! 
Hooray for Russia-it’s every tabloid reporter’s friend! 
It‘s got everything your character is ever going to need 
to launch a spectacular yellow journalism career. 
Among its many features are: 
It’s real big. Not even counting all those places that 
were once Russia, Russia i s  real big. So big, in fact, 
that virtually anything can be found there, from 
frozen mammoths to mummified Lenins. 
/t‘sgot scientists. Better still, they work for universities 
nobody in the rest of the world has ever heard of- 
and they’ll say anything to get their names in the 
press. 
They used to be badguys. Although reformist, anti- 
Communist Russians are nearly as good (for a 
reporter) as dyed-in-the-wool, banner-waving Reds, a 
good reporter can s t i l l  get mileage out of the Cold 
War. There’s lots of “Russia is reforming” and “Rus- 
sia’s headed down the tubes” for those flamers who 
write the tabloid opinion columns. 
They have lots of secrets. And now they’re selling and 
telling them all. All sorts of goofy new information is 
revealed every day. Better still, the secrets reveal the 
Russians were incredibly paranoid about everything 
including monsters, psychic powers, and their nkigh- 
bors. 
They have a space program. This means they‘ve also 
been in contact with aliens. Enough said. 
They have low production values. Every pho- 
tographed UFO sighting, psychic demonstration, or 
giant monster slain i s  suitably grainy for use. After all, 
if a picture looks too good everyone will assume it’s a 
fake. 

With Russia as a skill, your character automatically 
knows general facts about the place-current leaders, 
geography, and general history. On a skill check, the 
more loony bits can be remembered-predictions, 
scientific breakthroughs, and other stuff. Alterna- 
tively, some suitable Russian scientist can be dredged 
up to be contacted for a quote or to confirm just 

more interests to the tabloids than the explosion in 
Tunguska (June 30, 1908bthe one that leveled trees 
for miles around. Nobody has ever figured out whaFit 
was, though not for lack of trying. Was it a meteorite 
or a comet?’ Did a teeny black hole pass through the 
earth? Or did somebody’s interstellar ship have a dis- 
astrous malfunction? That’s one of the things your 
character is trying to find out. 
THE REST OF SIBERIA*. Tunguska is  the most intriguing 
thing about Siberia, but it’s not the only one. There’s 
hairy missing links in its mountains, sea monsters off 
i ts  coasts, mammoths roaming its woods, lake mon- 
sters in its big lakes, UFOs in i ts skies, and, lest any- 
one forget, undisclosed cities of scientists working on 
secret programs for the government. On a successful 
skill check, your character hasn’t forgotten these 
either. 
S***nic Lore (Int). This is a bad one, but your charac- 
ter knows about it. Of course, he or she wil l never 
irresponsibly share this knowledge or do things that 
will upset your mom or anyone else’s. 
Self-Defense (Fit). Don’t let those bullies push you 
around! Bulk up with the Muscle-Master and show 
them who’s boss! 

Your character i s  pretty good in a fight, enough so 
to be able to brawl using his or her full Fitness score. 
(Those weenies who never learned Self-Defense can 
only put up a pathetic struggle, using half their Fitness 
score.) 
Shorthand (Ref). An rewarding career awaits you in 
the exciting field of court reporter! Okay, so your 
character washed out as a stenographer, but at least 
you can take good notes. This skill lets you fudge the 
fact that-as a player-you keep really lousy notes. 



Whenever you forget a piece of information that the 
Editor gave you, you can call upon your character’s 
Shorthand skill. If you make the check, lo and behold 
but the answer was scribbled in the character‘s notes! 

There are a few caveats on this skill, though. First, 
you have to declare your character is  taking notes. 
Second, you have to take notes to prove that your 
character was taking notes. Third, you have to have 
those notes for later checking. Basically this skill is a 
safety device-try your best, and you can fall back on 
it when you screw up. 
Sleight of Hand (Ref). Presto-change-o, nothing up 
the sleeve! just watch the cards, sonny, and tell me 
which one’s the 9ueen. Your character, quite the ama- 
teur magician, is pretty good with slight of hand. This 
includes card tricks, making balls appear, and pulling 
coins from children’s ears. Beyond just entertaining, 
Sleight of Hand lets your character palm things- 
keys, cards, a rival’s notes, and so on. A successful 
skill check avoids detection if any onlookers are dis- 
tracted or otherwise occupied. A success margin of 4 
or less i s  the work of a master magician-although 
making a key vanish into thin air i s  going to arouse 
suspicion! A failure margin of 8 indicates that, not 
only did the try fail, but your character was clumsy 
enough to give away the whole trick! In some situa- 
tions, this might not be considered a good thing. 
Smuggle (Int). Sleight of Hand i s  good for small 
things, but there’s times when your character needs to 
sneak something larger than a key through customs or 
past the MPs. Smuggle is  the skill for this job. It gives 
your character a knowledge of what folks like cus- 
toms guards look for and how to conceal those 
things. 

To use Smuggle, your character has to spend time 
preparing-at least 15 minutes. A friendly Editor 
might give you a bonus if you spend a lot of time at  
the task. When the time comes to sneak the thing by, 
make a skill check. Succeed, and the guard doesn‘t 
notice. Fail, and it’s bad news for your character. 

The Smuggle skill works on objects of virtually any 
size, provided you’ve got the means to hide them. 
Sure, your character can try to make off with the UFO 

in a big truck! (P.S. Sooner or later somebody will 
notice it is gone.) 
Smug Liberalism (Pos). The game designer would like 
to point out that lots ofpeople know things that are 
completely useless-like the ability to glue buttons 
into a mosaic o f  Fido. Therefore, he feel 
include a complete useless skill in this list. 

Your character can say anything so it so 
far more pretentious than it has any right to be and 
vehemently politically correct. Besides being vastly 
amusing, smug liberalism has no other practical pur- 
pose but to annoy people. If your character really 
needs to annoy someone, use Smug Liberalism to get 
under that person’s skin. Say something smugly lib- 
eral and then use the skill check to see if it hit the 
right “hot buttons.” 
SECULAR HUMANISM*. Your character has learned the 
ultimate height of Smug Liberalism-the “Rationalism 
is everything” stage. He or she can spout things about 
how science is  the superior way to understand al l  
events and behaviors. This gives your character a +10 
when dealing with scientists and those educated at 
certain liberal colleges. Honest, hard-working folk 
tend to find this whole view annoying, however, so 
your character has a -5 (don’t use this enhancement 
at  all) when dealing with farmers and those from 
small towns. Adherents of non-scientific beliefs are 
even more appalled and have a -1 0 on their reaction 
rolls. 
Sneak (Ret). Teenage ninja stalks space alien ambas- 
sador! Whether light like butterfly or heavy as an ox, 
your character gets around lightly and quickly-or at 
least tries to. Any time your character tries to move 
unnoticed, the Editor secretly makes a skill check. 
Your character doesn’t find out if the sneaking suc- 
ceeds or fails until he or she gets away or is caught. 
Source (Cha). What’s a reporter without good 
sources! Nothing-that clown’s useless, hopeless, 
completely without a clue! Aren’t you glad you chose 
this skill! Live i t  up-lord i t  over those bums who 
wouldn’t know a good source if it came up and bit 
them! You’re a real reporter, not some hack. . . . 

Source i s  one those journalistic type skills the 
wreckage the Air Force i ers for real papers consider important. It allows 

I 



your character to come up with a name or a position 
for just about any field or topic-somebody who 
might be a good source of information. This doesn’t 
mean the source is friendly or even knows your char- 
acter. More than likely, your character remembered 
the name from something else read at  some other 
time. All the skill does is give your character a name 
and an idea of where to contact that person. 
Spiritualism (Poy). Although channelers, crystal- 
techs, and etheric healers have co-opted most of the 
psychic market, spiritualism is  still around. Your char- 
acter knows a lot about the subject and, a5 usual, can 
remember most of it on a skill check. Since the new 
age types have taken over most of thebusiness, Spiri- 
tualism is  mostly useful for historical background. 

Spiritualism does have one sort-of-practical use. 
Your character can attempt readings on others. A 
reading can be about the future or advice for a per- 
sonal problem, ranging from love life to hexes. The 
reading can use cards, tea leaves, or whatever. They 
aren’t particularly accurate, so go ahead and say any- 
thing you want in the reading. A smart reader keeps 
things really vague and general, so that it will look 
like something actually came true (and also so the 
bunco squad can’t shut them down). 

Editor‘s Note: Of course, this i s  the TABLOID! 
game, so you can’t let your players off that easy. Every 
time a character does a reading, secretly make a skill 
deck. If a success margin of 7 is  rolled, make a note 
of what was said because, like it or not, the reader 
was more in touch with the psychic powers than they 
ever thought! 

Of course, predictions are like the monkey‘s paw. 
They never work out the way the characters want. 
STIGMATA*. This curious psychic mystery has fallen ON 
of favor in recent years, which i s  why its now known 
pretty much only to students of Spiritualism. Stigmata 
are strange signs and marks on the body (or some- 
times on statues if you really want to be generous). 
Birthmarks that look like E***s, rashes that match 
crop circles, and bleeding statues all fall under %his 
category. Your character knows the famous and 
recent incidents and the “scientific” explanations 
used to dismiss these events. 

it or mntiol &.,,(Sorry a 

drops umbre#e/ T& skill is.a 

the;skillLcl&cis blown; . . i  

On the other,handi.if the skill oh 
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out of the wreckage, you tumble into a snow bank. 
It's cold. It doesn't take brains to figure out you will 
freeze, but what to do? Time for Survival Instinct 
again. After another successful check, your character 
is building a decent snow cave, using parts of the 
plane wreckage. Later, when in need of food, Survival 
Instinct might tell the character what's safe to eat, and 
what's not. 

Survival Instinct also works in urban settings. Your 
character can estimate which dark streets are likely to 
have muggers, how to placate a vicious pit bull, and 
where're the best places to ask for handouts. 
Tri-Ambidextrous (Ref). Learn the secrets of the Ori- 
ent! Master the deadly arts of Citchie- Wichie-Fu and 
become a secret master of this ancien? martial art. All 
for a dollar! 

Your character has studied martial arts and can 
make up to three attacks in hand-to-hand combat (all 
at the normal chance of success) and do normal dam- 
age (see the TABLOID! Weapons Table on page 94). 

Beyond fighting, Tri-Ambidextrous also lets charac- 
ters try up to three actions at once. They could, for 
example, be taking notes while driving a car while 
talking on the car phone-all at once. They could 
also be writing, driving, and trying to catch'the hand 
grenade some enraged cultists hurled at them! Obvi- 
ously, doing more than one thing at a time requires a 
skill check. Blow it, and the consequences could be 
very unpleasant. 
Trilateralist Commission (lea). You think your money 
belongs to you, don't you? Shows what you know. 
They are out there, taking your money and using it. 
They only want you to think it3 yours. 

One of the more obscure conspiracies out there, 
the Trilateralist Commission, made up of bankers, 
industrialists, and statesmen (all who deny any sinis- 
ter plotting), i s  out to control world trade for its own 
profit. Nothing is too sinister or involved for its mem- 
tiers-stock market crashes, money laundering, assas- 
sinations, even wars, so long as it al l  makes them 
richer and more powerful. 

Your character has been studying up on the doings 
of this shadowy bunch and knows lots of unproved 
facts about them. If they knew this they wouldn't like 

this. They might even get concerned. And when 
they're concerned, they take action. 
FREEMASONS*. The Freemasons are one of the oldest 
secret societies around, so everybody knows a lot 
about them. What most people don't know are their 
ties to the Trilateralist Commission. Is it just coinci- 
dence that the members of one are members of the 
other? What's the link between these two secret 
groups? Your character's been doing some checking, 
and it may be more sinister than anyone ever thought. 
JFK ASSASSINATION CONSPIRACIES*. Why was JFK killed? 
Was it because his plans to pull out of Vietnam 
threatened the interests of a few powerful weapons 
makers? Did he have a secret plan to reform the 
banking system and make it open to the people. Was 
he about to crack the link between organized crime 
and the Trilateralist Commission? Your character has 
been working on gathering all the right clues. Some- 
day the truth will be heard! 
Trivia (Lea). Let's see . . . during what minor South 
American border war was a sailor killed by cheese 
fired from a cannon? Which Beatle wrote the most 
Top Ten hits? 

The answers to these and other completely useless 
questions just might be on the tip of your character's 
tongue-if you can manage to make a successful skill 
check. Your character has spent a lifetime memoriz- 
ing useless facts. Of course, now now that your char- 
acter has a job as a tabloid reporter, these useless 
facts suddenly become useful! Isn't it amazing how 
fate works these things out? 
UFO Groups (Lea). Aliens are going to destroy the 
world! I know because they told me so-but don't 
worry because they're sending a spaceship first to 
take those of us who know to safety. Sell everything! 
Go standon a mountain! The UFOs will only come 
and rescue people who are ready! 

Sure. First they want to blow up the earth, and then 
they want to save people on it. This kind of logic is  
what makes alien beings superior to the rest of us. It 
doesn't make sense because we're not enlightened 
enough to understand it-but, hey! There's people 
out there who do understand, so what do they do? 
They found I I F 0  groups to clw the rest of us in! 



There are UFO groups all over the world and about 
the only thing they agree on i s  that there are aliens 
out there. The problem is, every growp seems to get 
contacted by a different bunch of aliens. One group 
believes in Enterians, another in Antarians. A little old 
lady in California has been in contact with unnamed 
enlightened beings from the planet Verg, while a little 
old lady in Idaho has been gming visits from Le-Roc, 
an enlightened being from an unnamed planet. Not 
only that, all these aliens are smarter than us, nicer 
than us.. . . 

Well, not all of them. There’s other groups that are 
clued into the real truth. These folks know (don’t ask 
how) that the aliens are already here, secretly trying 
to take over the Earth. This usually starts with the USA 
(because it has earned it!), although there’s more than 
a few working with the Nazis in the Amazon jungles. 
Aliens are dangerous! Don’t trust them! 

Finally, there are groups that s i t  on the fence. 
Maybe there are aliens, and maybe not. Maybe they 
are g d ,  and maybe not. These groups are boring. 

b u r  character has been cataloging these UFO con- 
tactees as fast as possible. After all, most of these 
groups surface once and then disappear into obscu- 
rity. On a skill check, your character can remember 
details about a given group, categorize it (aliens- 
friend, foe, or scientific inquiry?), and can also clas- 
sify the type of alien (and UFO) the group is  keen on. 
Vanishings (lea). People disappear all the time, but 
how many go like Judge Crater? Walk around a cor- 
ner and-poof! Sure, some people claim he just 
skipped out on his responsibilities, but what if they 
got him? 

This  skill gives your character all the facts that can 
be remembered (through a skill check) about famous 
disappearances. What really happened to Amelia 
Earhart? She didn’t just sink at sea. What about those 
missing flights over the Bermuda Triangle-was it 
really bad weather every time? And don‘t forget the 
crew of the Marie Celeste-surely they weren’t al l  
washed overboard at once! 
ALIEN ABDUCTION*. A whole subcategory of disappear- 
ances includes those folks who get taken away by 
UFOs. Most of the time these abductees (as they like 

to ca l l  themselves) show up a couple days later, 
dazed and with wild stories of aliens capturing them 
and examining them aboard the UFO. Sometimes 
these memories don’t come out until weeks or years 
later, under hypnosis. 

Now skeptics might say these are elaborate excuses 
for that three-day bender or cheap attempts at fame 
and publicity. The fact that there have been hoaxes 
doesn’t help the matter. Still, some of these stories just 
might be real! 
SUPERNATURAL DISAPPEARANCES*. Sometimes you just 
can’t blame an alien for an unexplained disappear- 
ance. If not them, what’s a body to do? The supernat- 
ural! Sure, there are al l  kinds of strange powers out 
there humanity does not understand. Why, when Fred 
vanished off the face of the Earth, maybe it was the 
deros that got him! Or maybe he was taken by a ghost 
into another dimension! If he was sailing off-shore, 
the sirens might have lured him away-after all 
nobody ever found his sailboat! 

Unfortunately, over the years, as belief in science 
grows, there have been fewer and fewer reports of 
supernatural vanishings. These days, people vanish 
scientifically. Still, a person never knows when there 
are might be a resurgence in zombie kidnapings or 
ghostly shanghais. 
Video Camera (Int). Hey kids, let’s make a movie! 
Your character can handle a video camera, including 
the typical local news rig used to make the nightly 
broadcast seem more important by airing lots of 
pointless live reports from low-paid TV journalists (as 
they like to be known). All your character needs is  the 
gear. 

Fdifor’s Note: Normally, you secretly make the skill 
check anytime this skill is used, since the camera 
operator has no way of knowing what’s really on the 
tape. However, some video rigs now let the camera 
operator check the work on a small screen while film- 
ing. If you gave such a nice setup to a bunch of louts 
like your player characters, then they can roll their 
own Video Camera check-and it’s all your fault. 
Voodoo (Psy). You say voodoo, I say vodun. You say 
zombie, I say zombi. Voodoo, vodun. Zombie, 
zombi Body parts are fallin’ off! 



This skill gives your character an understanding of 
the mysterious world of voodoo (as portrayed by the 
movie-makers of Hollywood, of course!) or vodun (as 
it’s sometimes known by those people that actually 
practice this Caribbean religion). He or she can spot 
voodoo warnings a mile away, deduce if somebody’s 
been cursed, identify zombies (before they actually 
attack someone) and address a loa (a voodoo god) in 
the proper form. 

Your character can also try to work simple voodoo 
curses or lift them. This i s  hardly a scientific or certain 
process and is affected by too many variables to ever 
make it anything more than a really iffy thing. When 
your character wants to lay or lift a voodoo curse, you 
must make a skill check and achieve an S2 result. On 
a failure margin of 7, your character has instead 
inflicted bad luck on him- or herself, causing a +5 on 
all die rolls until another proper practitioner can 
undo your character’s work. This can, of course, be 
the basis for a whole other adventure (probably in 
someplace exotic like New Orleans or Haiti) all by 
itself! 
MUMMIES*. Mummies are dead, and they walk around, 
so they are kind of like zombies, right? So, it makes 
sense that your character’s knowledge of voodoo 
leads to an interest in mummies. (Sa8 ”Yes!” or your 
chxacter doesn’tget to use this skill.!). Your character 
knows about mummies, how they are made, what 
kind of curses they haul around, and how to best 
avoid getting in trouble with one. 
ZOMBIES*. Your character i s  a big zombie fan and not 
just of those that eat folks in splatter movies. You can 
spot zombies in a crowd and know the things a per- 
son is supposed to do to get rid of one. 
Way with Machines (Psy). Remember how Grandma 
could always kick the o ld  Oldsmobile when it 
wouldn’t start and, sure enough, it would turn right 
over? Or that gee4 little cousin who could heal TVs 
by touching them? That‘s what this skill i s  all about- 
that mysterious knack for making machines work 
even when they don’t want to. 

To use this power, your character first has to have a 
faulty machine. (Too bad everything works perfectly 
in the modern world!) Once one i s  found, make a 

skill check. At the same time, the character’s got.todo 
something to the machinekick it, bang on it, turn a 
random knob, or shake it a lot-anything that seems 
appropriate will do. If the skill check succeeds, the 
machine suddenly works! On a failure margin of a, 
your character really broke it, 

When combined with Fix Coffee Machine and Use 
Fax Machine, this skill wil l convince others your 
character is a techno-god. 
Weird Science (Lea). Hey, there’s all sorts of scientific 
miracles out there that they don’t want you to know 
about! The Power Companies squish the perpetual 
motion patents, the Oil Companies buy up al l  the 
superfuel patents, the Auto Companies squelch the 
motorless cars, the Air Force doesn’t want anyone 
else having anti-grav engines, and the Phone Compa- 
nies are awfully nervous about those telepathic 
amplifiers. 

Try as they might, it’s impossible to keep all these 
advances a secret from the general populace forever. 
Eventually the truth will be revealed. The people will 
not be denied! Science can’t bottled up! Progress 
moves ever forward! 

