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The information in this volume Is proprietary, and for the vse of IFGS sanctioned
personnel. Issve to licensed Gamemasters only.
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INTROLUETIVWN

ongratulations on your accreditation and licensing as a fully qualified
Gamemaster! The directors of the International Fantasy Gaming Society
have the highest confidence in your ability, and are sure that your

adventures will do credit to the IFGS, and succeed with both professional

gamers and the viewing audience.

As you know from your studies and apprenticeship, gomemastering and game design on the

rofessional level is a gruelling ond complex h:lsi, Recent developments in virtual and
Eologmphic technology have made game design more competitive than ever. The current
generation of pro-gomersis demanding adventures of reater infricacy, detail, and difficulty with
every passing year. The technological developments acﬂr heve made passible the fine degrees
of item, weapon, and non-player character definifion that modem players and adventures
require, have also made the gamemaster’s chore that much harder. Every season, there is more
data to be considered when designing game scenarios and mechanics.

Inorder tolift some of the burden from pro Gamemasters, the IFGS has comissioned this reference
volume for use in game design and execution, Included are defailed files on weapons, armer,
and vehicles through all of known history, and from various ancient and future fantasy seftings.
Files include item names, descriptions when neccessary, and all relevant date for implimentation
in the game. When designing your gome, merely select the items that mastch your scenario and
seffing, and enter the statistics into the game computer. The stafisfics are universal, and full
interface with all IFGS/Dream Park systems is automatic.

The reference volume also contains detailed files on non-player characters and creatures for use
in your scenarios. Included are capsule breakdowns on historical, fictional and mythelogical
characters, creatures, and monsters from throughout history and around the world, as well as
ones from generic future, contemporary, and ancientfantasy seffings. As a bonusthe volume also
contains files on the most commenly occuring real and extinct animals in IFGS sanctioned games.
The NPC and creature capsules contain all the data for creating a holographic, robotic, or actor-
based likeness, as well as personality and behavior codes. Standard adaptable stat packages
are part of each capsule, and all data is universal and will interfoce with any IFGS/Dream Park
system inthe world. Once you pick the characters, monsters, or animals you wantto use and enter

data into your game program, you need supply only actors or robot blanks and the services
of your park’s mokeup crew.

As an IFGS-sanclioned Gamemaster, you are part of an elite group of gaming professionals.
With the aid of this information, we hope that you design scenarios that will bring credit to you
and to this organization, and provide challenging enterfainment for your players and viewers.

Good luck!

o, Mg

Arlan Meyers, IFGS Judge
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SIMULATING WEHPONS IN
DREAM PHRK

There are a variety of ways fo simulate and score weapons in Dream Park.
The basic metheds use o combination of weapen telemetry and SCAN
MNET™ data. Ranged and meleeweapons work a litle differently from each

ar,

Mast melee weopons are simply replicas with padded or collapsible
blodes, heads, etc. Some, such as clubs, rocks, staffs, and most martial arts
weapons, are weighted internally and wrapped with padding. Swords
ond knives often use o counterwieght and gyro system to simulate the
weigh‘rund feel of a metal blade. All melee wWeopons hmelesemelr}«f sy'stem
that monitors weapon orientation and velocity, and interfaces with SCAN
NET™, The game computer uses that data, along with the atiacker’s and
defender’s personal stats, fo compute damage and location factors. Basic
sensor andpt;emhy systems can be incorporated info any number of

weapon l'ypes.

Projectile weapon simulations work differentty based on the weapon.
Simple projectiles are padded replicas with on-board telemetry. Guns are
usuuﬂy phsﬁc r&p!ims- built over four or five standard frames, with sensers
and telemetry to monitor position, motion, and shats. In some, gyros,
weights, and Dream Time™ virtual effects or holography 5imulamﬁ):ing.
Cther guns fire actual blanks. Bows are trickier to reproduce. Even
collapsible, foam-fipped arrows can be dangerous ot close range. To
prasewaﬁ'ia feel, Dream F’arkbowsﬁrﬂapc:dded praiedilewil‘l‘uex’rremely
weak force. Tosimulate range, holography tokes over as soon as the arrow
leaves the bowstring, comouflaging the dummy, and replacing it with o
streaking hnlogrcﬁnc representation, Scoring is done by computer
Future weapons and explosions are the easiest simulotions, since almost
wef}d'hing can be done ho[ogmphimﬂ)r.

WEAPON LISTS

The following weapen lists show Dream Park shatistics for @ mulfitude of weapens. As such each weapen's cost in Game Points is for that
specific weapon; nota modified standard weapon from the Dreem Park lists. These weapons may then be medified further using the weapon
modification rules from Dream Park if the Gamemaster so allows.