Your character habitually searches through the 
fringe of scientific journals and non-scientific 
rantzines for the ideas being blasted as “crackpot.” 
He or she knows how the reactionary scientific com- 
munity locks out anything that doesn‘t match its ideas 
of “reality.” The character can talk knowledgeably 
about anti-grav motors and broadcast energy towers, 
and not only that, he or she’s seen enough plans and 
patents to tell yet another hare-brained schem 
lure scientific genius. Now, if only the fools 
isten! 

CLONES*. Cloning, the modern frontier-hah! Hitler’s 
scientists figured this one out years ago! There’s 
proto-Hitlers floating in incubation tanks all around 
the world. The Soviets learned the sec 
they overran Germany! The US cloned 
died, and they know how to do it because of what 
was learned from the wreckage at Roswell. Or is  i t  
because the aliens have been replacing world leaders 
with their own clones.‘ 

Why won’t the fools listen?! 



PERPETUAL MOTION*. Energy makes the world go 
round-just the way the oil companies like it. Pump 
oil. Dig coal. Build nuclear plants. It all makes the 
Power Mis-Utilities rich! Who cares if there‘s a way to 
make more energy than you spend? There‘s oil and 
coal to last our lifetime, and when that’s gone, there’ll 
always be nuclear power! Who needs to worry about 
the future? Mock the inventors of perpetual motion 
machines. Teach the children that science says it 
can’t work. Your character knows;however, that it 
can work. 
UFO TECH*. There are some things the government 
doesn’t want people to know-like the fact that those 

‘.UFOs everybody sees are really.secret Air Force test 
programs. The military has had UFO technology for 
years. Of course they know how to do it-they 
learned from the Roswel! crash. Most of.the UFOs 
that have been seen since are homemade! The mili- 
tary just doesn’t want to share their technology with 

:anybody else. In fact, they’re so paranoid they won‘t 
even use them in real wars. 

natural alternatives will be found! 
Fools! They are using their “medicine” to hold yo 

in bondage to their amoral system. Youare dl.beiti 
used like sheep! 
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Children! 

Cannibal Nazi VampirP 
Dwarfs Turn Amazon 
Into Green Hell; 
Line Dancing, NAFTA 
Encouraged By 
Fourth Reich 

m e d  with machetes and maclnne pa-  
tols, which they used to execute all of 
the villagers’ goats while crying loudly, 
“Traitorl”, “Commnmstl”, and “Unhe- 
hever 1” 

The villagers were then herded for 
By ROGER E. MOORE 

BRAZIL-The twisted descendants 
of top Nazi officials who fled to South 
America after World War I1 are 
repomd to have established a cannibal- 
istic slave empire deep within the &- 
zon rain forest in Brazil, according to 
unnamed top US State Department 
officials. It was revealed in a secret 
interview with these sources, con- 
ducted inside a Dempster Dumpster 
near the White House, that the Nazi 
slave empire also received funding in 
the 1980s from overzealous American 
officials who thought the neo-Nazis 
would use the funding to  fight an 
alleged Communist insurgency in the 
jungle. Instead, the dwarflike goose- 
steppers have used the money to 
finance dance lessons, &py for dental 
bills, and buy foreign-rmrde kind mines 
which the stunted eannibals use for 
“artistic purposes.” . 

This shocking information came 
directly to Washington, DC, from the 

heart of the rain-forest hell itself. In miles, deep into the unexplored reaches 
December, 1993 (summertime in the of the jungle, where they were led into 
southern hemisphere), ted a cave. There the villagers discovered a 
old man staggered out of rest vast, maze3ike 
and into the camp of Modmer Weems inhabited by hnn 
and Bertha Grobnik, two volunteers albino monsters and many unfortunate 
working for the Worldwide Amazonian 

tic Organization, a gsoup red flags 
to peserve the jungle and 

use its products in high-dost, nu~ t ion -  
free health foods. 

The old man, once fed a macrobiotic 
dinner and given rest, spilled ont a tale 
of horror that chilled the blood of his 
helpful WAMBO samaritans. 
his entire village, he said, had been 
taken captive five years earlier by 

their “Fuehrers.” 
When taken to a local ho 

he quickly 
Adolf Hit1 

ir. for his “fo 



W 

“stay pure, keep the Fourth Reich Their vile captors, meanwhile, spent that, they were planning to offer their 
intact, and brush their sharpened teeth their leisure time learning line dancing services as instructors in dance classes 
regularly.” to improve their communal bonding and middle-management seminars and 

In the claustrophobic caverns under (learning how to “stay in step,” as they other areas in which they are skilled. 
the Amazon rain forest, the old man put it), making alcoholic beverages Of course, Weems and Grobnik 
and his fellow slaves were forced to from jungle fruits, and filling out forms quickly reported their discovery to the 
perform housekeeping chores under requesting more foreign aid from the American embassy in Brazil, but the 
threat of being eaten alive. Aside from United States to continue their battle report was apparently thrown away 
being made to polish the dwarfs’ exten- against “Communists and traitors” without even being shredded once it 
sive skull collections, donate blood, within their territories. The Nazi dwarfs reached Washington, DC. The Wash- 
and mend the tattered black clothing were reportedly quite frustrated that ington sources of this story found the 
the dwarfs loved to wear, they were their source of funding bad dried up report by accident and felt immediately 
subjected to day-long brainwashing recently, leaving them with enormous obligated to make it public, though for 
lectures and even country-and-westem dental bills resulting from having their a small fee to cover their nutritional 
line dancing. The old man had man- teeth filed into points by local dentists. costs at a liquor store two blocks away. 
aged to escape only by hiding in a The dwarfs lately had studied Amer- “We hope that the President will real- 
garbage can filled with the dwarfs’ ican and Mexican newspapers and had ize the dangers of supporting these 
worn-out line-dancing boots. He wept decided to apply for admission into bums,” said one source. “Anyone who 
as he told of his ordeal, and could not NAFTA, believing that they could would enforce line dancing is low 
hear to hear “Achy, Breaky Heart” export duty-free alcoholic beverages to enough to do anything-even vote 
nlaved in his presence. pay for their other expenses. Failing Republican.” 



-77ze TABLOID!Repoderk Beat 
Get to Work! The Rules of the News 

ongratulations, your characters are now tabloid 
reporters, all set and ready to go! All they need 
is  a desk and a job. So what do they do? 

They do what every reporter does-go out and 
~ort the news. Since they’re tabloid reporters, they ’ .. 

To get the most out of the TABLOID! game, your 
character really needs to do more than just bumble; 
around hoping for something exciting to happen. By 
god, your character‘s a reporter-so act like one! 

and how to do it. Hence, here are the unoff 
TABLOID! Rules to Better Reporting, The Journalist‘s 
Little Book of Ethics, and Forbert’s Principles of Good 
Photography. Learn them and use them,‘trooper, or 
your character wi l l  be working for the Walworth: 
Shopper Weekly in no time at all! 

C 
Of course, it helps to h 

aon’t reportjust any news. It’s got 
angle which is, in a word, sensat 
dime-a-dozen journalists cover boring foreign civil 
wars, presidential debates, Leading economic indica- 
tors, and the latest policy crises. The only way your 
characters would care i s  i f they could get a good 
headline out of it. Belo&ire some examples of go 
and bad headline--from a tabloid point of yiew. 

. 

ules to Better R 
ule # 1: A good reporter finds 

To get a story, a reporter nee 
waif for i t  to happen! 

lead. Since this i s  a game, 
not worry. After all, your E 
:o start the adventure-but what if the Editor can’t 
(hink of one? 

Hey, why not have some fun? Keep an eye on.the 

Example # 3 
Bad: President Meets with Japanese Prime Minister 
G o o d  President Marries Japanese Prime Minister 
Very Good: President Caught in Bed with lapane-- 

Excellent: Prez Exposeslapanese PM as Alien! 
Leader 

Example #2 
Bad: HUD Reports Record Number of Homeless 
cood: Homeless Yuppies Demand Condos 
Very G o d  Homeless Campers Stalk Yosemite 
Excellent: Homeless Nomads Terrorize Midwest, Led 

by Reincarnated Attila the Hun 

Example #3 
B d  Bad Weather Delays Shuttle Launch 
Good: NASA Fears Terrorist Attack 
Very Good: Aliens Threaten to Destroy Shuffle! 
Excellent: The King to NASA: ”Stay Out of Space!” 

So, the first step to becoming a good tabloid reporter 
i s  to develop an instinct for a good story. Take a look 
at your character’s skills-these are clues to a hot 
lead. Aliens, conspiracies, ghosts, UFOs, strange 
monsters, and more are what to put in print. 

I 

real news of the world and see if you can beat your 
Editor to a good story idea. When you come up with 
one, have your character pitch it to the paper’s editor. 
“Hey boss, I think there might be something in these 
crop circles in Kansas. How about I check it out?” 

Another way to find the news is  to keep track of 
sources. A source is anyone who can give informa- 
tion. It doesn’t have to be a hot tip or a leak. Lots of 
sources are people looking to get into the news- 
:rackpot scientists with their latest ideas (remember 
:old fusion!), Hollywood types with awful movies to 
dug (just watch the talk shows), businessmen with 
products to sell (the Amazing Miracle Cleaner!), and 
just plain lonely kooks (like your cousin Elmo). In 
exchange for a little free publicity, these types are 
usually more than happy to steer your character onto 
a good story. 

Don’t worry about verifying the sources-that’s 
something for real papers and real reporters, not your 



‘ I  
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l l  
Rule #Z: Get Good Quotes. Every story needs people The Journa]is4’- 1 :u l -  U--L -1 C4L:-- 
making statements-it makes the story all that much 
more real. That means your character should take 
notes. Tape phone calls without permission, use a 
Dictaphone at al l  times. Who cares if it’s not ethi- 
cal-this is a game, not the real.world! 

Get quotes that make the famous sound stupid. (“l 
mean, I think, you know, that my music is reallF you 
know, even better than the King, like, you know“.) 

Get quotes from scientists that prove they’re pencil- 
necked geeks. (“It is, of course completely possible 
for men to understand the chimpanzee’s speech. A l l  l 
have to do is change a single gene.? 

I swear that, in the pursuit of my trade: 

is a slippery thing. 

unless / can get away with it. 

knows if I made it a l l  up. 

get an interview. 

just pretend it’s someone else’s. 

l will only report the truth-as I understand it. Truth 

l will not knowingly slander or defame another- 

l will never reveal my sources-that way nobody 

/ will report a l l  quotes accurately-unless l couldn’t 

l will never inject personal bias into a report-1’11 

nesses. (“Then l looked up and saw it hovering right 
over the trees. I t  shined a big, black spotlight a l l  over 
the road.‘‘) 

/ will present both sides of every issu-ven if one 

l will attribute a l l  names and photos accurat 
is completely loony. 

1 Rule #3: Who? What? When? Where? Whv? Give Fnrhprtk Printinlee nf Gnnrl 
them enobgh fac t  photography I enough to bore the1 

1 3  l~llll~ IJUUK U1 lillllLi3 

Get quotes that make ordinary stiffs-like the kind 
who buy tabloids-sound like smart and reliable wit- 

l will present both sides of every issue-at least in 
one sentence. 

Get quotes that make kooks sound even kookier. even for the ones l make up. 
(“We will bury you!”-Nikita Khrushchev) 

sighting doesn’t have Americans (or whatever nation- 
ality) involved, don’t bother-unless the body count 

because somebody forgot to Toad the camera. 
the camera! 

lets iou run if the other ’. 

Id be photographed flat- 
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j *I 4, ** 1 Rule #4: Make it local or make it bloody If that UFO Don’t forget the film. More good shots are ruined 

is above ten. 

Rule #5: The Severed Arm Shot. TIm goes with rule 
#4. If your character doesn‘t get photos, don’t bother, 
even if the body count is above ten. The more sensa- 
tional and graphic, the better, too. Don’t worry too 
much about focus and composition-darkrooms are 
made to fix that. seen. 

Rule #6: Write what sells. Your character’s not doing 
this for charity, you know. If nobody wants to read it, 

Take off the lens cap. This is the second-leading c 
of failed photos. Load the camera, and take off the 
lens cap, idiot! 
Don’tget too close. A good photographer keeps a dis- 
tance from the subject. This 
side starts swinging, and it ensures that p 
embarrassing details (like those wires) are 

Blood? Good. 
Gross? Good. 
Can we use a standard file photo instea 

Does the photo capture the public mood. 
applies to movie stars, musicians, and professional 
wrestlers. Starlets high on the popularity l ists (and 
who have good chests) shou 

i 
, 

~ ’ ’ then what good is it? hurts to save film. 

Rule #7: Don’t let the facts get in the way. When the 
real story is boring, embellish! Just remember, there’re 
always these things called libelsuits. 



teringly-lots of cleavage and smiling is good. Popu- 
lar males should be bare-chested in a small swimsuit 
if possible. (Publicists usually have extras of these.) 

Bad boy (and especially bad girl) stars should be 
captured looking their worst-swinging their fists, 
swearing at the camera, drunk, sweaty, half-awake, 
and with facial expressions that say, “Look, I really 
am an obnoxious idiot who deserves every bad thing 
ever said about me!” 
The darkroom is a god. Photo retouching is  a modern 
miracle. Trust us. 
REPRINTED WITH WRITTEN PERMISSION FROM CELEBRITY 
NUDE PHOTOCRAPHV, THE FORBERJ WAY, WORTHING AND 

PLATZ, ANAHEIM, 1991 

Tools of the Trade 
To help your character in actually reporting, there are 
a few useful items that no reporter should be without. 
Because we know your character will be an ace, all 
of these are provided free as soon as he or she takes 
that first assignment. 
Press Pass. Even though he or she works for a tabloid, 
your character gets a press pass just like a real 
reporter. It looks good in a hat brim or worn around 
the neck like a badge. If it were a pass for an impres- 
sive paper, like a major city daily, your character 
might be able to use it to get backstage at a concert or 
receive free tickets to the ball game. However, your 
character‘s press pass is  not for a major paper, net- 
work, or news magazine. It may impress the yokels, 
but for everybody else, it’s more bluff than clout. 
Dictaphone. Welcome to the electronic age! Your 
character has a cheap pocket Dictaphone. If you say 
he or she is using it often enough, then you can bluff 
your Editor anytime you forget an important fact. 
Smile, lie, and say, ”1 remember that! It’s on my Dicta- 
phone.“ 
Telephone Answering Machine. Make up your own 
vapid greeting-it should sound impressive to poten- 
tial leads, sources, and future employers. Being smart, 
your character also has one of those machines that let 
the owner call to find out what messages have come 
in, change the out-going message, and even eaves- I 

drop on anyone in the house. Too bad all this takes 
Use Fax Machine to understand. 
Camera. If your character has Photography skill, he or 
she has the cheapest SLR camera possible-no auto- 
focus, no auto-wind, and no film. If your character 
does not have Photography skill, he or she can get a 
disposable camera from the local drugstore. 
Wood-Cased, Solid-state, Graphite Input Devi& and 
Portable, Multi-Partitioned, Cellulose Data Storage 
Unit. A pencil and notepad. 
Plane Tickets and Hotel Rooms. If your character gets 
sent on assignment by the Editor, or if your character 
convinces the Editor there’s a story in it, the plane 
tickets are on the house. Of course, your character 
travels on the cheapest airlines at the cheapest times 
and stays at the cheapest motels. This means your 
character travels the Red Eye, eating “complimen- 
tary” peanuts in quarters an ant would call cramped 
to finally get a room at a place that was featured in a 
horror movie. 

Extras 
In addition to the above devices and services, there 
are other tools your character might want to buy. (For 
more about the Savings Account and to use it, see 
page 84-87.) Because your character has to spring for 
these, you may not start the game with them. 
Portable Computer with Fax/Modem. Portable com- 
puters are very handy for the modern reporter. With 
one, a reporter can organize notes, write the Mry, 
and send it in-either by fax or bulletin board-all 
from a motel room where the boss never needs to 
know what your character was really doing. A com- 
puter will cost around $2,000, and they have been 
known to break, lose files, and have their batteries 
drain at the most inconvenient times. Thieves and co- 
workers walk off with them all the time, too. 
Car. This i s  only really necessary i f  most stories are 
local-the type of thing for which your Editor will say, 
”Take your car down there and check it out.” For 
reporters in places like New York and LA, this i s  not 
uncommon. On the other hand, does your character 
really want to deal with rush hour traffic? 



Rosicrucians 
Contacted Aliens! 

Ancient Link Established by Scientist’s Hoax! 
By KAREN S. kQOMCARDEN , >  

ities on UFO contach has been revealed 
as a fraud Muse he cribhed his latest 
book from an old tract on Rosicru- 
cians! 

and screenwriter, admitted to the fraud 

Marin County. “I’m 
pressure from my current publisher to 
bring out X number of books in a five. 
year period,’’ a downcast &ri$nq 
stated. ‘‘I know it was wrong, but it 
sure made this book a breeze to write!” 
Apparently, the bogus book writer &mk ~ He plans 

ian Rosenkreuz and 
Society, changed a few 
occurrences, and hande 
script to his agent f0r.d 
publisher, along with a letter 
ing the content as “a manifes 
the Outer Wmb.” 

editor assigned to the. project mot 
a . b c e a d a n t  ofMr. R 
recognized the work for what’% wasi.. 
almost as soon as be bad read the fust 

domain I 
fore i s  
Holzhei 

Whitney Scribner, famous ?&r lishi 
ance 

de 

bead of the .Rosicru 
DZ242, is pleased with 
@.w;a~$s tQ. purchase 

bring out th 

P 
!he 
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I ~ Reporting Done Right 
Filing the Story 

s an extra bonus in the TABLOIDl'universe,, 
you don't just get to play an adyenture to g-+ 
the story-you g& to write it 

h boy. 
A 

aulingout the ancientty 
dedicated word processor 

to buy disks'from Bali for, you begin wrestling wi 
the issue at hand. You've got all the facts, and those 
you don't have, you can make up just fine. You've got 
a l l  of this screaming in your head to get out. That 
blank paper or screen is  beggi,ng-to be f&d;but for 
some reason, you just can't find it within yourself to 
punch that first key. You've contracted that most hor- 
rific of diseases discussed only in frightened whispers 
by those who make their living by the written word. 
You've pot a bad case'of writer's block! 

Don't worry! There's help. You don't have to go 
through the laborious process of creating every sen- 
tence and paragraph, not when you can use the 
never-to-be-patented AMAZING ENGINE system of ' .  '~ Scientist 
story creation. It's as simple as picking one from Col- 
umn A and another from Column B. Okay, there's a@', 
least one more column, but you st i l l  don't have to 
think! Not much, at least. 

At the end of any adventure or any time you think ' . ' 

your character has a good story, you can "phone it 
in." When you do this, all you need do is photocopy 
page 134 for use with the TABLOID! Story Writer! 
Complete stories in just a few steps, They used to 
laugh when you sat down at the typewrifef, but now 
impress your fellow players and Editor! Nd thought 
required--and best of all, It's absolutely ftee! (Well, it 
comes with this game, but at feast it didn't cost you 
anything extra. What a bargain!) 

ieck, if you want, you don't even have to have 
Jr character go do the research legwork. You can 

make it all up if you like. Of course, eventually your 
character's editor i s  going to catch on to the fact that 

Aliens 
The President Sees 

' E***s 

. 

&tep 2: me copy 
', A headlirte only goes 30 far. Yout tharacfef h@ds to 

Rave a r@rtl story to go with it. Recdgrtlting thaf story 

g. Just turn to page 134 at the back of this book 

with only one instruction: Get a real story or else! * '  " 
. 



ver you’re ready to file a story, take a few 
to fill in the blanks of the framework. Every 

IS well-defined for you-pe 
you remember a l l  those parts o 
mar school, don’t you? When you’re done, read it out 
loud for your Editor (and the rest of the table) to eval- 
uate. With any luck at all, you’ll ge 
1-ughs. 

Step 3: Photo Captions 
Of course, a story has to have photos. (Remember the 
SeYered Arm Shet?] And all of your photo 
bzz l ing,  snappy captions. Your character can’t 
&ume people will know those fuzzy blobs on the 
newsprint show the secret meeting between Nessie 
and her alien masters on the shores of Loch Ness. 

e on, This is America! We’re al l  lucky that we 
barely read! Still, everyone will read a caption- 

because that way they don’t have to read the rest of 
the article. 

Knowing that 99% of American society will assume 
the caption is the ,entire storyj your character h& to 
make that caption exciting. Here’s some rd.es of 
thumb you might find useful. 
Ask, don’t answer. For the above-men 
graph, the caption might read, “Is monster plotting 
world conquest?” The question caption 
useful for Hollyw.4.gossip. ”Who’s t 
movieland’s reigning soap q 
most readers can‘t 
her-assuming your characte 
to make the famous look stupi 
h p / y  there’s more to the story. Actual1 

that Loch Ness photo write, 
”Nessie saves the world again!” The readers will pore 
through the article looking to find out how and 
When they cah‘t find it, they‘ll jost i 
it anyway! 

-r 81 
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By KAREN S. BOOMGARMN One hportant point to note: In order mid. According.to Ms. 
L O O N ,  England-Braody Grant, sfor the cah la t ions  to work as Ms. could only happen ;it thi 

noted Stonehenge scholar and stneteat Grant claims, one of the lines created, tude,: so Sbe~creamr.~hr\d to km-he 
of ancient archaeology, claims to by thestones’ alignment needs to be cOnthen@l relatb~~&+’’ . ( L  

who realty h i l t  Stoneknge, &e read as if it actually split.the Sarseu : ” (  

terioas, circular monument of aircle Md the Aubrey Circle in ha paring the angles:of. 
hewn stone that has stwd on Salishwy ’ iHow dictshecome by this by infoma- the Great.Pye&d w& 
Plaishere in England for thousands of . tion? It certahly wasn’t by.luck.’%3ne at Stonehengekdthe a&ur top i i i t  
years: night as I was poring over ,my calcnla- ’ out additianal matshe&be@wesa the 

Claiming to have related thealign- tions, a swangely bright lightappeared geometry of,t 
ment of the stone circle to.the &eat in theshallway outside my studyLAsJ angle of theA 
Pyramid in Ewptand the Naaca Lines raised,my~head to see what wm-hap. . the pyraraidis.llae same5angletliat 
in Pem, Ms. Grant.points to“i?ret&ble pening, a glowing, winged l%ype s to.the ~h .ef chi 
evidence” of the incredible knowledge entered my .room. It wae shvionsly illl Caledar ab Stcudhenge 
of the creator. “It was someone who angel: it couldn’t have been anything . Another’.poigt:oa that mgie  
not only knew the fum, but also knew else. I. heard a celestial voice in my indicates the birth of Christ. At the 
the scientiiic relationships of the earth, ,head: telling me that one of the lines time both these mondents were built, 
moon, and sw. He knew the diameters, neededtobmoved.  It was the y l y  neither-event had WppemA 
circumferences, and relative distances :one capable.&f crcatiug the proper builder knew the fud! ’ 
of all three celestial bodies. He alsa alignment, withokt which none of the Other events include the last &&e 
knew the alignments of the continents,, information~dantained within the mon- (a special feast day that is figured in 
because otherwise the (figures) ument’s amhitecture couMi be.: fA&ars:of seven byia fairly weh&se&f 
wouldn’t be precise, which they are.” releaWI.’.’ ,I , , ‘uuhes) of tbe Jewish ppl’ei@TmieL 

:Another example of the infom&on before the BabylhienGapti<h@ the 
premise that a Biblical “day” is a thou- :the augd referred to is :thathe datejo5tk. ibe 
sand years, Ms. Grant performed com- augle formed by line ing .due dates’ bf eo Smne- 
plicated mathematical calculations orth and toward the sumeersolstice- henge and& F3~113&&;~iof,@ 
showing that, at its completion, Stone- . sunrise, when both lines cross the ceu: firsf Punic 
henge allowed myone who knew the .ter of the Sarsen Circle, is the same Carthage; 
secret to predict the future. “The align- angle asthe slape of the Great pyramid .Protestant 
ments point to d e s . a s  early as 3999 at Giza.’Sincle the pyramid,wasrbnilt ’ .  Martin Luther, W&dt@.lufherfUT 
B.C., which is the birth ef  sed^, Adam .before Stonehenge, the kaoarledge of’,  Church) in h q e .  Vdh@Was’fhk at&& 
and Eve’s thirdson, and as fafahead s,::’this angle and its starry significance ’. tect3who knew,the geometry of:the 
A.D. 2730. You can see that this spm must ,have hem known to the whiteut solar systenatndmmld 
of time (matches) the.accept4 Biblical’ ,uf bothaomments-thesameperson, . @ t - t h e , & h *  
(measurement) 0f.a 7,QCK)-yearcycle. mording t6Ms. Grant. ,. I “It was Elv. . .” 
Each cyclebegns and ends with events Th&foui.Won Stones form a ree. 
of immeasurable importance. Of tangle enoasilig the Blwstc%le&%cle 
course, we can’t tell whathportant When a W s  drawn I l S ~ ~ f r o m .  spwdw 
events are snpposed~tohappm thatfar” at the upper left Sta- on the parbafi seyeral L&4gas cashto 
ahead, but they nuwbe historicrltrrm; itting the:rectan@e  in^ owners, who are:thenWi~es~mtllored 
ing points for the buman race. Other- ~ .h& on:that-augle, if you we68 tadraw; ..to be member% &the,= 
wise, they wouldn’t be accomkdfor in that line across the globe of Earth, it’ We will continW 60 
the monument’s calendar.” WOUW m s s  right over the Great mra- events as we gekinformation. ’ 

F e r  tiqke-with 

Basing her calculations on the 

, 
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WRat It’s AU About: Getting Mdc- 

Just Desserts 
0, where’s the payoff? Your character’s not 
doing this for charity! Sure, there is  the glory, S the fame, and the public good but, face it, your 

character got into this line of work for the cash. When 
he or she lands an interview with Ambergris from 
Planet Glpth, it‘s not because the world needs to hear 
the alien‘s message of peace and harmony-it’s to get 
paid! So, at the end of every adventure, your charac- 
ter has something to look forward to: a paycheck. 

Every time the characters get their paychecks, 
they’re added to their Savings Accounts. Soon your 
character‘s bank account will be bulging. Journalism 
is the path to riches! If only it were that simple. 

’! :-expenses. This is when you need to keep track of your 
.’ ,i-.tharacter’s spending, since spending too much i s  

going to quickly take a bite out of his or her Savings 
Account. 

Your character’s pocket money is equal to the Sav- 
ings Account x $50. This i s  the amount of money 

‘your character can spend in a single month without 
‘lowering the Savings Account total. Say your charac- 
Fer has a Savings Account of 9, which means pocket 
money of $450. The character’s got to fly from 
Chicago to New York. No problem. Standby flights 
are cheap-say $1 50-so as long as he or she eats 
and sleeps cheap, your character’s not going to blow 
the budget. 

Your character’s Savings Account drops when 
spending exceeds any remaining pocket money. At 
that Doint. to cover the costs. vour character has to 

Saving for the Future and 
What It Does For You 

withdraw another batch of poiket money from the 
Savings Account. Every point you reduce the Savings 
Account by gives another amount equal to what your 
character.got at the start of the month. Spend too 
nuch, and you will bankrupt your character in 
:le month! 

Say Marko Grouch has to go to New York to attend 
a UFO convention. No problem, right? It costs $150, 

’ ‘leaving Marko with $300. When he gets there, he dis- 
covers the paper isn’t paying for his room- $150 a 
night with another $50 for tood! (/t was that little 
*&$&A down in accounting-he’s had it in for Marko 

.* ever since he called his UFO sighting a hoax! When 
1 will Marko ever learn? Don’t make the money weasels 
angry!) The convention is three days long, so the total 

. ’ hotel bill i s  going to be $600! It’s time to get to the 
.bank and withdraw another $450 dollars by spending 

’ one point from the Savings Account to cover the cost. 
’, Add that to the $300 left, and Marko can pay the bill 

’ , .land have $1 50 to spare. Next month, his Savings 
Account i s  reduced to 8. . 

Suppose, at the convention Marko picks up a hot 
ead. The enlightened ones are coming! In Utah! Real 
oon! If he gets the scoop, the editor is going to love 
im. The only problem i s  tickets to Bryce Canyon 

from New York are running $1,000 on such short 

Your character’s Savings Account is more than just a 
retirement plan. It serves as a mea.sure of  lifestyle, 
available cash, and experience points all in one. Just 
as fast as you earn points for your character’s Savings 
Account; you are going to be spending them on 
everything from plane tickets to new skills. Just like 
the real world, hanging onto cash is harder than earn-. 
ing it. 

In addition to the general measure of your charac- 
ter’s living standards-as noted in the character cre- 
ation section-the Savings Accoun? also determines ’ . 

your character’s monthly pocket money. This i s  the 
cash your character has for things other than rent, 
mortgage, utility bills, auto insurance, groceries< dry ~ 

cleaning, video rentals, and the like. Those are the 
plannedexpnses, the costs that, if anyone really had 
the foresight, would all be figured into a househol.d.zii 
budget. That is the boring stuff, and this isn’t a~ game ’ ’ 

about accounting adventures. 
The only things worth tracking are special pu 

chases: a camera, plane tickets to Thwickhampton, 
special set of clothing, car rentals in the field, hotel 

. 

rooms, hospitalization, and all those other onplanned notice. Oh well, anything sake of the story. 



Marko takes the $1 50 from his wallet and then lowers 
his Savings Account by 2, taking out $900 ($450 x 
When he gets to Bryce Canyon, he’s got $50 left. 

Buying Stuff 
Hey, where’s the long lists of equipment every role- 
playing game worth it’s salt is  supposed to have? I 
want to load my character up like a steroid-popping 
pack mule and I can’t do that without proper equip- 
ment lists! What kind of weasel game i s  this if it 
doesn’t have detailed prices and weights of every- 
thing I want to buy? / spent my money on this? 

Welcome to the real world. In the TABLOID! 
game, there are no equipment l is ts  because-you 
don’t need them. This i s  the real world-if you want 
know how much something costs, go downtown. Go 
to the mall! Get a Sears catalog-do they sti l l  make 
those? Use the prices you know. Call a travel agent. 
Ask your friends. (Don’t ask your parents. They’ll start 
wondering why you want a VW van, 500 pounds of 
coffee, a directional mike, six cameras, and a stun 
gun. They probably won’t believe you if you tell them 
it’s to go hunt Bigfoot.) 

See, life really can be simple sometimek 
7 

Economics 10 1 
Now here’s the funny thing. Any cash your character 
has left at the end of a month-vanishes! It just isn‘t 
possible to put pocket change back into the Savings 
Account. This is a little-know law of economics-and 
you heard i t  here first! The stuff just seems to find 
ways to get spent, so if your character has a lot of 
cash left, don’t let it burn a hole in the character‘s 
pocket. Spend it. 

But Wait, That‘s Not All! 
Your character’s Savings Account does more than just 
generate money. It doubles as experience points! It 
buys skills, improves abilities, and alters die rolls--all 
with a single stroke! Can your savings account do that 

At any time, your character can trade in Savings 
Account points for xps. One point of savings equals 
ten xps. For 1 point of.savings, you can buy:a 10- 
point adjustment to a die roll or 2 ability points to 
improve your character. For 5 points, you can buy a 
new skill for your character. For 10 points of savings, 

i 
Experience points are like pocket money. When 

you cash them out of the Savings Account, anything 
you don’t use is  lost. Whether you buy one ability 
point or two, it doesn’t matter-all 10 xp are.used: 
You can’t take 5 experience points and the rest in 
cash either-it’s an all-or-nothing deal. 

you can improve your player core by one die. 

Chapter Eleven 
Hey, your character’s got it made, right? You even 
start the game with some experience, so why not 
spend it all on more skills and better sco 

, ,  :. 
.Bankruptcy-that% whp ‘.- 

,, your character ever hits 0 in the Savings Accou 
this is a bad thing. It is a bad thing called bankrup 
At that point, your character has no money. 
worldly possessions are tamken away-cars, came 
houses, real estate holdings, trusts, Swi,ss ba 
accounts-the works! Every time your character 
needs money, he or she can get the same amount as 
at the beginning of the month in exchange for a -1 to 
the Savings Account. Get to -1 0, and the local sheriff 
locks your character up for passing bad checks. This 
i s  not a good thing. For all intents and purposes, your 
character i s  out of the game, and you might as well 
create a new one. 

To get out of bankruptcy, your character has to have 
a.positive Savings Account-and 0 is not a positive 
number. Points earned for the Savings Account (gives 
out by your kindly, generous Editor) are immediately 
snatched up by creditors to pay back debts (they 
reduce the size of your character’s negative bank 
account)-but at a two-for-one rate. Every two points 
earned reduces your character‘s debt by one. Nobody 
csid getting out of hock was easy. 
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Ex-perienced Hands 
If you’ve been playing in other AMAZING ENGINE 
system universes, you know that you could create a 
new TABLOID! character and shift experience points 
earned in other universes to that character. If you do, 
be sure to do it in units of ten, because every ten 
experience points equal one point of Savings 
Account. 

Transfer enough experience, and it’s obvious that 
your character i s  the black sheep of some wealthy 
family who doesn’t want the folks to know that one of 
their kind has taken up such a slimy job. Your charac- 
ter was probably disowned right after saying, “I 
wanna be a tabloid reporter when I grow up!” Great- 
aunt Eurydice fainted when she heard that, and your 
own father had to cancel that order of business cards 
for his law firm with your name added as a junior 
partner. 

You should be ashamedof yourself. Look what 
you’ve done to the family name! Just think of the 
money it’ll take to repair it! 

The Editorial Review 
Look, if you‘re a player, you‘re not supposed to read 
this part-but who are we kidding? You bought this 
book (if you didn‘t, put it down!), so you can read the 
whole dang thing! When you’re done, you’ll be able 
to give the Editor all sorts of grief about being too 
c h e a G u t  never too generous, eh? 

A big job for the Editor, besides trying to control all 
this mayhem, is  to evaluate the job the reporters are 
doing and then hand out the bonuses and raises. Nor- 
mally this comes at the end of an adventure (after the 
reporters have filed their stories), but for long adven- 
tures, the Editor may want to call upon the 6 Month 
Review. Basically this is an excuse to give out experi- 
ence (in the form of the Savings Account) before the 
adventure ends. 

There are three kinds of rewards the Editor can give 
out: bonuses, expense accounts, and paychecks.Each 
of these wonderful things is described in excruciating 
detail below. 

The Bonus 
Bonuses get added into next month’s poc 
:Accounting always takes their time payin 
like in the real world.) 

For example, the boss actually comes up and says, 
“Nice work, Wilkins, getting ihat photo’of Bigfoot 
checking into the B***y F**d Clinic for detox. I’m 
putting you in for 100 bucks. Oh, and don’t worry, * 

the scars hardly show.” The bonus just gets added to 
pocket money the character starts the next month 
with. 

Bonuses should only be given for little successegc 
after all, a bonus can’t be changed into experience 
mints. It‘s only money-a tool of the evil Trilateralist 
Conspiracy! 

The Expense Account 
rhis reward is  a way to let the characters keep their 
Savings Accounts intact-without making them big- 
ger. That’s handy for the character who’s got just a dis- 
gusting lump of points sitting in his or-he; Savings 
Account. Give Bozo one more, and the clown plans 
go buy Rockefeller Center. Unless, for some strange 
reason, you think that having this happen would actu- 
ally be funny, you should not allow this to occur, So, 
what can you do? Award the character an expense 
account instead. 

reward for good journalism. For example, the boss 
might say, “Boy, you folks really busted your chops on 
that last one, and that new car shouldn’t have come 
out of your pocket. Next time you go out, you‘re on 
the expense account. Just don’t abuse it.” 

Wahoo! Money flowing from their fingertips, right? 
Just remember, there’s no expense accounts without 
receipts. Then, think of the fun you can have when 
the editor looks at their claims. ”You bought what? 
On my credit card?Your next expense account will 
be when hell freezes over-and thaws!” 

There is one other time when giving out an expense 
account i s  handy. That’s 
adventure that you know i 

Actually, you should use expense accounts 

t- 



bucks. It’s hardly going to be fun to end in the middle 
of the adventure @r lack of cash-unless, of course, 
they’ve just gone broke in the heart of the Himalayas 
on the very day the expedition’s Sherpa guides are 
expecting their pay and the Red Chinese border 
guards want the money promised to look the other 
way while the group ducked over the border to avoid 
a loan shark they stiffed in Katmandu who is closing 
in on their tail. 

In other words, give them an expense accoun 
make their woes completely over the top. Thi 
funny-complete grief, complete pressure, and com- 
pletely impossible circumstances. 

The Paycheck 
The paycheck is most common reward you will 
give the characters. Paychecks are points the charac- 
ters can add to their Savings Accounts. (hychecks in 
the real world are small, lonely little thiogs that the 
government covets.) Paychecks are usually given at 
the end of adventures, but for particularly long adven- 
tures, you can issue paychecks before the story i s  
completely filed. These are called advances and work 
just like paychecks (but the designer thought it would 
be fun to give them a different name). 

are passed out. You ea 
Savings Accounts.” But 
why not use the official 
Behavior Modification Slip, fo 
copy it and fill it outwith app 

You could just teti the players,;Okay, 

boss, you can lard over the players 
their meager rewards and watch t 
with child-like glee. 

If the legal dtprtmenf knew 
ating the TABLLC#D! Capitalis 
Modification Slip (of course, they do-they’ve got 
spies everywhere), they would probably want him to 
include a whole bunch of warnings and cautions. 
Since there is a remote chance they might actually 
read this, the designer made up a few lust in case. 

WARNING! 
!Capitalist Tool and Behavior Modifi- 
be photocopied for personal use only. 

Making lots of copies and selling them to people is a 
legal bad thing. 

The designer, the legal department, and just about 
anyone else on Earth points out that copying th 
TABLOID! Capitalist Tool and Behavior Modificatio 
Slip, filling it out, and then trying to pass it off at the 
bank as your paycheck is a legal dumb bad thing. 

Starting up your own tabloid, giving it a name, and 
then using the TABLOID! Capitalist Tool and Behav- 
ior Modification Slip to pay your employees is  a legal 

You have been warqed! 

Of course, you can’t go giving out random amounts 
for the player’s Savings Accounts. A precise scientifi 
method is  required. Science is everything! Too ba 
we couldn’t get that grant from the National Scienc 
Foundation to do the research needed. Instead, givi 
out Savings Accounts points just has to rely on t 
illogical and completely fallible system of Editor 
judgment! It’s shocking, we know, but it’s time to fac 
the brutal facts-there’s no avoiding these slipshod 
unscientific techniques. 

How much is too-much! (You’re kidding, rightj Thik 
i s  such a serious game.) Too much, i s  easy-if you/ 
characters can buy Rockefeller Ce-nter back from t 
Japanese (or whoever owns it now),~*then they 

’ 

have just a tad too much in their Savings Accoun 
buying a hamburger at a McRestaurant in 
major financial planning, then you are being a 
Editor. On the average, characters should earn 2-9 
points for their Savings Accounts on most adventures) 

This amount needs to be balanced against h ’ 

much characters have in their Savings Accounts. T 
exact amount should depend on how much the 
acters already have, the goals of the players, 
whether they had to spend points from their Savings 
Accounts to complete the adventure. Properly don4 
it should take the players a couple of adventures to 
earn enough points to buy a new skill. 

‘rd dumb thing. 



Ghost Riders 

By ROGER E. MOORE from a service 

Spirits Take a 
Grave View of 
Cable Placement; 
“Dead Ends” on 
the Information 
Superhighway Are 

division of a major the 
NEW YORK-“The line is head” American telephone company. The that the spirits of the dead have kea 

has taken on new meaning with a report report, stamped “Classifie v&g@ 



I 

into major computer syste e- cannot conclude that this [the noise] is ew York and New Jersey. The line 
times gaining restricted ac to truly a result of spiritual phenomena,” as traced and found to originate 
government andcorporate files. The States the report, “but the evidence is from a section of fiber-optic cable 
report was delivered to the offices of startling and unsettling.” laid through the cemetery in 
the World Tattler-Triblme in an un- Among specific problems cited in Philadelphia where Benjamin 
marked envelope, and its contents were the report are the following: ,iFranklii is buried. 
swiftly published. 

fiber-optic cable lines cr 
backbone of the much-v 
mation superhighway” 
government and industry have been 
laid over old graveyards, beside man- 
soleums and vaults, and through Indian 
burial mounds. Such cable placement 
is usually illegal, but phone-company 
crews have been hard 
proper authorization t 

ously unknown burial mound used 
by Native Americans about 1,200 
years ago. Overloads are sometimes 
accompanied at the sWitching sta- 
tions by a thick haze that has no ori- 

all such noises being traced to th 
burial site of J. Edgar Hoover. Th 
site was recently crisscrossed by 
five underground cables. 

observes.) 
Engineers have since noticed that 

these lines are subject to more elec- 
overloads were getting worse. some way to make these illegal und 

noise discovered by the engineers has buildings from sections of cable laid prone areas. “What’s done is done:’ 

are now state or national parks. 

* A caller using an archaic dialect and 
calling himself “Poor Richard” who 
has run up a $320,000 bill dialing 
900-number phone-sex services in 

phone calls from the dead have long 
been a topic in American folklore, but 
this represents the first definite evi- 
dence of psychic postmortal activity 
tapping into high-tech systems. “We 

off. If the dead want to use our 
work, they can take jobs as police 
cers and security guards forsen 
databases. Otherwise, we’ll go out 
dig the [expletive deleted] up.” 



Dying Is Easy 
ooner or later your character i s  going to get in 
a fight. How does the designer know this? Is  it S because he i s  psychic? Is it because he has 

secret knowledge denied to the rest of you hapless 
mortals? Does he know more than you? 

Or is he just betting your character will do som 
thing immensely stupid at least once during tl 
course of the game? 

No, that would be too obvious. It's more likely the 
designer knows these things because he was con- 
tacted by higher intelligences from Saskatoon, who 
taught him certain secret arts that he is now willing to 
share with those who wi l l  recognize him as the 
enlightened genius of roleplaying game design. 

Really. Trust us. 

New Combat Steps 
:re are none. Life is cornp1ir.t-.l enough. 

'uuns Don't Hurt People. . 
While there's no changes to the rules given in tne 3ys- 
tern Core, there are a few things that were never said 
there-like how much damage that gun wi l l  do. 
(Those fiends! They dodged the issue!) Well, have no 
fear, because the immensely complicated table on 
page 94 lists all the common weapons your character 
is likely to use or have used upon him- or herself, 
along with damages and ahy special notes the 
designer could think of just to make your life more 
difficult. 

Evil Psychic Causes 
Man to Die 
Guns, knives, and alien death rays aren't the only 
things characters need to worry about. In the 
TABLOID! universe, there is also the threat of strange 
psychic attacks. Humans, aliens, and Chihuahuas can 
all kill with the power of their mind. I 

Because this i s  a very serious game, any listing of 
xychic powers would invariably be incorrect. Top 
jcientists are working day and night to find you 
incontrovertible proof of such powers. In this game, 
factual inaccuracies cannof be tolerated! Therefore 
the only proper thing to do is to leave the selectban 
and nature of all psychic powers as yet Undefined. 
Editors are free to introduce their own psychic pow- 
3rs into the game, based on their personal experi- 
ences and what they have learned from comic books. 
(Editors imbued with psychic power are asked to 
please not make the heads of their players explode.) 

Psychic powers fights are treated like normal com- 
bats except that the Psyche score is used to determine 
the chance to hit. Furthermore, all targets of psychic 
attacks are allowed to check against their Willpower 
to resist the effects of the attack. 

Player characters should not have psychic powers. 
'f they did, then the designer would feel obligated to 
:reate some more rules. NPCs should only rarely 
lave them. Suggested powers for the Editor to play 
Nith include ESP, psychokinesis (moving things with 
the mind), apportation (making things-like rocks- 
appear from nowhere), pyrokinesis (starting fires with 
the mind), and always knowing the exact time in 
Greenland. 

Secret Lottery Numbers 
Make Anything Possible 
3nly because the,System Guide said we would does 

Hiding behind someth 
Standing with chin ou 

"Come on, hit me. 
'Running and shooting 
.Running in panic and shoo 
Blinded by flashbulb -30 
Target bigger than character 



The Death Makes Good Copy 
Rule (or the Fifteen Minutes 
of Fame Thing) 
Some astute readers wit1 have ‘noticed.that there are 
m lethality ratings for anyofthe weapons listed on 
the big table (page 94). That‘s because anybody who 
dies can get into the paper., What’s more important, 
though, is how many column inches the obit gets. 
This is where the fabulously handy Death-to-Copy 
Ratio Table comes into play. 

The more column inches your character’s death 
would get, the higher the lethality rating of any 
attack. The Death-to-Copy Ratio Table gives sug- 
gested lethality ratings based on where a character’s 
death notice just might appear. Since a41 this posits a 
non-Euclidian universe where vahes are not absolute 
and geometries are strange, an explanation of each is 
giuen- here. .. ..;. . ‘ ,, . . .  

,, - .’ , / s  9 ’ 1  Tabh~ 7: ”. 0 .. 

Death-to-Copy Ratio Table 
Attention Garnered 
“Normal” Death 
Obit Column 
Back Page Article 
Distributed by Wire Service 
Filler Bit 
Third Page News 
Front Page Report 
National TV News 
One for the Recard Books 

lethality 
0 
1 
2 
3 
4 
5 
6 
7 
8 

“Normal” Deah This category includes all the com- 
pletely ordinary and entirely boring ways to go-old 
age, heart attack, and every disease that wouldn’t 
even pass muster for a cheap movie of the week. 
Basically, in the TABLOID! universe, no player char- 
acter isever shuffling off this mortal coil in such a 

Obit Column: To get to this level, the character has to 
die by some less common, but st i l l  ordinary way. Slip- 
ping on the ice, hunting accidents, car crashes, and 
the like are all ways to earn this lethality rating. 
Back Page Article: Now the character has to start 
dying a little more creatively. Most of the time this 
involves getting shot by muggers, hit by trains, going 
down in a plane crash, or drowning when the ice 
breaks. The notice gets written up as a bit of local 
news, not on the obit page, along with the arrest 
report, quote from the shocked engineer, or warning 
from the park ranger to stay off thin ice. 
Distributed by Wire Service: This type of death is not 
much different from those described above, just 
enough more dramatic that somebody sends it out on 
the wire services. The character’s death might appear 
as a back page article in some other newspaper, or it 
might get ignored completely. Stranded mountain 
climbers, folks mauled by bears in national parks, 
plunges from skyscrapers (with photos),dand anything 
involving the words “Bermuda Triangle” fit in this cat- 
egory. 
Filler Bit These are the tiny little notices that appear 
at the ends of other articles to f i l l  those left-over 
spaces. Almost always, they’re picked from wire ser- 
vices and kept in files for later use. A filler bit doesn’t 
don’t have many column inches, but reports of the 
character’s demise can pop up around the world for 
months to come. Now the character is starting to go 
out in style-usually suffering some short, pithy, and 
outlandish death. This category cam include those 
eaten by crocodiles, sucked down flooded street 
drains, or victims of a voodoo curse. (Italics theirs, 
not ours.) 
Third Page News: Some ways of dying are actually 
newsworthy-the amount of worth depending on the 
amount of news that day. Getting blown up by terror- 
ists in a foreign country, gunned down by a postal 
worker in an office rampage, or crushed in a 57 car 
pile-up on 1-97 when the UFO buzzes rush-hour traf- 
fic are all worthy of page-three articles. Sure, the arti- 
cle’s really about the other guy, but if the characters 
are luckv. thev might sDell their names correctlv 

,I I ” * 
boring fashi when they write, “Among the dead were. . .” 



! 

I 

Miracle Drug Saves Man 
From Brink of Death! 

Front Page News: To get on the front page, the char- 
acter either has to have been important, have been 
dealing with somebody important, or die with style. 
Nobody wants to read about some poor schmuck 
who gets shot in a robbery-t least not the first thing 
they see. Now, getting torn apart by Bigfoot, being 
killed in a mob-style execution, drowning while try- 
ing to save somebody else, or being immolated by 
aliens who misunderstand those overtures of peace- 
that’s the kind of death worthy of the front page. 
National TV News: This one is  like front page news, 
except they got footage, too. Of course, the news 
meant here isn’t necessarily network. In facti the syn- 
dicated yellow journalism shows with names like 
h i d e  Affair or Current Edition are better markets. 
They’ll pay the character’s relatives and coworkers for 
interviews! Characters shot by alien death rays in 
front of witnesses, along with anyone killed by a 
teenage mistress, are goodcandidates for this one. 
One for the Record Bodcs: This is the ultimate going 
out in style-any death worthy of a special entry in 
any number of record books. Take a look at the exam- 
ples below. Can you guess which one is  fake? 

Having a whole group of battered and bloodied 
player characters wandering around and unintention- 
ally scaring the wits out of innocent people might be 
amusing for a while, but sooner or later you are going 
to want them to heal faster than the rate allowed by 
the rules, or their wounds are going to become a bur- 
den. 

Well, dang it, check them into a clinic! Not just 
any clinic, mind you, but one of the latest, upto-date 
cutting-edge-of-technology clinics! Somethi 
Dr. Custaf Curtu-Shahas‘s Universal Health an 
ness Institute. (We put you in a healthy mind.) 

This is the TABLOID! world, not one of thos 
and dreary places where everyone wears the mar 
doom stenciled on their foreheads. With just a touch 
of creativity, characters almost never have to die. 
Unless, it’d be hilarious, of course. Then you should 
feel free to stick it to them-just this once. 

If you want them healed, don’t just sit there wring- 
ing your hands. Put them through the latest “in” 
fringevitamin therapies, experimental drug treat- 
ments, allergen tests, orgone reactors, inhalants, aro- 
matherapy, herbal mojo bags, all-lemon-rind diets, 
and cortex manipulation groups! Take their money 
and then pronounce them cured! 

1. 

2. 

3. 

In 1880, a man disappeared from an open field 
in clear sight of a judge. 
In 1983, a California man was suffocated by his 
waterbed. 
In 1984, a elephant trainer was crushed when 
his elephant knocked over a power line, was 
electrocuted, and fell on him. 
In India, over two dozen people died from eat- 
ing soup made from a poisonous lizard. 

6. In 1919, 21 Bostonians died in the Great 
Molasses Flood. 

7. In 1897, several people were kil1ed.i.n a land- 
slide triggered by their too-hearty clog dancing. 

8. Several people died in an 1851 accident when 
a train hit an ocean schooner. 

9. In the 18005, two Brazilian sailors were killed in 
action by cheese. 

10. In 1972, two soccer players were shot by fans to 
prevent a goal: ’ i . t  :!” 

Aren’t the wonders of modern science great? 

4. well, They’re Dead- 
5. In 1814, nine Londoners died in a flood of.beer. Now What? 

Sometimes, despite all the best effort 
ence and soft-hearted Editors, player characters get 
dead. Great, now you’ve got some player who’s going 
to spend the rest of the evening whining while every- 
one else has fun. 

WRONG! WRONG! WRONG! 
Death is  only the. . . well,, death i s  only 

stop somewhere on the interstate in Wisconsin. 
There‘s lots of things a ”dead” charact 

iLllea,--ans aJe rlaqlo aql ‘ L  
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First off, don’t make the poor guy sit out the rest of 
e night-this i s  the TABLOID! universe, for crying 

out loud! There’s nothing that says the character’s 
spirit can’t hang around for a while. Sure, the spirit’s 
got no body, and nobody can hear it, but that doesn’t 
mean it can’t do stuff. If the Editor wants, the departed 
can even be a ghost or a poltergeist. 

For player characters, being a ghost or a poltergeist 
is a temporary condition. (If it isn’t, the Editor’s going 
to wind up eventually with an entire playing group of 
spirits. It’s tough to get storiesfiled on time without 
fingers.) The condition lasts until the player gets a 
chance to create a new character-or gets the old 
one restored via some unknown means. Hey, it’s a 
tabloid world! changed. 

Temporary spirits are limited in what they can do. 
They can’t directly talk to the other players, and 
everything they do is  a psychic power. That means 
they have to manipulate things to get their message 
across and that means making Psyche checks to I 

accomplish anything. Suppose a living character is 

once. If they can miraculously come back, so can a 
player character-if the Editor wants it. 

Of course, nobody ever goes through a near-death 
experience unchanged. (After all, Hitler might only 
be a brain in a jar.) If you, the all-powerful and 
mighty Editor, decide to let a character return from 
the dead, take the player aside, explain your decision, 
and then make some changes. Maybe the character 
has amnesia (retains al l  ski l ls but gets a new name 
and no knowledge of the other PCs). Maybe he or she 
just loses some skills. Maybe there was a little mix-up 
in the reincarnation department, and the character’s a 
different sex now! Work out something the player can 
have fun with, but don’t let the character be un- 

So how was the character miraculously returned? 
Aliens, clones, mad scientists, Atlantean super- 
science, or just good clean living-you name it. 
That’s the point-getting returned should be an 
adventure in itself. We’re handing you great set-up 
material here. Don’t blow it. 

overlooking an obiious clue-like &e death ray 
machine that killed his or her buddy. The departed 
player character wants to send a message along the 
lines of “Hey, idiot, this is a death ray machine!” Too 
bad a spirit can’t talk-but it can try to flip on the 
power switch so the death ray fires up and burns a 
hole in the wall. All it takes is one teensy little Psyche 
check to telekinetically move that !ever. Just roll the 
dice and-oops, guess it would have been better to 
make sure nobody was standing in the way! 

Who says death has to be boring? 

E s  F y  Sighted 
at Mega-Mall 
But I don’t wanna be dead! Hey, tough. 

Sometimes, though, it just hurts too much to lose 
someone we love-like that character a player’s been 
slaving over since the beginning of time. Must we 
point it out again? This is the TABLOID! universe! 
Come on-what do JFK, Hitler, the King, and Ronald 
Reagan all have in common? They were a l l  dead 



" .  F m e  TABLOID! weapons 
Weapon Damage Hay baler 1 Od6 
Alien death ray 10d12 Household appliance 3d4 
Assault Rifle* 2612 Knife, dull 1 d3 
Attack dog 1 d6 Knife, sharp 1 d4 
Ax ld6+1 Laser 2d10 
Baseball bat 1 d6 Lawn darP 1 d8 
Blowgun ld2** Lawn mower, 
Bowling ball 1 d8 mulching 
Brick, thrown 1 d4 Lead pipe 
Brick wall, Light socket, 

collamed on 5d10 screwdriver in 2dl 
Brick wall, Line drive foul ball ld6) 

collision with ld4/10,MP Mad doctor's I 
Cane 1 d2 operation 055 
Cannonball, shot 2d100 Molten lead poured 
Cannonball. from above iust like 

dropped 3d1,0 the way Charles 
Car, run over by 1 d l  0/10 M Laughton did in 
Chainsaw The Hunchback of . . .  

Chinese water Notre Dame on the 

Club the cathedral so 
Compactor, car 1 d l  000 there was nothing 
Compactor, trash 1 d l  00 left but a pool of 
Crash, car molten stuff and a 
Crash, jet pair of boots stick- 
Crash, small plane 4d10 ing straight up 2d1P 
Drowning Paintball gun 1' Wet towel, snapped 1 
Electroshock Paper cut 1 

torture people storming Thermonuclear 

therapy Paper cut 
Experimental weapon with lemon juice 1 l * Like the kind postal workers 
Fall, from bridge 3d10 Piranha 1 d3 each use. 
Fall, from roof Piitol 1 d8 ** Sans poison. 
Fall, from Pitchfork 1 d4+1 + But you have a much nicer 

skyscraper 1 d l  O/floor Processed meat character. 
3, house 5d10 by-products 1 d2 ++ Make it up. It's an experiment. 

Fire, match 1 d3 .: Radio in tub, * And you look good, too. 
Fire, torch 2d6 portable 0 ** The old kind, banned in most 
Fist , ld2 Radio in tub, states. 
Floor waxer 2d1@ wall socket 2d10 5 Runner steals home, gets 
Foot d2 Rifle ld lO 
Frying pan d4 Rock, small 1 d3 
Grenade 2d12 Rocket exhaust, 
Hatpin , 1 c.+ght i.n_ 2d1000 

called back. 
Brain transferred, create a 
new character. 



Mad Millionaire Wants to Build 

Dinosaur 
Park in Congo 

By JEFF CRUBB 
AUSTIN-Texas millionaire Joshua 

T. Stammel announced this week his 
intention to build and stock an African 
Theme Park filled with real dinosaurs 
captured in the depths of the nearby 
Republic of Zaire (formerly the Bel- 
gian Congo). 

“If all goes well:’ said a spkesper- 
son for  S tammd,  “we should see 
tourists flocking to the ultimate theme 
park on the African Coast before 
Christmas.” 

The plan for the park consists of two 
gigantic stockades surrounding a por- 
tion of the Zaire Coast. The inner 
stockade will be the resort itself, con- 
sisting of a luxury hotel, beach, and 
chain of five restaurants. The wall of 
the inner stockade will be dotted with 

walls of the stockade, and be viewed 
from the inner resort as well as from 
special elevated camps in the park 
itself. The walls of the stockades will 
be made of specially reinforced con- 
crete to prevent the dinosaurs from 
escaping. 

The opening of the park hinges on 
the capture of suitable dinosaurs to dis- 
play. Stammel is reported to have 
launched a number of major recovery 
efforts to bring dinosaurs back, but 
their successes have been so far kept 
secret. 

“The Congo region is the confirmed 
home of the Moloko-Mkembe, which 
is the native name for the brontosaur,” 
said the spokesman, “Other reports 
indicate that this amazing creature is 
not alone and that there are other 

environmental fumtinn as well. “With 
the destruction of the jungle habitat,” 
he IS reported to state, “it would be a 
tragedy of the first order to discover 
that we had accidentally killed off the 
last of a breed of creatures who have 
lived millions of years.” 

Stammel’s “recovery crew$” are 
armed with heavy tranquilizer rounds 
m addition to live ammunihon, and the 
millionaire has had army surplus heli- 
copters shipped to Brazzaville to aid in 
recovery operations. Security is 
reported to be tight, centering on a 
number of warehouses used by Stam- 
me1 as a command post. 

Stammel is the founder and CEO of 
Stammel Staplers, one of the leading 
makers of office tools worldwide, and 
the amouncemeat came from a me- 

observation platforms allowing sauropods, ceratopians, and carnivores pared statement through his Austin 
wealthv tourists to siu chamoaene offices. An attemoted live satellite to be fonnd in the reeion.” 



Comedy is Hard 
’m not doing this! I only run real role-playing 
games, things full of drama and beauty-none of 

Oh, you’re not funny. . . it’s a l l  right. We under- 
I this stupid stuff. 

stand. We promise we won‘t te 
can even fool people by carry 
People wil l think you’re funny, 
have to do anything. But maybe 

Russians Scientists Discover 
Humor! c 

impressive titles. 
In the TABLOfDE earn, davers try to be stupid! 

‘. Do yourself a favor. Go watch some cartoons (Road 
Runner and Coyote are the best) and some Three 
Stooges. Study how they act stupid. Look at al l  the 
ohvsical eaes thev use. Use them. Invent vwrown. 

I 

I 
e innocent~kwU 

Rule #1: Get Physical. This rule works two ways. 
Comedy is  action-it’s called slapstick. Use it. Stupid 
things happen to characters. Ladders totter endlessly 
before they fall. Doors slam .in peoples’ faces-liter- 
ally. Bad guys trip over marbles. 

~, , ,  , ~ ~ ~ , . ~ ~ ~ ~ ~  o ~ o ~  ~ 

The secondtpart of this-rule is you, at the 
*Don’t just sit there! Ceroff your behind! Act out 
;Pretend you’re the airplan 
‘$Stand on your chair. Get ph 

known as timing, timing, timing! Once you got them 
happy, don’t stop! Don’t let up. Don’t pull a g 

I , ~~~~ ~ - -, . . - -. .. . _ _  - . -. _ _  -. - -. . . - - 
game deSignerMfke &&I%, hiSgam?TtiEMAGERS 
FROM OUTER SPACE, and. his company, R. hlsorian 
Games. This is in k e n e  ~4th rde #3. M c h  was 

because you‘re sweaty, hoarse, and twitchy. Being an:, 
Editor is no jebfor the weak! 
Rule Hi Steal Sharneldy. This one is  obvious. If that 

1. Get Physical (stole 
2. Maintain aManic 
3. Steal Shamelessly (stolen) 
4. Use Runnine lok(stolen) 

since everybody else has probably heard and seen 
them, too. Instead, take those iokes and give them a 

To justify his existence; the designer ad& a few of his 
own: 

I - ~ 

Rule #Z: Maintain a Manic Pace. This is  otherwise I 

then come to a dead stop. Just when they think it‘s all 
over, hit your players from a different direction. 

There they are, faced by a family of hostile 
Sasquatches (just saying that i s  funny). That’s bad- 
but not funny. What if they ran into the Sasquatch 
because they were running away from the enra 
Hitler clones? Don’t give them a break! If p 
have time to think, then they won’t get them 
into stupid messes. They might even make plan 

You can tell when it’s been a good adve 

., . I  
This is not a game where the mighty, brave, or even” 

cynically manipulative profit. In this universe, success 
goes to those who are willing to risk their characters 
on the stupidest, most lame-brained, and ill-thought- 
out plans possible. It’s kind of like real life in that way. 

So how do you run a game where failure just might 
be a positive? Well, a few rules of comedy like the 
ones below don’t hurt. 

Crime nf tkpw rrrlpq n f r n m d v  wi=w rfolen from 

~~~ ~~ 

stolen fiom ~ f .  ~ o n d s ~ k  (with /if¶ pmission, it  
must be added. 

joke waQ funny for sdmeone elm, it2 wil l be twice as 
funfly for you right? 

Well, ~aybe.  To make it redly funny, steal sharne- 
lessly and then twisr it to make it your own. Don’t just 
directly copy the best jokes you’ve heard and seen,: 

o , ~  ~~.~ .. -.. ~~.~~~~~~~~ 

5. Dare to be Stupid (staknj whole new spin of your own. That wa, while the . ’  

olavers are lookine one wav-waiting for the Dunch, I 



You can even steal from your players. Listen to 
what they say. When Louis moans and says, “Oh 
man, I sure hope the Men in Black aren’t waiting for 
us!” Well, doggone-guess what’s going to happen. 
Confirm their worst fears every once in a while. It’ll 
make them happy paranoids. 

Resides, there’s another good reason to steal 
shamelessly. It% easier than trying to make everything 

set-ups that always Seem to reoccur. At it’s s,implest, 
it’s like the guy who leaps back from the road just 
before the car hits him. The next time he steps out, 
he‘s looking really carefully, and-ZOOM-the car 
comes from the other direction. The third time, cars 
come from both directions. It’s only on the fourth try 
that he gets across, dodging cars all the way-and 
then he gets hit by the bicyclist. 

An important part of a running gag is  that it can’t 
always be the same. The first and second-time, yes- . 



trying to get the scoop. Of course, you’d like them to 
get back to the adventure with the serial killer, so it 
would just be a shame if the killer happened to be 
hanging out on the same patch of turf-and mayk- 
the sick0 really, really wants to be interviewed. (Tc 
bad that Mothman won‘t wait-but that’s getting iniu 
the realm of more is better.) 

Look, the real secret is this: Comedy is simple. Just 
free your mind and make an idiot of yourself. It’s sur- 
prising how many folks react in kind. 

Some Other Extremely + 1 

Useful Advice 
Most of other role-playing games have lots of advice, 
rules, charts, and statistics that are al l  supposed to 
help the Editor. The designer would like to offer you 
the best piece of advice he can in place of all that: 

MAKE IT ALL UP. 

This book isn‘t going to give you detailed monster list- 
ings, pages of NPC statistics, street-by-street city 
descriptions, or even complicated rules. If you need a 
thug, make him up either on the spot or, if you’re not 
comfortable with doing that, try making some prepa- 
rations in advance. It doesn’t matter what the Fitness 
range for Bigfoot is-he’s as strong as you need him 
10 be. How does that mad scientist’s death ray work? 
However you want it to. 

Because this is a silly game, you’ve got a freedom 
referees don’t get in other games. You don’t have to 
be consistent. You don’t even have to make much 
sense. By their very nature, si l ly universes are illogi- 
cal! That‘s part of their fun. If the first yeti the PCs 
meet is a hairy brute in the Himalayas and the second 
lives on Park Avenue and gets his shirts from Bond 
Street, well-gee! That‘s just the way things are! If 
one NPC uses telepathy by concentrating for minutes 
on a target and theother has it happen instantly, all 
well and good. 

Just don‘t worry. Have fun and go get ’em, tiger! 



:for 
material that could prove to be embar- 

was being carried a.1 posing of it. The vital evidence of a - hoax perpe%Qted bfme US Govem- 

Minnesota Farmer Hosts World‘s Oddest Auction 
* b  

By JEFF GRUBB vince us that the reported American 
ST. PAUL-Next y e k ,  the gavel  moon 1andinGwas a hoax perpetrated 

Mgs down on what may l)e the ‘&des ent, and these items 
tion in American hist~ry, as memo 
ilia which supposedly was left o persisted for years as “The‘Mp 

the lunar surface will’be sold to  th 
highest bidder. Landings, and many experts have sug- Breed 

sufficient proof to show that this was 
so before he himselfdkappeared under 
mysterious circirmistaimes:’ 

the American Moon stored in 

The material, which includes . .  the gested that me landings were faked in fifteen years. Finally, this relative died, 
tires of the lunar rover, the p l a q d h p -  
posedly left behind by NeilArmstrong . moraIe in the face of 
in 1969, a bucket of golf ba$s b d  the . .knt over 

astronauts 25 years ago, will be auc- 
tioned off by the reputable St. Paul 
house of Zith,er & Fitch,. Despite the 
reputation of the auction house for its 
honesty and veracity of its claims, 
many experts have openly questioned 
the legitimacy of the material to be 
auctioned. How, demand the cynics, 
can material abandoned on the moon 
be recovered and sold on earth? 

“The truth of the matter is it could 
not,” says Milo Breedlove, the repre- 
sentative of the auction house in charge 
of this particular lot. “Not if the US 
truly went to the moon. However, we 

an effort to bolster United States and the heirs, in looking thro&.&e 
eased effeds, discovered b&h%be 
ar material and ,$@C’ 

ori&al Americmfl&@anted them. by Accprdiag to Bree . .  
the filming of .the 
most of the sets and material were 
scrapped. Some items, such as the flag, 
commemorative plaque, and even such 
material as a bucket of golfballs and a 
golf club used by the astronauts were 
salvaged and sent to a storage facility 
in northern Minnesota belonging to the 
Smithsonian. There they were in stor- 
age for a decade. 

After ten years, the moon material 
was tossedont, ‘The way I understand 
it,” says Breedlove, “is that the facility 
was crampedfor space and the admin- 
istrator, who was aware of the ‘Moon- 

e k e  of such item 
change both the political and scientific 
landscape once they are fully pre- 
sented, and Breedlove bas already 
fielded offers from various govern- 
ments, individuals, and corporation. 
Breedlove has little fear of government 
interference in the auction,. however. 
As he says, “To attempt to stop the auc- 
tion and performa cover-up ai this 
stage would be a whulesale admission 
of guilt. I fully expect government 
agents to be among the bidders, and to 
be willing to .spend a great dea l~ to  
recover the property they Ww:ont  
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Crime 
Boss Heir ff &fearless photograp 

By MARK0 GROUCH “Johnny and I have the purest sort of Still (the Aemss)’s announcemen 
NEW YORK, New York-In a sur- love,” said the 34-year old actress, who a pure surprise to Hollywood watchers 

prise announcement today, TV soap has played rhe innocent waif Monica and everybody’s scramblhg to learn 
star (Insert your favorite actress’s name Brockefeller on the hit soap opera The more about the manof mystery, Johnny 
here-whoever you think would tie Hot and the Twitchy for over 16 con- Geramizo. Sources afraid to be men- 
appropriate, but who we’re prohibited secutive years tioned say he’s pegged to step into the 
from so blatantly parodying for legal As fai.thfu1 readers know, (the shoes .of. Eddie “Can Opener” 
reasons far too obtuse to go into here. Actress) is anything but innocent off Geramizo, reputed boss of all East 
Who says real life isn’t silly, too?) the set. Reports of wild flings and Coast mob operations. 
announced wedding plans to marry liaisons with everyone from B**t Eddie came into power by means 
Johnny “Slickback” Geramizo, reputed R******s to B*g B**d have only been reported to be boch hnutal and efficient. 
mob assassin and heir apparent to the topped by her recent all-out, hair- Although some others are reputed to 
powerful Geramizo crime family’s pulling cat-fight with rising starlet covet his positiom, few have managed 
coveted throne. (another actress) at the trendy Spago’s. to match his unadulterated ambition. 

(story continues on page 3) 



want that story!” roars your editor. ” I  want pic- 
tures-lots of them. I want to see the wedding 
gown, the ring, the groom-everything. And if I 

don’t get them, I’m going to be very unhappy Fvery- 
body scrambles for this one, understand?” Waving the 
competition’s paper, your editor turns and looks 
meaningfully at you. “I don’# want to see it in this rag! 

at the Playa Riente estate in Palm Beach. Requisition 
a camera from stores, grab your bags and get going 
Your flight leaves in an hour. Monica’s already madl 
your reservations at the Holiday Inn on the othel 
end.” 

In that hour, the characters have just enough timr 
to pack their bags and get to the airport. At the termi 

I 
. .  

Is that cieari 

Hi There! 

nal, while waiting for the plane, each character ha 
enough free time to make one phone call. Things the 
might want to do include: 

Arrange for a car in Palm Beach. - 
Welcome to ”The Wedding of the Year,” the first of 
.two funtabulous, fully authorized and mostly realized 
.TABLOID! adventures designed specifically to get 
your TABLOID! campaign off to a running start. Read 
it over carefully and figure out which bits you like. 
Use the ones you find funny and ditch the ones you 
don‘t. It’s your game. No one’s feelings will be hurt- 
[sniffl-really. 

Back to the Matter at ’’ 
At this point, the editor singles out the LIInIpL- 

ters. They are to be the strike team to get the scoop of 
the century-this month. The editor demands exclu- 
sive pictures of (the Actressl’s wedding to Johnny 
Ceramizo. 

Use a source to get more info on the Ceramizi 
family. 
Get a list of caterers in Palm Beach. 
Get facts about the Playa Riente estate (no map 
are available, though). 
Charter a boat, plane, or helicopter in Palm Beach. 
The camera the characters requisitioned (they dii 

requisition a camera, didn’t they?) is a standard one- 
no huge telephoto lenses or other neat gear. An 
requests for something better are met with the phots 
department’s firm no. “I‘m not letting one of my goo’ 
cameras out to a bunch of reckless bozos like vnd’ i 
the way the head of layout explains it. 

The Players 
~ _. 

Waste no time in laying out the precise goals of this 
assignment to the players. Their characters must get 
photographs of the couple’s secret and private wed- 
ding. These photos should include the bride in her 
gown, the couple kissing, hugging, or otherwise 
being intimate, and at least one that makes Johnny 
Geramizo bo& like a grotesque idiot. Along with that, 
the editor would like a copy of the guest l is t  or at least 
an accurate report of who was there, details on how 
much the shindig cost, who the caterer was, what was 
served, and any other dirt the characters can dig up. 

Taking Of 

The Ceramizo Family. The Ceramizos aren’t just a 
East Coast mob family. They are the East Coast mo 
family. Eddie Ceramizo is  the capo di capo of all th 
families in the northeast. He and al l  the Ceramizc 
are used to getting what they want and getting it wit 
respect. 

While most of the family was against the weddin1 
Eddie couldn’t say no to his favorite son. Now they‘re 
dealing with the fact that this is  a very public event 
and they are very private people. The Ceramizc 
want absolutely no press present, and they figure the 
have the means to make it so. 

the old-fashioned way-by assassinating the compet 
Eddie ”Can Opener” Geramizo got to where he 

- 
e editor slaps plane tickets on the desk. (If 
u have used ticket folders from a real plane flight, 

these as props.) ”My source says they‘re holed up 

tion and forcing everyone else to make peace wit 
him. Eddie is a stoop-shouldered, little man with pale 
skin and prominent liver marks. He‘s only about 62, 

10 



but looks a lot alder. His  nickname comes from his 
preferred method of dealing with troubldeaving i t  
in the back of a van that's sent through the car crusher 
so "da cops is gonna need a can opener wot to fir.' 
all of him." 

Arturo "Art" Gerarnim is Eddie's oldest son, about 
41 years old. Art is well-educated,clever, and loyal to 
the family. He's also bland.dddie skipped over him 
for leadership of the family. Art does not like this. 
Although he knows this whole wedding is a mistake, 
he supports it completely. He's hoping something 
embarrassing w i l l  happen to knock his brother 
Johnny from favor. He may be useful to the reporters. 

Johnny "Slickback" Geramizo, so named for his 
greased-down hair, is  the handsome and charming 
one of the clan. Too bad he's not as bright as his 
brother. Still, he talked Dad into naming him heir, 
and as favored son, he intends to milk it for all it's 
worth. Hence this wedding, which he thinks wil l 
make him "legit." 
(The Actress). Love? Hah! (The Actress) is starting to 
slip, and she figures a scandalous marriage is just the 
thing to lift her career. Her publicist, Dick Loscum, 
agreed, so she courted Johnny and got him to agree to 
marriage. She has every intention of dumping him in 
about a week. 

(The Actress) has a toy poodle, Binky, that con- 
stantly yips and yaps. It i s  her pride and joy. 
Dick Loscum. This fellow could be the players' best 
friend. He wants publicity, he craves publicity, The 
problem is he alu, wants money and control. fig- 
uring that making a deal out of keeping the press out 
will actually heighten the excitement over the whole 
affair. He might relent if convinced it's good for his 
career. 
Armand Fishwater, Caterer to the Stars, previously 
Hernando Taylor. Armand is the hot and rising star of 
the Palm Beach culinacy world. His trademark is his 
quirky blend of Cubano-Irish cooking. Armand makes 
much of hi5 Uexotic" Cuban-Irish roots, although his 
Cuban father abandoned hir mother in Scranton, PA, 
when he was born. His accent is a mangled mix of 
Spanish and Gaelic, since he never really learned to 
speak either. 

Armand is  on the fast track and wants to go faster. 
So far, that means getting jobs like this one and being 
discreet. Armand will become talkative if he thinks 
it's better for his career (not likelvl or if h- 

the Geramizo family, Da Boys all wear i1l:fittting and 
tasteless suits with suspicious bulges under their 
arms. All of them have pistols and will shoot first and 
ask questions maybe. 

Pistols: l d l O / O  
Gators. These charmers have a nasty habit of showing 
up at all the wrong times. They come out ofthe canal 
and wander throughout the lawns. Since the wed- 
ding's inside, this i s  no problem for the guests. It's not 
necessary to use the gators, but it can be fun to throw 
them in if things get too dull. 
Ref 45 Sta: 40 Body: 1 
Teeth: 2d20/2 
Tail: ld4/0, knocks victim down if Reflexes check is 

Ref: 79 Sta: 28 Body: 7 

failed. 

hydrofoil racer/b&nstorme; from port Huron. This i s  
his first time on a real ocean. He seems like a real 
nice, mild-mannered guy-until he gets behind the 
wheel. At that point, the characters can discover that 

in2 to consider little thiigs like-danger or safetv. No -. ~ 

V "  

ing activity i s  accompanied by rants about why did 
~.ouella ever leave and how he should have been in 
Nam. 

His craft, the Shrimw, is hideously fast and no 
devoid of safety features. 
The Competition. A wedding like this attracts . 

famous faces and names among those spotted, but 
the serious threats are those reDorters from other 

t)' I 

tabloids, all well-kno 
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hese tabloid reporters are after the exact same 
gs as the player characters and are just as desper- 
in their pursuit. Feel free to use all sorts of dirty 
ks on the player characters if things get slow- 
sterious flat tires, canceled reservations, 
, and even siccing Da Boys on the comp 
all fair play in the tabloid wars. 

e 

The Wedding, Schedule 
3 coordinate the activities of the pl 

NPCs, use the followhrg weddin 
p you keep track of everything t 
s, it’ll help put pressure on the players. Characte 

do the most arnazirtg things when they can heart 
clock tickin: 

Wedding -2 (the day ihe characters arrive . 
caterer and decorator are busily arranging furni 
in the ballroom. Guests arrive throughout th 
Most go to expensivehotels in the area,.!mt a few stay 
with Palm Beach friends. The bride-to-b 
and tries to go on’an incognito shopping s 
really expensive Galleria mall. That evening, the 
bride-to-be and her friends go out for a fling with old 
lovers and wind up dancing till dawn at the Poison 
Apple. 
Wedding -1 :  More guests arrive throughout the day. 
The florist, contracted by Fishwater, brings in flowers 
while the caterer starts bringing in food. Catering 
assistants come and go all day. The Geramizo family 
priest arrives and goes sttaight to the estate. That 
night, the Geramizo associates take Johnny out on the 
town, settling in at the Palmtop Club for a night of 
serious drinking. Meanwhile, the catering staff works 
all night in both kitchens. 
Wedding Day: The serving staff arrives at 5:OO AM to 
help prepare the final touches. Guests begin to arrive 
at 9:00, and the sewers begin circulating with drinks. 
The bride dresses upstairs for the wedding at 9:30 AM, 

assisted by her hairdresser, make-up artist, and maid. 
At 1030, the official photographer does the publicity 
shots. At the same time, guests assemble in the ball- 
rmm for the ceremony. 

At 11 :00 AM sharp, thewedding is held. It lasts 
,about 15 minutes. Wheh it i s  finished, food is served 
in the dining room, and the guests circulate through 
the house. The reception lasts until 3:OO PM, when the 
new bride and groom slip away by taking a speedboat 
moored at the docks in th 

The Investigat 
PI aracters arrive, the) 

t to do. Their immediate goals should bd. 
to find out the wedding dare (2 d+ys.from now), who 
h e  catererjs (Armand), and where the wedding is 
being held (Playa Riente). Phone calls and fast talking 
should get most of this. The phone book l i s t s  30 
caterers, including Armand. Directly asking “Are you 

wedding?” is certain to fail, but a 
e’s been a terrible mistake! Miss 
must be egg and gluten-free!” 

can get A&and’s staff to respond. 
Contacts are necessary to learn a b u t  the bachelor 

bash at the Palmtop Cafe. Such a contact might be a 
small-time Geramizo wiseguy, a local reporter, a 
chauffeur, or even the publicist Dick Loscum. 

During these two days, guests begin to arrive for 
the wedding. Characters can spot most by staking out 
the airport and swanky hotels. Create a l ist of ten to 
twenty Hollywood types (your choice) as the enter- 
tainment side of the guest list. Characters at the air- 
port wi l l  a lso spot reporters from competition 
tabloids. Any dirty tricks to send the competition on 
wild goose chases or otherwise mess them up are 
encouraged. 

The other side of the guest l is t  i s  Geramizo family 
associates. They do not want publicity. They will find 
ways to express their displeasure with nosy reporters. 
Have fun. 

Getting the Photos 
The editor has demanded several specific photos 
from the player characters. The problem for them is, 
of course, how to get them. It‘s up to their ingenuity 
to create the opportunities they need. For the most 



part, as Editor, all you have to do is sit back and enjoy 
the fun that's sure to come. 

Now, there is no way to predict just what,your 
group will decide, but some methods are more obvi- 
ous than other-at least some of those we can cover 
here. From this, you should have some idea of how to 
handle other creative solutions. 

The Bridal Gown and the Kiss 
The key to getting the photos their editor demands is 
for the player characters to crash the wedding. 
Sneaking In. This  is a most unsubtle method and not 
likely to succeed. The Ceramizos expect crashers, 
and so they've tightened security. The entire estate i s  
walled, and the entrance IS closed by an automatic 
gate. Lots of reporters naturally cluster outside it, hop- 
ing for a good snapshot of someone coming in or out. 
Freelancers with big telephoto rigs keep constant 
watch on the estate, but little or nothing occurs on 
this side of the house. 

At least two of Da Boys are at the gate at all times. 
The only folks who get past them are "family", people 
with invitations, and chauffeurs (hint, hint). More of 
Da Boys patrol the grounds (again, at all times-if 
anyone gets past them, it's their jobs, at least!), ready 
to eject anyone trying to climb the walls. A couple of 
bulky goons in Bermuda shorts, Hawaiian shirts, and 
straw hats (guns tucked behind their backs) guard the 
beach. Everybody has orders to politely throw people 
out-after checking IDS and destroying any cameras 
and film. At night, the compound i s  well lit and 
patrolled by Da Boys with guard dogs. 
Disguise. This IS the best bet for getting inside. A large 
number of tradespeople pass in and out of the estate 
for two days before the happy day. The characters can 
try to slip in as caterer's assistants, waiters, chauffeurs, 
florist's aides, or whatever. Characters had better 
scout out the caterer first and learn what uniform the 
caterers are going to wear if they want to be convinc- 
ing. That precaution and a little Disguise skill should 
get them throueh the gates. 



Helicopter Flyby. This won’t do much good, since the 
wedding i s  inside. Sti l l ,  characters may want an 
overview of the grounds. Unfortunately, around the 
airport the word i s  that “anybody flying over da 
estate‘s gonna wish fer a FAA investigation by da time 
we’re done.” The only pilot oblivious to this i s  Cap- 
tain Sturgeon. With him as a pilot, getting a steady 
photograph is  nearly impossible. 
Naval Landing. The guys on the beach are ready for 
this. Word has been spread around the docks that 
“fishing too close to shore on da wedding day would 
be a bad idea.” Of course, Captain Sturgeon hasn’t 
heard this. He’ll take the characters in  his own 
kamikaze style. If the group zooms up the canal, 
there’s always the gators, too. 
Forged Invitation. To forge an invitation, the charac- 
ters need an invitation. If they have an invitation, why 
forge 01 

The Embarrassing Photo 
By far, the best opportunity to get a picture of Johnny 
looking stupid is at the Palmtop Club. He and his 
friends are having the traditional last good time 
before the wedding. Of course, Johnny and his 
friends are “camera shy.” They do things like break 
cameras, expose film, and hurt photographers. Char- 
acters will have to come up with some clever trick to 
keep their film and noses intact. 

The Guest List, the Menu, 
and the Cost 
These are the other important details demanded by 
the editor. Dumpster diving at the caterer’s i s  the best 
solution. Rummaging through the garbage yields an 
estimate on the number of guests (1 00) and an exact 
list of the refreshments. There is a complication-ne 
of the Da Boys hangs out at the caterers at all times. 

One character can attempt an Intuition check to 
estimate the food bill from this. Flowers, champagne, 
chauffeuring, and other costs should be added into 
this, of course. 

Any character who stakes out the driveway 
entrance of the estate can 
guests arriving. This is hard 

COPY. 

The Rewards of Success 
If the characters get all the pictures and information 
that they were instructed to gather, their editor i 
extremely pleased. Film should be ovemighted to th 
paper as fast as possible, while facts should be faxe 
back to the office. Someone else will write 
story to make the next edition. 

Naturally, the less the characters get, th 
pleased their editor is. The table below l i s  
descending order of experience points the group 
earn for their efforts. 

“We got it all! Yowza!”: . . . . . . . . . . . . . . 
”OK, we’ll make up some facts, 

but the photos are good.”: . . . . . . . . . . . . . . . . 
”Well, most of the photos are in focus.”:. . . . . . . . . 
“We did get some nice pictures of the estate.” . . . . 1 
“Look, you tell him we got scooped.”. . . . . . . . . . . 0 

The other possible consequence of all this reporting is  
attracting the attention, not necessarily kindly or we 
come, of the Ceramizos. The family is not so annoye 
that the reporters need fear an immediate lesson, b 
the Ceramizos have noted them. Player characte 
should be careful in any future dealings with the fam- 
ily. The Editor i s  encouraged to milk this for al l  i ts 
worth. Lots of assignments can run the player charac- 
ters afoul of the mob, after all. 

If the characters happen to run into the Ceramizos 
again, even by accident, like on their way home fro 
the office, the Geramizos might decide to send a cou 
ple of Da Boys over to show the characters the err0 
of their ways. And if, when they go to talk to or apol- 
ogize to Eddie, the reporters should accidentally 
stumble across his new wife in the arms of another 
man, well, there’s the beginnings of a stor 
would no doubt make their editor proud. 

- 
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Grads!: 
~ . .  , . . >: 

Rt* KAREN S .  BOOMCARDEN 
n a recent survey sponsored by the 

fibsociation for Higher Educational dent. 
Standards, statistics show that the more 
advanced a degree you have, the more 
likely you are to see a flying saucer at 
least once in your lifetime-r at least 
to admit to having seen one. 

The Association was dismayed by 
these findings. “It certainly wasn’t one 
of our focuses,” said Sally Fishbein, 
Vice-president of Public Relations. 
“We weren’t trying to find out about 
any thing like that, not at all. ft’s just a 
fluke of the questions, the way they 
were written.” 

It seems that one of the essay ques- 
tions asked the subjects for a descrip- 
tion of their most unusual experience, 
particularly one that was difficult for 

others to accept. Typical of the i+nW%s 
is this excerpt from an actual respon- 

“I was in grad school. Some of my 
buddies and I were sitting on a hillside 
overlooking San Francisco Bay, bav- 
ing a few beers. It was after dark, and 
the sky was beautifully clear. There 
was a full moon, and no clouds. All of 
a sudden, I saw a flat, disk-shaped 
object hovering over the bay. It jnst 
appeared, like it popped in from some 
other dimension or something. A 
hatch opened in the bottom, and a tube 
came out and reached down into the 
bay and started siphoning up water. I 
could see the water moving np into the 
ship. I glanced at my buddies, and 
they were all looking too, so I knew it 
wasn’t just me. 

“After a minute or so, the tube 
retracted into the ship and the hatch 
closed. There wasn’t any noise or any- 
thimg, from the tube or the ship or any- 
thing else. Just the normal sounds of 
San Francisco at night-traffic, 
people’s voices, that kind of thing. It 
was about then that I noticed other 
ships just like this one, all doing the 
same thing, all sucking water out of the 
Bay! There were four or five of them, 
and not a sound from any of them. 

“The whole thing couldn’t have 
lasted more than a couple of minutes. 
They left as fast as they’d appeared, 
and none of us ever mentioned what 
we’d seen to anyone. Heck, we never 
even talked about it among ourselves!” 

This kind of sighting apparently is 
common near large bodies of water. 
Similar reports came from the Great 
Lakes region, especially on the Cana- 
dian side of Lake Superior near Thun- 
der Bay, and from the vicinity of the 
Gulf of Mexico. 

The Association for Higher Educa- 
tional Standards disavows these reports 
as being “just written to entertain the 
scorers.” However, persons associated 
with various UFO-watching groups 
have expressed acceptance of the 
respondents’ experiences. “We have 
long believed that the pilots of these 
crafts can reveal or conceal their pres- 
ence at their discretion. It makes sense 
that they’d choose to show themselves 
to more highly-educated persons; folks 
are less likely to think they’re just 
looking for attention,” said Joseph 
Golden, of the United Federation of 
Outer-space Studies (UFOs). “We 
want to get the word out to these sight- 
ees, that we’re here and ready to listen 
and help them in any way we can.’’ 



Russians Battled 
Evil Atomic 

Space Aliens 
30 Years Ago! 

American Space IC. 
Bomb Tests Created 
Van Allen Horrors; 
Cosmonauts, Rockets 
Attacked By Ruthless 
Radiation Monsters, 
Soviets Retaliate With 
Doomsday Device 

L 

and advertising at Woodstock Commu- 
nity College in McHenry, Illinois, 
revealed in an electrifying interview 
with this reporter that 30 years ago the 
Soviet Union fought a terrifying, losing 
war against evil alien entities which 
were created and possibly destroyed by 
American hydrogen bomb tests in 
space. me!” 

Morgenstern, 23, learned of this 
secret war during a school visit to 
Moscow last week. When he and 22 

stacks. “I was so lost, I couldn’t fi 
my rochis with both hands,” Mo 
stern told this reporter. “I came 
dead end in the radio-astron 
archives and had just leaned agai 
wall to clear my head when the w 
shifted. Just like that, I was in a sec 
room. My heart nearly gave out 

Morgenstemexploredthe tiny m m  
incredibly dusty with age, which con 
tained only a table, chair, and som 

By ROGER E. MOORE . other graduate students in astrophysicg 
NEW YORK-Internationally were allowed to tour the library of th@ 

renown space scientist Reuben E. Mor- Russian Academy of Sciences, Mor- 
genstern, currently an assistant to the genstern became separated from hip 
director of astronomical Dublications friends in the titanic maze of boow 
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. 
papn. “1 looked ~~pers. and my .‘H’ planning to put the first IQ$II “A[@ 
hear! m f y ’ g q v e  & a&econd.time. .in 1960, a ye&dhe.@.of tKe i$&4$dfs 
TIE pap& w z e w w r i a e n  notes t y  . , 
Kadev--sergpi  h l e v ,  THE Soviet 
roclre&entisc? 

Out of purely scientific interest, 
Morgenstern carefully tuck&I the The choice tragically turned 
papers under his sweater;+ quick&-;; ?.a d s e  m e .  $in May 15, 1 
left the room and closectrbq:door * r o ~ ~ ~ . , ; o a r e d r s k y w a g d .  f r o m ’ h e  
hehind himself. Miaute@Iatfir.he ? ~ ~ ~ r C o s m o d r o m e : ’ c a r r y i n % ; L  ‘a&bqck sa€$y. 
rejoined his tour gmup,.fh&went baolt ‘VhdtOk qkcechfi witBok costnomu& 

s, but he. waned t$$e&$ the 6 t a r m d s  
secretlyin mdeP*to,y!i@. ’&kh J 

mediwexposure in case sohething naut. I f i e r  
went wrong.” Korolev ordered that only dogs were to 

b$ sent up‘&,the Vostoks, still called 
‘Spu?$Q’.e the government. The 
next sllip,‘~pf!nik 5. took two dogs up 

%ut K&hchev was furious and 

lowed papers inS(ussia 
learned the awful &. 

late 1965. j w s t  before 
unexplaiesd death. 
geqtem, the a& $&CIS 

horror and death’& the 
Space Age. * ’  denly the telemetry changed-the cos- one else was controlling it. Tbc kleme- 

monaui, who had no voice radio, med try from the rocket, taken momsats America had conducted high-alti- 
tude atomic tests in the summer and to signal Moscow in Morse code!!’ before it ex+@?, prpved,*! a~ 
fall of 1958, sending A-bombs aloft on Italian radio operators reported receiv.hg 3 rt hv-&g.nddO, 
roohets from Jah&n bkwd-in the 
Pacific and from a Navy ship 
South Atlantic. In the latter experi- 
ment, called F%oject,Atgus, three 
atomic bombs were exploded at 300 
miles aftitude to determinetheir effects 
OR the h e r  Van Allea radiation bel% 
The results of the tests w&dassified 

the mesiage ‘61 AM ~ C K ”  
the  words “LIGHT” and 

‘‘HOT‘’ over and over, then ‘ 
COMING IN ... HELP 

ThenLnothing. Ground< control 
ordezed the ship‘s retrorockets raptre 
and land the ship, bmrhey misfired 
instead. “Santnik 4” went into a bigher 

cutting-.@ge ra@ (ales 
the souice: it w h  ‘in 

I 
I ~~ 

beeaose of their military applications. orbit, eventually falling and burning up SnvietsYe ., x ..: . .I .. 
But the tes t shos ted  the amount of in the atmospbeee. What became of the Frain cken on;’it 
radiation trapped in the belt and appar- cosmonaut, no one knows, but Mor- went: ’~ / i t cLw 
ently created or awakened one or more genstem believes he was onc of a group 1960 sc the 
monstrous entities within it. 

about to happen:’ Morgenster 

# & i. 

of “lost cosmonauts” whose faces were 
airbrushed out of official group photos 

Van Allen k&l. W,see if 
manned &&. ?%e shkp 
,bui burned up on reentry. 

“Korolev bad naidea of what was 

*,d 4;k  
?. . .. 3 .. ” 

I$ 
I I , I  



tion, a burst from 

ut the savage space creawres 
attacked the Soviet space- 
least in Korolev’s opinion in 

es and roaring ahead of the 

“It was a gambk,” said 
“but the Soviets lost. The 

beats faded away. Still, the dying cos- in August and spent a day in orbit-lhs 
monauts located the exact pqition of shipalsotransmitting the b e d a t  oca 
the radiation a w e s  in the belt; R e  dog instead,of abmm,.aqd heTetumed 
seebnd ship went up a week later and unharmed. 
managed to launch its H - h d u n  tar- Despite.pleas fmm concerned scien- 
gekhnf-the missile didn’texplode-it tists, KhruWhev ordered that .the 
flew off into space. The Soviets later Americans were not to receive any help 
claimed these were only expeemental from the.Soviats. “ R q y  sene.a chim- 
Venus probes, but Korolev’s papers panzee into spaceand got ibback,” he 
prove otherwise.” is reported to haw sneered. “Let them 

Mte r  this, Korolewwas almost f i p r e  i’t’outr“ Manwhile; the Soviets 
moved to &ut.d& th%.Sov& space pimpfned.anothw mission40 atomize 
p r o g c a m e n ~ . . ~ k v  wouldn’t the moisters,.tbis time witb.a supar- 
hear of it,  however, .and.two:more huge H-bomb of over 100 megatons in 
spacecraft carrying dogs a+ robots power. A .57-aregaton forerunner of 
were prepared, t o  be followed by such a device, the largest nuclear e t there in the Van 
anotkmamed missi-~quickone-..-. ,weapon ew;&tonated, was teaed in ha$ .nothiag@Bo.vi!h all that:..’Zfe’w 
orbit shot. The dog c m  caswback Ocfeber 196d in the Novaya Zemlya ..had &ubles&ut nothirrg lii~whar’tlte 
after d y  one orbit.e&h, the animals region of the old USSR; the shock Russlcies haveikd. 
alive adwel l .  waves were felt across the wbrld. &amd *Be,. 
“Then Kwolev got this brilliant, . W t h e  demonic entities lurking in weapons ‘fed’ the,ereature 

idea,” saidhrlorgenstem excitedly, ’% radioactive‘ space, whatevertheir ori- the radiationtt&nee&, ~b 
was pumgenius. He mddenly d i z e d  .&I, were not:bng for this universe. us if they &cide they.don’t l ikem,  
that the dog-carrying.Sputniks had “Given &tb insAmerican atotnic tests, . either.” 

“I think he was wrong. Since 1965, the 
R.nssian -s@ce 

now that, i6gt%aB 6f 

have lola 
boosted 

- I  



What's Buried 

. : . , , . . ~  ~ . ~. 

By SPECIAL CQRRESPOH.DENT ofthe Americul~Sontilwest.'Your gov- weejie.proves t wasmt,of%his 
LESTER WINDOOTH 111 , .  ~ i, e m e m ' s  got dohunetlts proviag it all, world.' "No hun& &d ever driag tke 

In a startling amnouncement exclu- but they've locked those all. away. quantities of whi?ky he did.hmd.live. 
sive to.the WddTattler-TcihePribune, Cans Think about it. Why da  ~ Q U  suppose Why, Pkesident L.incoh,hadto keep 
d i m  historian ' Anton 'Sacka- they started-asking 'Who's buried in him S U @ L ~ ~  with bamels d~&best&i@. 
Weejie Lraspmven that US Vice-F'resi- Grant's Tomb?"' I ? , What did,he do With it? Wdl, no one 
dent and Civil War.general U1ysses.S. Ulysses S. Grant wasa topgeneral ever saw himhathing." " .. 
Grant was really a space alien!- ' for the Confederate :&my during the Professm Sadta-Weejie enpVajns 

'The widease is all there," expl;tins why it has taken so lon&€or the --to 
Anton, professor at.the~&eat,Slave be revealerl by painting to.thepbwers 
Lake Academy of Arts and Sciences. of alieirvbeings They-don't want us to 
"There are l i n k s  to this 'war hero' and know just lrbw &ant  won the WT. .En 

Civil War (or War &atween the States 
fbr our sduthern rea&rs). After @e 
war, GeneratGrant went on tobeome 
Viw-Predent of the United States. . 

ditorial rneetingd In my ot%ce, everybody- 
now!" bellows your d i to ra5  he strides through 
the reportei's bullpen. Hedoesn't wait to see if 

anyone follows, but ksgesright through and.plants 
himself at his desk. 

As the reporters squeeze into the:cramped offic+ 
there's no place to  stand let alone sit-they see a 
short, skinny, bald, bespectacled, and bow-tied man 

standing alongside the'edlter's~dek Hemtenervous 
tb be thekenter of atte&n, t h o q h  his pinched, little 
face, sti.lE radiates .that "I'm%etter-than-dll-yo~w- 

with excMive pride,in:me's undergrad &cation. 
, . s  weasels" sense of smug superiority that odycomS 

':. "Twa.things, staff," ywwfeditor-starts ,w&hout any 
bihesitation. !?First, I wint,yw&-d-Lesester '4vjndooth 

'. . 

. ,  

E 



Unlike you bums, Lester’s done something with his 
life. He was a History professor-” 

’With an English composition minor, sir,” the new- 
comer has the temerity to add. 

“Like I was saying, he5 educated, and he’s here to 
oversee our fact checking. There’s been complaints 
that we ain’t always getting our history right, and I 
want that to stop!” With this, the editor slams his fist 
on the desk and glares particularly at the player char- 
acters, even if they haven’t done anything wrong. 

”Second thing-the public wants real news. They’re 
getting tired of these Hollywood Heights, who’s- 
sleeping-with-who stories you’ve been filing! Sales 
are slipping. I want ground-breaking material here, 
stuff that’s gonna make peoplesit up and take notice.” 
Your editor picks up a sheaf of papers from his desk 
and thrusts them into your hands. 

”This i s  a good one I’m thinking of running. Lester’s 
already checked it. What do you think?” 

At this point, give the players the Grant’s Tomb arti- 
cle and let them read it through. After they’ve gone 
through it, ask (as the editor) for opinions. Make each 
player give you an answer-in character. You want 
them on the hot seat, and you want them to feel it. 

There are several possible outcomes to this ques- 
tion, depending on what the players say. 
If they point out errors. There are several errors 
(intentional on our part) about U.S. Grant. Little 
things like he was a Union general, not a Confederate 
general and he was President, not Vice-president. 
These are little things that the new fact-checker Lester 
missed. 

When the characters tactlessly point these out to 
the editor, he grows stony-faced and turns on the new 
man. After some embarrassed squirming, Windooth 
admits he may have ma& a little error, but it was “in 
keeping with modern educational standards.” 

With that answer, the editor: only snarls and turns 
on the player characters. “Well, we can’t go printing 
this story till we’ve checked the facts. Alright, I want 
you to go find this Professor Sacka-whatja and check 
out just what the real story is. Get your tickets from 
accounting and have a nice trip.” With that, the editor 
(you) dismisses them all, Lester included. 

As they elbow their way-out ofthe office: Lester 
hiss?; “So, your little sceoe’s made  you^ look g o d a t  
my expense; Well ! ma+wy& sorry you ewer 
of Dr. Windooth.” th that he slinks away. ‘1 

If they say it’s a great pieoe: $heeditor (yyou 
beet-faced and i.ndignant.. ”You mopns!Y‘ 
“Grant fou&t for the Union and was;presid 
US-twice! This thing’s probably riddled with @fws. 
Lord kwws.what else is wron&~so get your heinies 
out.these,and.get the realatonf from t& P rd  
Sacka-what. Now!” 

As the.characters tumble~out of the editor’s.@iee, 
the old man,turns on his new fact checker. “As for 

Sometime later, a much chastibed.:Lester Windwth 
111 slinks from the editor’s.pffice. As hepasses a daw 

e venomously ”You.did.;th;it 

you . . .” .* . . r .: . , ,  

me up in front of the.bos 
an honest.mistake, and youw,ed it to make 
like a fool. 1’1,) get you for this.” 

get assigned tadouble-check the 
Lester look bad. Congratulate 
because now they have a play 
office politics:Lester .hates them for,life;..te 
dooth doesn’t play a.direct,r& in the,rest.of this 
adventurei but he is  a,contirpuing c b m t e r  
use to add mre,role-playing (and maykm) 
between-adventure interludes. 

Yes, it‘s true. &o matter what the playerS.de,. they 

Finding Professor Sacka- 
Weejie 
Assuming the reporters take their editor‘s obvious 
suggestion to interview the professor, they must first 
locate the man. A careful reading of the article gives 
them their only clue-the Great Slave Lake Academy 
of Arts and Sciences. Since the professor i s  Canadian, 
the characters might even deduce that Great Slave 
Lake is in Canada! 
Researching Great Slave Lake and the Academy of 
Arts and Sciences. Before getting too far into this 
adventure, you (the Editor) might want to know a little 

http://playerS.de


about the Great Slave Lake. It’s just a hunch, really. 
Characters can use their various skills to dredge up 
more info on the lake. What they get depends on 
what skill they use. 
Trivia: For those with Trivia skill, Great Slave Lake is 
the second largest lake inside Canada. (The Great 
Lakes don’t count, since they are in the U.S. and 
Canada.) 
Research. Great Slave Lake is located in the North- 
west Territories. Yellowknife, the capital, i s  on its 
shores. Yellowknife has an airport and a single high- 
way in. There are other small towns around the lake. 

There is an entry for the Great Slave Lake Academy 
of Arts and Sciences in Grommp’s Guide to Govern- 
ment Grants. A professor A. Sacka-Weejie received 
$10,000 from the US Department of Defense, Psi-Lab 
division. No phone number is given, and the address 
listed is a post office box in Yellowknife. 

If some smart player tries to duck the rest of this 
adventure by having his or her character phone the 
professor-well, it doesn’t work. There’s no listing of 
him in the Yellowknife phone directories or through 
operator assistance. n e  only way to track him down 
in time is to head north. 

Getting to Yellowknife is not too difficult-most 
major cities in the US have connections to Calgary, 
and from Calgary there are regular flights to Yel- 
lowknife. Of course, you could make things difficult 
for the characters if you wanted to. 

All the flights north might be filled, canceled for 
snow, canceled for underbooking, or delayed indefi- 
nitely because of bomb threats from F.I.S.H. (Free 
Inuit Salmon Harvesters*). The two choices left are to 
wait in Calgary for another flight or to drive to Yel- 
lowknife on the Mackenzie Highway. As Editor, dis- 
courage the first choice-warn the players their 
characters could sit in Calgary for days, and that pru- 
dence and caution are not the stuff of bold TABLOID! 
reporters. The second choice isn’t so hot either-rent- 
ing a car to get to Yellowknife is exorbitantly expen- 
sive, and the drive is going to take days. (The whole 
point is that you should stall them in Calgary until 
you have some ideas for si& adventures to throw at 
them during the trip. Hey, have fun!) 

!! 

First Night In Yellowknife 
The designer would like to point out to a l l  game play- 
ers in Yellowknife that he has never been in Yel- 
lowknife. Everything he knows about Yellowknife 
comes from one small encyclopedia entry, a brief 
look a t  a map, and some vague memories from 
Mountie movies. A l l  errors about Yellowknife in this 
adventure are therefore accidentally intentional. He 
sometimes wakes in the middle of the night and won- 
ders, ”Is Yellowknife a nice place? Should / move 
there?” 

If the unitedgame players of Yellowknife want to 
fly the designer to Yellowknife and show him what 
errors he has committed, that’s their business. 

However the characters manage it, they arrive in 
Yellowknife late in the day. They could leave Calgary 
at 1O:OO PM-it doesn’t matter, because their flight 
still won’t arrive until 5:OO PM. (Where didal l  those 
missing hours go? Maybe that‘s the subject of another 
adventure. UFO abductions do lead to mysterious 
blackouts, after all.) 

When the characters get to Yellowknife, it i g  winter 
It doesn’t matter if they began this adventure in C 
Angeles at the height of summer-it i s  winter here. 
fact, if the characters come back to Yellowknife in a 
future adventure, it will s t i l l  be winter-unless the 
characters return in winter, in which case it is an 
“unusually warm day.” Winter in Yellowknife means 
lots of snow, ice, and bitter cold. 

There is  no time to do any investigating and they 
really need hotel rooms. There’s only one problem-~ 
hotel rooms in the city are at a premium. It seems the 
characters have arrived on the same day as a major 
political convention of the Indigenous People’s Party. 
The town i s  overrun with politicking and partying 
Indians. These folks aren’t fools-they’ve booked 
every decent room in town. The only thing that’s 
available i s  the Snowblind Chalet out on the edge of 
the city-way out on the edge. The forest starts across+ 
the street, right next to the dog teams’ kennels. 

Fortunately, the Snowblind Chalet i s  a d 
place. The rate i s  about $40 (Canadian) 
there are enough rooms for the characters 

I 



double. The front i s  part office, part living room. The 
log walls are covered with the dusty heads of dead 
things that loom overhead. Since only a single lamp 
04 the front desk is lit, there are tots of suggestive 

e Owner is Ed McTagert, a round, sweaty fellow 
en in the dead of winter) with a smooth, shiny 

face. It’s late, and he’s just settling in to watch the 
local hockey playoff on TV when the characters show 
up. S t i l l  he’s thankful for the business, so he wildly 
fluctuates between sour grumpiness and fawning 
servizude. Play Ed slightly over the top, a little dotty, 
like he just might be a wee bit unhinged in the head. 

Wtor’s note odalking Canadia.. 

you are a implistic section. 
Please! Forthose who e of it, Canadians 
speak English-swt of. They say “eh” a lot, like at the 
end of every sentence, eh. Sorhetimes’itsounds like a 
question, even when it‘s not; eh? Canadians can natu- 
rally figure out real questions f not real ones, eh. 

etimes when they g@ real d, eh, they stick 
in the middle of things, eh. These “ehs” don’t 

ke questions thbugh, eh? 
ese guidelines don’t apply if the Canadi 
uebec, eh. Then he or she speaks Fra 

(though not according to the French). 

End of Interlude. 
The character’s rooms are on th 
matel only having two floors. The windows of all 
rooms look out an the woods across the road. 
woods right next to the kennels.) There’s a little 
next to the hotel. It’s ’too late for the characters 

ing useful this day-all businessesare closed. 
thing interesting happens until late at night 
everyone i s  asleep. Then, 

awakened by the howling of the 
listen to this for a minute and then say, “The howlirrg 
changes to  that^ kind of screami 
James Arness-the alien-tore t 
Don’t say this if your players 
Thing or if you haven‘t seen The Thing, either 

point, some character, i s  probably going to 
ugh the curtains to see what’s happening. 

Tell them that across the road they barely see a tall; 
man-like figure’flailing about. There might be.dogs 
around it, if that’s what those dark specks are. 

Downstairs, Ed’s. heard the noise, too, and is terri- 
fied. Before any character gets,downstairs, he has 
already dropped a hugewooden bar across ttte door 
and is standing in the-center of the room ner 
fingering his loaded shot&n. If 
bear, eh? You ain’t neverheas4 
what anyone says, Ed insigts the thing outside is  only 
a bear. If anybody moves to open the door;- Ed gets 
real scared andtries to hold.them back *ith th 





This plan changes i f  the charactecs act. The 
reporters can get outside many ways. If they open a 
window and drop to the ground, reqoire a Reflexes 
check. Those who fail suffer l d lO  points of Stamina 
damage. Those who pass land in a nice deep snow- 
drift. They might be able to get past fd  and open the 
door (although not without at least one random shot 
being fired). 

Whether the characters notice the wendigo/alien 
before it reaches their window or after R peers h, it 
notices them if they do anything fairly obvious like 
shouting at it, screaming, or charging across the road. 
As soon as one picture is  snapped or anybody tries to 
get close to it, the thing vanishes. (Don’t tell me your 
reporters forgottheir cameras! Rmember that and as 
their editor give them endless grief when it’s time to 
filethe story.) 

Of course, being an alien it doesn’t just vanish-it 
disappears in style. A sickly green light lances out of 
the sky-just like in those science-fiction shows. The 
snow swirls up in golden flakes and there‘s a big gust 
of wind that’s freezing cold. Anyone within 50’ ofthe 
wendigo/alien takes 2d6 points of Stamilra damage 
from the chill. Frost coats their cheeks, icicles hang 
from their eyebrows, and their skin is9 trendy, pale 
blue-white-kind of like a northwoods nosferatu. 
Those that pass out better be brought inside, or they’tl 
start suffering Body damage. DOH make it much, just 
a point or two from exposure, but use the threat to 
scare the player. 

Those that aren’t frozen to the bone can go check 
things out-if they dare. Naturably, as soon as they 
move forward, the moon goff behind a cloud arrcl 
everything goes pitch black. Dogs whimper and snarl 
in the darkness. The woods are unnaturallyquiet, 
except for the weird sounds in the dhtance, which 
are pertectly natural to any naive of Yellowknife, but 
what’s the likelihood any player characterhails from 
here? Use all this-the darkness, noises, smell df 
warm blood and ozone, and sudden silences-to 
make the players twitch in their seats. This i s  the 
height of fun. 

Whether the characters investigate at night or by 
daylight, they find the same things-torn and muti- 

lated dogs surrounding a set of tracks-not made bya 
human! Big surprise, that. In the morning, Ed calls the 
local Mountie, and they both agree it must have been 
a bear. By then, the tracks do look sort of like bear 
tracks-such is the cold light of reason. 

Following the tracks into the woods at night i s  a 
stupid idea, so by al l  means encourage the player 
characters to do this. The trail goes a mile through 
thickets, deep snow, and lots of other inconveniences 
and finally ends in the center of a clearing. The end of 
the trail i s  not hard to miss because the tracks lead to 
a perfect circle of scorched earth (al l  the snow i s  
melted here too). Anybody with Astronomy type skills 
who looks to the sky can make a skill check. Surgeon 
General’s Warning: Skill not usable in daytime. If it’s 
successful, they see an extra star in Orion’s belt that 
just might be suspicious! (It isn’t-it’s just the daily 
Washington to Moscow trans-polar flight, but they 
don‘t need to know that!) 

On-the-ball reporters will remember to interview 
Ed, the Mountie, anyone standing nearby, and each 
other. They will also take photos of dead dogs, tracks, 
Ed, the Mountie, anyone standing nearby, and each 
other. They will find a file picture of a bear print to 
compare to the monster’s photograph. They will go to 
the Yellowknife library and read up on local sighting5 
and legends. (Actually, they might just call the librar- 
ian and get the scoop.) 

This is what on-the-ball reporters would do. Your 
player characters will probably forget all this andgo 
chasing after something else. Be sure to remember 
any lapses so that, should the whole episodeget men- 
tioned in front of their editor, he can appropriately 
ream them out in front of the entire staff. 
No amount of further poking around, waiting, or 

watching is going to get the players any more infor- 
mation. Get on with things, will you? 

Finding ‘Professor Sacka- 
. ,  Weejie, Part II 1 :  

we@) th& harac ten  are:tinW ith‘ 
don’t know where the prof is. All they’ve @’k;a.pd& 
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office box-but they are in tke id PepQrters!, That 
should be enough. All they have t 
post office and bribe some mail cler 
address up. Simple. 

introduce 5ome problems. Take your pick. 
Gee, it would be a shame if it was that easy. Let!! 

he Canadian Postal Service i s  on 

office-amy post office-and a 
lines. The m a g e m m t  i s  barrica 

ing the picket line is  assumed to be a scab and gets 

There’s an open window in the back that the char- 
acters could climb through, but it’s on the second 
floor. Fortunately, theguy next door just went in from 
shoveling snow off his roof and 
against the house. When he corn 
the ladder against the post offie leading to an open 
second floor window, he will d o m e  of two things, 
both of which may directly affect the characters: 
1 )  Callthepolice. 
2 )  Go collect his mail which hasn’t beewdelivered 

for 6 days. 
Pldolem #2. Ul%a-httiot is.vorking %e desk tgday. 
On listening to the,player characters, the4desk clerk 
instantly deduces they are not from Canada and 
therefore must be up to no goQd. ( T h y  pr&ab/y 
didn’t say “eh”em&.) The only persuasiQnthat will 
be effective on this guy is to convince him that the 
player characters are really Canadian agents posing 
as foreign prwpcatwrs in de,rder to trap the professor 
in some hideous scheme thatdhreatens a vital nation4 
interest-like hwkey. He resists anything else, loudly 
singing “0, Canada” if he .mu$. 
Problem #3. The entire staff isQuebe.cois. Through a 
small administrative oversight, every p o w a n h  the 
building is  from Quebec. They all speak Fr 
and won’t even deign to deal with Englis 
customers. Have fun. 

The address of Professor SackaWeejie 
puts its location at 30 miles outside the town of 
Sncrwdrift, which is on the eastem end of 
Slave Lake. 

beat up. 

Getting to Snowdrift 
Now it‘s time far a runni& gag. Thiqgs#h&e ju&n 

f ,i 
Yes, indeed, the good captain’s moved hisbase,of 

operatiqnsd seemi Florida:just didn’t sqit. him,.The 
deep wods.is,the place for him, so herehe is in Yel- 
lowknife: . .  

As before, Gaptain Sturgean seems.li!+e the m o s t  
harmless man in the world when he’s not behind the 
wheel. Everything.he says is frighteningly boring,md 
monotone an&.he shows all the emotions of a fish. 
The minute he gets behind the controls, tho@, he’s 
a changed man. Speed is  his friend, and there‘s no 
risk.too stupid or.tw great thathe won’t try it. 

Although the characters mayremember.*e Cap- 
tain, he won’t rememb them. The player characters 
are just customers. Of course, any injuries,he wffered 
in. his lirst adventure are still with him. lf,he traded 
up the helicopter big rime on the estate Lawn, give 
him a neck brace or &leg in a cqst. 
Continuing-the Rumiag Gag..Qf course, you 
shouldn‘t drop Captain Sturgeon after.this adven- 
ture-he’s now a running.gag..At.the.same time, you 
can‘t have it be the same every t*e. .There has to be 
variation, othewise the characters will1 justsay;”Oh 
look, we got Captain Stucgwon-again.” Work him 
into the story in different ways. T k p e x t  tim$, he 
could drive the competition. They might see an ad,m 
TV for his new charter service. They could meet his 
brother or a friend of a. f r ieddofaptain Sturgeon. 
Drag it out. Make them suffer. Keep thmguessing. 



Of course, just going to Snowdrift, even with Cap- 
tain Sturgeon, isn’t much of a problem. All the player 
characters have to do is  keep their mouths shut and 
not make stupid suggestions. So, to prevent that from 
happening, there have to be some complications. 

As the characters get close to Snowdrift (on the 
shores of the Great Slave Lake), a UFO comes shoot- 
ing down from the north. It is a big, silvery cigar- 
shaped object that jinks and swerves through the air 
like no normal flying craft. Suddenly, sickly green 
beams lance out from its hull, just missing Captain 
Sturgeon’s craft! Where the beams strike ground, dirt 
and snow explode into the air. Where they hit water, 
the ice shatters into a thousand pieces. 

At even the slightest word from the player charac- 
ters, Captain Sturgeon goes into maniacal evasive 
maneuvers. Every character not actually strapped 
down must make a Reflexes check. Those that fail are 
hurled from the craft (bounced off the snowmobile, 
tossed through the airplane door, and so forth). for 
3d6/1 points of damage. If incited, the good captain 
wil l swing around to pick them up on the fly. This 
requires that the rescuer and the rescuee both pass 
Reflexes checks to succeed. 

After several minutes of panicked fun, the captain 
manages to lose the UFO. From there, the trip to 
Snowdrift i s  uneventful. 

Once in Snowdrift, the characters have no trouble 
finding their way to Sacka-Weejie’s cabin. He’s a 
well-known, local kook so somebody will cheerfully 
give directions or maybe even take the characters 
there. 

At the Professor’s 
The Great Slave Lake Academy of Arts and Sciences 
is  actually a little log cabin in the deep, snow-bound 
woods. As the characters get close, they see that the 
place looks like it’s been ransacked. Fantastic junk, 
some of it snow-covered, some of it not, i s  scattered 
among the trees all around the building. The cabin 
itself looks like a scavenger’s dream. It’s covered with 
nailed-down bits of everything: flattened tin cans, old 
boards, hides, plastic sheeting, truck fenders, old 

windows, screen doors, and traffic signs. A satellite 
dish perches precariously on the roof. The place 
seems deserted except for the hum of a generator. 

A wooden sign nailed over the door reads “GREAT 
SLAVE LAKE ACADEMY OF ARTS AND SCIE-” The 
rest is  missing. A yellowed note taped on the door 
reads “True seekers round back.” 

At the back of the cabin, in a small clearing, i s  a 
battered picnic table, cleared of snow. A well-worn 
path leads from it to the house, while other tracks 
stomp all around the clearing and branch off into the 
woods in various directions. If the character compare 
these tracks to the wendigo’s, the prints are the same! 
Oh, my God! The professor’s been taken by the 
wendigo! No, no, no-wait. The professor i s  a 
wendigo! Or IS i t .  . . 

At any rate, let the characters stew with terrorized 
thoughts for a couple of minutes. Al l  of a sudden 
there’s a terrible hissing and gurgling noise from the 
house. Something horrifying is  happening inside! 

Just then the back door opens and out comes Pro- 
fessor Sacka-Weejie holding a cup of coffee. Don’t 
tell the players that. Instead tell them: 

The back door opens and out comes a stunted 
humanoid clutching a smoking something in i t s  
three-fingered hand. I t  seems to be wearing some 
kind of silver suit l ikewell, you know. The suit cov- 
ers its face too, except for its huge, saucer-like eyes. 

Then si t  back and watch them panic. 
Actually the description is pretty accurate. The pro- 

fessor i s  very short (4’8”) and completely bald. He‘s 
got hugely thick glasses that magnify his eyes. He’s 
wearing a silver snowmobile suit (with hood) and a 
face mask for warmth (there’s a little hole for his 
mouth so he can drink). 

Oh yeah, the hand-seems some time ago his 
buddy Elmo got a little careless with a chainsaw. The 
professor’s other hand is  perfectly normal. Honest. It’s 
just in his pocket. The “smoking” thing he’s holding is 
actually a steaming cup of espresso (hence the horri- 
ble gurgling noises inside). 

Any resemblance between the professor and vari- 
ous descriptions of purported space aliens is just an 
amazing coincidence, isn’t it? 
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Assuming the player characters don't do something rm-n - r  I n. 

characters get to act. This is terribly unfair and breaks 
the AMAZING ENGINE rules, but the designer says 
it's okay. (Besides, i f he didn't hide inside, there 
would be no mint in writing the next oaraeraoh.) 

rant. Babble excitedly, talk a lot about THEM a n i  
THE CONSPIRACY and clones and how World War I 
was all part of THEIR plot and how you (the professor, 
that is) have heen enliehtened and hnw it a l l  ctarted I 
ine rroressor's x o r y  " 

amusing like gun'the professor down where h.e 
stands, the little guy speaks. He says, "Eeeep!" He 
says "Eeeep" while he bolts back into the cabin and 
bars the door behind him. He does this before the 

Basically the professor's story doesn't make much 
sense. Convinced he's finally found a bunch of true 
believers, he just lets it all out in a huge, sprawling- 

" ~ ~ ~ ,~ ~ ~ "~ ~~,~ ~ ~~, .., . _ _  .. _ _  
nce inside, the professor is not opening the door 
othing and nobody. If the player characters try to 
to him, he shouts back that he's not going to be 

in 1864 and the assassination of Lincoln wasn't really 
Lincoln and how Booth could see the clones and 
how US money has secret messages coded in it and 

I ~ I ~ I ~ ~  ~~ ~I ~~ 

~~ " ~ ,~~~~~~~~~ ~~~~ U~ ~ ~~~ 

~~ ~ 

communist countries! You should be on your knees, 
thanking the founding fathers that y w  have the 

induce mass panic in the player characters. Describe 
the charged scent of ozone, the clomp of footsteps 

- 
fooled by THEM. He keeps talking about'iHfM and 
how THEY have come to get him because THEY 
know he knows what THEY already know.,What the 
players are supposed to know already is  that THEY 
are part of the evil conspiracy run by, THEM and that 
THEY have come to get the professor and either make 
him one of THEM or get rid of him so that THEY can 
continue in their secret plans to have the world run 
by THEM. 

It takes some pretty persuasive arguments to get the 
professor to open the door. The most effective i s  to 
convince the prof that the characters really are 
reporters and will print the truth to the world. It might 
not hurt if they leave out the part about how the truth 
will inevitably show up with lurid photos on super- 
market shelves right next to the stories about the Pres- 
ident's meeting with the Loch Ness Monster and the 
King's marriage to a McRestaurant drive-through 

it's not a pretiy as Canadian money anyway and 
would you (the player characters, that is) like some 
coffee? and stand on the chair and really make the 
reporters wonder if they haven't tapped into some 
current of pure insanity. 

What the professor is trying to say i s  that there is  an 
evil conspiracy .of ancient proportions that has been 
working for centuries to control humanitv for its own 
evil ends. According to him, sol 
THEY perfected the secrets of cloning and behavioral 
conditioning. This allowed THEM to clone world 
leaders and then condition those clones into absolute 
loyalty to THEIR conspiracy. THEIR clones aren't per- 
fect, though, so people who know what to look for 
can spot THEIR clones. 

How does the professor know all this? He's been 
enlightened by friends-and they're coming bt, fn. 

coffee! 

I 
waitress. 

Eventually, they wil l either get the professor to 
open the door, or they will freeze. If they get the door 
open, you get to continue with the next part of this 
adventure. If they all freeze, you can quit playing and 
go watch TV. This is America, God bless it, a democ- 
racv! You have a choice. not like those in eodless 

Coffee Klatch 
About this point, the player characters hear the same 
burbling and hissing noise they've heard every time 
the sickly green beams have appeared. The noise IS 

comine from iust outside. Take this oooortunitv to 

choice t i  watch TV or not! It's right there in the Con- 

auantities of assault weaoons. enough to arm everv 

outside, and the beatifically calm face of the profes- 

door. 
stitution, right after the part about buying unlimited soras he says, "lkey're here," and gets up to open the = 

* .  u 

post office in the free world- 
, , .  . .  

(OOPS, sorry.) 



eyes. They have three-fingered hands. They although t of s 
csn spin f arth * 

ters see them. Have the aliens do a double-wke and 
slowlv raise their three-fiwered hands-which are 

allow them enough time to plan properly-this is 
called pacing. If they had time to plan properly, they 
mieht do somethine intellieent. You do not want this. u u u 

Let mayhem e*&e:The f i q s  rnistak 
the characters are %€M.,The aliens ar 

acters are paralyzed or the professor and characters 
have managed to convince 
ters are not THEM, then everybody 
talk. The aliens really likecoffee; alt 
of mixing it with antifreeze % a  little 

The aliens confirm the professor 
bad because they are 
secrets of clonin 

Ever since, they (n 
secretly make arne 
want to go pubt-ic. 
THEY would be able,to blame th 

the secret alien bas 

i r  involvement 

............ 1 
about the alien Photo of wendigo: . . . . . . . . . . . . .  2 

secret conspi racy. 
about THEM beco 
reporter's life exciting-but short. 

Ultimately the aliens, who the professor affection- 
ately calls Sid and Nancy, want to have the player 
ckaracters as allies. Of course, they won't allow any 
photographs of themselves to be taken, but in the 
future, they might grant confidential interviews. fiat's 
about all thegroup is going to get out of this situation, 

Story about Grant being part of secret world' 
conspiracy (thus alerting world!): '1. : . 

Whatever the result, Lester Windooth 111 is one of 
THEM, although admittedly not the mo$t competent 
one of THEM. He and THEY will be aroundatwcame 
trouble for the characters for some time. - *.*; 
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and No One Seems to Care 
By ANNE BROWN American Medical Association bodi 

Humans around the world are spon- 
taneously cremating in their homes and 

spokeswoman Doris Washburn was 
quoted in a recent press conference. 

require a temperature of 3,000 degrees 
or more. In all the cases we’ve exam- 

even cars-and the medical commu- 
nity refuses to acknowledge their 
deaths as medical phenomena! 

“There is no way to scientifically 
explain these deaths. The human body 

ined, the investigations were poorly 
handled, documentation was sloppy, 01 



sound empirical evidence and a reason* flames on F 

’ The press conference was triggered 
lay the near-hysteria’induced in resi- 
b n t s  of Idaho following a string of 
b i m e ~ v e n t s :  

pronounced dead at the scene. The 
convertible 
scorched. 

Estelle Robins, a. IL-y 
mother, was disco 
on the floor o f t  

November 16, 1993. Her body and eases. Relatives can o 

i 
! 

Robins was cleaning 
the time of the inei 

Authors Charles Dickeus, Herman ,’ 

ii 
1 

out of his kitchen at 7:30 p m .  on 
December 15, 1993, to take out the 
trash. When he did not return after 
10 minutes, his wife, Sadie, a semi- 
invalid, stepped out into the winter 
night to look for him. She discov- 
ered his corpse, blackened and 
unrecognizable, outside their garage 
in a Boise suburb. The snow was 
melted in a four-foot perimeter 
around the body. The bag of trash 

melted entirely, but the contents 
were not scorched in any way. 

Fred Hawkey, an unemployed resi- 
dent of Falling Rock, cashed his 
unemployment check, purchased 
groceries, and was waiting in his car 
at a stoplight when he burst into 

SHC. A transcript of the.proceedings 
from a Paris court in 1725 describes 
the reversal of a murder conviction. 
The victim’s husband, convicted of 
murdering his wife and then burning 
the body to hide evidence, narrowly 
escaped execution. A physician present 
at the scene was able to convince the 
jury that no human device could 
account for the near-total consumption 
of the body while leaving the surround- 

released from prison but spent the rest 
of his life in a depressed state. 

American scientist and researcher 
Wayne Baxter is an authority on spon- 
taneous human combustion. He has 
traveled the world documenting cases 
of SHC, and sums up the findings of 
two decades’ worth of researcb as fol- 

minute quantity in.the presenee of 
moist, living tissue.” 

Baxter favors the ball lightning the- 
ory, but even that theory has w&- 
nesses. “When a man is found 
combusted outdoors on a cold, winter 
night under a clear sky, the evidence 
for ball lightning is barely plausible. 
Ball lightning could account for some 
occurrences under the correct weather 
conditions, but it certainly can’t explair 

“We can’t rule out intervention by 
aliens. As bizarre as it sounds,.it is the 
only option that could explain all the 
cases. I refused to consider this .thmIY 
early in my research, but the longer1 
study this phenomenon, the.more I’m 
convinced that aliens must play a part 
in it somewhere. 

lay nearby. The plastic bag bad ings virtually untouched. The man was all cases.” , .  



‘We know that laser beams can be so 
fine-tuned as to strike tumors the size 
of a grain of sand. They can obliterate 
kidney stones without damaging sur- 
roonding tissue or requiring an inoi- 
sion. Why couldn’t alien technology 
blast an individual seated in a recliner 
in his living room? A focused beam 
could be fired from miles np in the sky. 
Any one of us could be the next victim 
at any moment.” 

But what would cause aliens to ran- 
domly blast citizens of earth? Baxter 
shrugs. “We could think of a hundred 
reasons-&esting weapons of warfare, 
ceremonial sacrifice, even practical 
jokes. Only the aliens could answer 
that question.” 

The scientist at one time considered 
a government conspiracy, but dis- 
missed that theory early in his research. 

“Documented cases from more than 
one hundred years ago could not be 
attributed to government testing of 
laser beams. We simply didn’t have the 
technology back then. And if the gov- 
ernment were testing lasers within the 
last 40 years or so, I think we’d see 
more evidence. I think we’d have cases 
of farm animals, wild animals, isolated 
buildings, empty vehicles, and other 
inanimate objects burning inexplicably. 

‘‘I repeatedly ask myself why mly  
humans are involved. Other creatures 
on the earth are every bit as organic, 
but none of them are combusmg! 

“I also believe that if any govern- 
ment on the planet were testing laser 
beams, we’d see some kind of evidence 
in weather patterns, airport radar, or the 
discovery of such testing through 

Baxter displayed his research files 

* On the rainy.evening of Juky 13, 
1974, neighbors of Mrs. Vera Bur- 
ton’of Amarilio, Texas reported see- 
ing a buman torch stumbling out of 
the Burton bungalow. Those who 
rushed to aid the victim, including 
neighbor Dale Donovan, stated that 
despite a driving rain, the flames did 
not die down until Mrs. Burton was 
smothered with a blankeLThe 
Widow Burton was pronounced 
dead at the scene. Her arms and feet 
were completely burned off. 

Inside the home, the stove’s wen 
an,d burn,ers had not been lit; no 
heating device was discoi-ere& and - 
the 
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m the outlet. The only package of June 22 An elderly man was admitted to 
I matches discovered was in.a $mal1 hospital emergency room complai 

tin box in a kitchen drawer. The 
only candles in the house still bore 
their cellophane wrappers. MIS. 
Burton was known to be ateetokiler 
and no liquor was found in the 
home. 

In June, $982; nine 
Mexico City succumbed to SHC 
over the course of three evenirigs. 
All the cases occurred after mid- 
night. m e n  the --night reign Of 
terror was over, three women and 

A known prostitute’ignited in the 
empty lobby of a cheap hotel. She 
was found in the morning by a maid. 
The streetwalker’s body was 
reduced to ash; her red sequined 
blouse was merely smoke damaged. 

A doctor returning from a house call 
was found in the morning on his 
front yard by the family dog. His 
body was reduced to cin&xs, except 
for his left hand, wearing a wedding 
ring and still clutching his medical 
bag. 

A honeymooning couple in a umry 
hotel reported hearing a cry from 
the next m m  in the small hours of I 
the morning. Investigation revealed 
a business man in the next room 
lying on the hotel hed, still smolder- 
ing. His pajamas and bedding were 
only slightly scorched, even though 
the body was burned beyond recog- 
nition. 

A nup arose early in the morning 
thinking she bad heard the bell at 
the outer gate. As she crossed the 
courtyard in the darkness, her night- 

She,saved herself 
the conrtyard fountain. 

ing of chesi ppins and  tingli 
extremities, sy 
indicative of an 
He wasexamined a 

When the bartender f 
close up, the drulik 
that he burst into fl 
simply stood by watching, and 
within five minutes, the man was 
reduced to a pile of ash that filled a 
single metal bucket. 

later, the man was dead, a 
burned completely through his c 
so that the bedsprings beneath 
could he seen. 

on a two-lane highway. The driver’s : 
seat was buried in a layer of black . ’ from his body in ashes. 
ash. On the floor lay the legs and 
feet of an adult male. The legs had 
been burned away fiom the knees 

e n d  &he arose, the bed colla&d. 
The m& had not so much as a His- ~’ 

boots. 

June 23: 

* The parents of eig 

circumstances. “If spontaneous, 
combustion is truly not a medie 

bed with three sisters. The victim . years.” 
was discovered in the m 
charred and blackened. The other 
girls were not harmed in theslight- 
est way. The bedding under the vic- 
tim’s body was slightly scorched. 

‘Wayne Baxter at the University of 
Midwest in Indianapolis, Indiana. 
welcomes photographic evidence 
eyewitness reports. 
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Startling Research Reveals 

’I‘ iiliens 
Holy Ark of the 
Covenant 
Designed by 
Visitors from 
Beyond the Sun; 

r- 
y KAREN S. BOOMCARDEN 

Israelites, was designed by aliens. 

Cos0 geode in Cali 

Far from an ordmary crys 
rock, this geode contained an ama-zin 

cross-section clearly shows an outer 
covering of an unidentified material 

ter of which is a copper rod. 

r 
The x-rays further reveal a coil or 

4 



kind of gap at the other “ l i e  that on a 
car’s spark plug,” explained one of the 
archaeologists who found the incredi- 
ble artifact. 

Carbn dating has set the age of this 
item at half a million years. 

Meanwhile, a simultaneous discov- 
ery in Peru shook the archaeological 
community. A new pattern has been 
found on the Nazca Plain, previously 
invisible to the n&ked eye. Electromag- 
netic photography techniques perfected 
by NASA have duclosed a new shape 
on the rocky flats, apparently,a box 
flanked by winged figures, the propor- 
tions of which are uncannily s d &  to 
those of the Ark of the Covenant. 

Incredibly, the discovery of a new 
archaeological layer in ancient 
Jernsalem also contains parts of this 

,- 

Potsherds from this layer clearly 
show antennae-headed beings, appar- 
ently wearing helmets, carrying what 
appears to be the Ark itself. Forming 
the border at the lip of the pot is a pat- 
tern of gizmos matching the X-rays of 
the Cos0 geode! 

Calculations are currently being 
made to find whether any part of this 
pattern conforms to the angle of the 
Great Pyramid at Giza. At the present 
time, i t  would seem that a triangle 
drawn from Nazca to the dig in Cali- 
fornia to Jerusalem is equal to pre- 
cisely one-half of one side of the Great 
Pyramid, using measurements account- 
ing for the cuwatnre of the Earth. 

Professor Hank Twintowers, of the 
State University of Tulsa in Oklahoma 
City, is,using the currently available 
,&h, tq, coqs@~t a workpg scale model 

of the Ark of the Covenant. 0119 of the 
most useful pieces of infomation is a 
series of still photos from the famous 
film about Nazis stealing the Ark and 
planning to use it to end World War If, 
Reuters and the Lost Spark. 

“Those effects guys really got i t  
down,” gushed Prof. Wintowers as he 
filed down the end of a length of thin, 
copper tubing. “The documentation in 
the ancient Babylonian scrolls I’ve 
photocopied confirms the appearance 
of the energy bolts that should shoot 
out of this puppy when I get it plugged 
in. 

“Besides that, though, there’s the 
question as to what all this means. I’m 
currently planning an expedition to  
bring the Ark to the Great Pyramids in 
an effort to contact whatever it is out 
there that set 



The King Part 
of Secret Cult! 

KOKCIY 3. BOOMGARDEN 
Vew and startling evidence about 

t***s’s private life has just surfaced, 
linking him with the believed extinct 
Order of the Knights Templar, founded 
during the Crusades. 

Renowned Genealogist Kimberly 
Grant-Whitman claims to have uncov- 
ered records showing the King’s rela- 
tionship to Jacques de Molay, the last 
of the known Templars, executed by 
the King of England in the 14th cen- 
tury. Her research has also led to spec- 
ulation about present Las Vegas casino 
owners, particularly those who just 
opened the extravagant Excalibur 
casino-resort hotel. 

“Like their predecessors, these mod- 
em Templars are amassing huge sums 
of money, not paying taxes on it, and 
putting up a front of public service,” 
complained Ms. Grant-Whitman. 

Meanwhile, on the other side of the 
world, more evidence about Stone- 
henge threatens to link the creator of 
that monument with the Knights Tem- 
plar and with E***s. Sir Ethelbert 
Rhys-Jones, who has taken over the 
studies of Brandy Grant (the aforemen- 
tioned Ms. Grant-Whitman’s mother), 
claims to have proof that, because Dr. 
Grant was so close to revealing the a- 
ator of Stonehenge to be E***s, the 
remaining Knights Templar ordered 
her assassination. That information, 
they believe, would lead to the disinte- 
gration of the military-industrial com- 
plex and the national health program, 
and from there nothing in our society 
would be safe from outside takeovers. 

An anonymous note sent to Sir 
Ethelbert reads in part: “If the Creator 
E. were to be revealed, our Overseers 
from A.C. would be most displeased 

and would revoke our gambling 
license. This cannot he permitted. That 
is why the meddler was removed from 
our midst.” 

While some are quick to infer that E 
stands for E***s, Sir Ethelbert has rea- 
son to believe otherwise. “Numerologi- 
cally speaking, it’s far more likely that 
E stands for Ethelred the Unready. That 
wily Saxon carefully cultivated the 
image of the doddering fool so that 
people wouldn’t know he was one of 
the greatest minds of his time. 
and no one would believe that 
would ever land in Wales. It’s 

And what of the mysterious ‘ 
foggy.” 

Sir Ethelbert has a theory for that, too. 
“Atlantic City. I know lots of blokes 
wish it stood for Alpha Centauri, but 
that’s ridiculous. What would aliens 
know about gambbg,. 
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found evidence that ancient asronauts 
visited France and left markers so 

ers of their kind could find it as 
1. 

Three ancient sites containing petro- 
yphs (rock drawings), apparently 

depicting space aliens, form a triangle 
encompassing the whole of France. 
Furthermore, along the legs of this tri- 
angle lie most of the functional ura- 
nium mines in the country. This 
information would be of great impor- 
tance to aliens whose ships ran on 

clear power. 
Perhaps most significantly, the 

northern leg of the triangle, when 
extended around the globe of Earth, 
points directly to the Nazca Plains and 
the mysterious figures that have long 

the&. Nothing says we were ever meant 
to find this out!” 

Troyes also points out that the trian- 
gle formed by these sites has the same 
proportions as the Great Pyramid of 
Giza. “That’s no coincidence,” he says. 
“The significance is staggering.” 

Another mystery regarding the pet- 
roglyphs may be close to being solved. 
“These lines have been the center of 
many years of study and discussion, 
and the answer was right here all 
along,” said Troyes. “Any physicist 
would have recognized them immedi- 
ately! They’re sine waves, triangle 
waves, and square waves. And some of 
the other ‘mysterious’ figures are 
equally obviously electromagnetic 
symbols and diagrams.” 

form a Maltese cross, a design 
unknown to the ancient Greeks: 

When asked what the chances were 
that the formation was a fluke, Troyes 
replied, “Several hundred million to 
one, at least. If you asked a computer 
to randomly locate 12 points on a 
screen, and tracked the patterns created 
from that, it would take the computer 
95 million years to come up with a 
Maltese cross.” 

Troyes contends that alien spacefar- 
ers told the ancient Greeks where to 
build, perhaps through the Oracle at 
Delphi or one of the other temples. 
“It’s entirely possible that this is just a 
big joke, that the aliens just wanted to 
see how long it would take for anyone 
on this planet to notice.” 

. 



t 

Aliens, Atlanteans Battle for 
Captives off Bermuda Coast! 
By ROGER E. MOORE board and lost sight of his yacht. When whirlpools” on the surface of the sea 

MIAMI-Wilson Fogg, a 51-year- questioned, Fogg admitted that he even though it was traveling a t a  “snb- 
OM nightclub owner and sport fisher- could not recall the events leading up stantial” depth. 
man, was presumed lost when his to the loss of the Ava Maria. While Fogg and his passengers 
yacht, the 90-foot Ava Maria, disap- Recently, however, Fogg has observed the submerged object, they 
peared with Fogg and six of his revealed a chilling tale of extraterres- were taken by surprise when a saucer- 
employees on a weekend fishing trip trial piracy. While undergoing hypnotic shaped object swooped from the clouds 
near Miami last spring. The Coast therapy for the psychological shock and unleashed a “barrage of iridescent 
Guard had officially ended the search arising from his ordeal at sea, Fogg beams” at the submerged object and at 
for the Ava Maria, which had been recalled enjoying the clear air and sun- the Avu Maria. When a beam struck 
missing for three days, when an s h i e  of the Caribbean when be and his the yacht, the engines failed, com- 
unidentified pleasure boat found Fogg guests sighted “a long, cigar-shaped passes spun Eke tops, and the radio and 
adrift in a rubber raft about six miles object” that Fogg and his party first the rest of the Avu Maria’s electronic 
h Miami. The dazed and sunburned took to be some kind of large fish or equipment went dead. Fogg was un 
Fogg had little to say to the authorities, submarine. According to Fogg, the to observe what affect, if an 
noting only that he bad fallen over- object left a trail of “steaming beams had on the submerged obj 

- 



Before Fogg and his guests could get 
the equipment working again, a “plume 
of foaming water” enveloped the Ava 
Maria, and the yacht was lifted sky- 
ward while a “large hatch” opened in 
the belly of the saucer. Bef 

ht was taken into the saucer, 
green light erupted fro 

The details of the A? 
pearance 

clear, cal 
turbances in the sea, 
behavior of compasses 

riangle also encom- 

table victims of the 

muda Triangle, a treacherou 

<usually in g d  weather. ara desert. The triangle is unique ’ loss of his friends. 




















