Melee Weapons: Weapons such as clubs, rocks, knives, and swords, which are meant to be used in hand-to-hand combat at no range.
Ranged Weapons: All weapons that act over a distance, from thrown rocks, to bows, to handguns, to batleship and starship guns.

Enchantment: Weapons can be enchanted by a ged or wizard, and gain either one damage class er, for ranged weapons, a +1 bonus
to Accuracy. Enchanted weapons con not be bought, but they can be obtained in the course of an adventure.

WEAPON STATS: DAM, RAN, ACC, ROF, SHO, COST, SPECS
Abbreviations are shown in parentheses. Accuracy [ACC) is an epfienal stat, and need not be used.

Dﬂmﬂﬁ {DAM): The damage class of the weapon, not including strength bonuses. Damage classes are abbreviated by the letfers in
paren

ses. Very Light (VL): 1-2waounds, Light L): 1-4 wounds, Serious (S): 1-6 wounds, Crifical (C): 3-8 wounds, Deadly [D): 5-10 weunds,
Very Deadly (VD): 7-12 wounds, Extremely Deadly (ED): 12-17 wounds, Super Deadly (SD): 15-20 wounds, Cosmic (COS): 19-24 wounds

DREAM PARN GAMEMASTER'S G U 11 E | 7




the workd Mosf expensive
knows whether it inter-
sects part of the
projection,and signals the
computer The snake’s a

computer-animated projec-
tion, so—" He looked

down at Acada's sword
tip waving an inch from

his nose.

She said, "Listen, 5.J.,

maybe youget your kicks
from analyzing dreams,
but | want to play—"

—Dream Park
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Range (RAN): The range over which the weapon is effective. Abbreviafions are shown in parentheses.
Hand (H): 1 gome scaleinch, Close (C): 12 inches, Medium (M) 24 inches, Long (L): 48 inches, Exireme
(E): 72 inches, Blast [BL): 12 inches, Beam (BM): 48 inches, Beam fo Extreme Range (BE): 72 inches. See
the Dream Park rulebook, pg.76 for range modifiers, and pg.83 for Blast and Beam description.

Aceuracy (ACC): An optional number that can be used to modify atiack rolls. Ranged weapons are rated
from -2 to +2.

Rate O Fire [ROF): How many fimes per turn the weapon can be wielded or fired.

Shots [SHO): How many rounds a projectile weapon can fire between reloads. For bows, the number is
the amount of arraws in the quiver, for heavy weapons, the number of bursts/shots/atiacks in the bosic
load, and for firearms, the number of shots in one magazine or lood.

Cost [COST): The cost in character points to buy the weapon,
Specifications [SPECS): Special nofes on o weapon. Used only when necessary.

SAMPLE LISTING
Weapons are listed in columns. Stats, listed in order, are DAM, RAN, ACC, ROF, SHO, and COST.
Example:
DAM RAN ACC ROF SHO COST
Colt Pythen .357 Magnum Reiobver . M =) 3 &4 B

The Python is a Heavy Revolver. Damage (DAM) is deadly (D). If's effective range [RAN) is medium (M),
lts aceuracy [ACC) loses one point(-1) because of the severe kick. The rate of fire (ROF) is 3 fimes per tum.
One relood is & shots [SHO). It costs (COS) 8 character points.

WEAPONS CATALDLE

ANCIENT RANGED WEAPONS

This category ranges from the earliest racks and sticks hurled back and forth by our shaggy ancastors to
tribal weapons such as thrown spears, boomerangs, blowpipes, and early bows.

AMERICAN

DAM RAN ACC ROF SHO COST
Inuit Hompoon ... R D C 2 1 1 8
Mative Amerioon Bow ... sisimnmns s mssssisine s M 0 2 12 &
Mofive Americon Tomahowk ..o L € ] 11 4
South American Blowpipe................ccc. ST SO VL M 41 1 10 6
SPECS: Peisoned. Mild poiton costs | point; Strong costs 3 paints.
AFRICAN/MIDDLE EASTERN

DAM RAM ACC ROF 5SHO COST
Central Africon 3 Blade Threwing Knife ... L C o 1 1 5
Kenyan SIrong Bow ..........coceeeinmmnmm st D M +2 2 12 8
Egyphian Long Bow ..........cccoveeiiiniciimimminmnmmms s siissaniassers D L 4 2 12 8
ASIAN

DAM RAM ACC ROF SHO COSY
Chinese Han Dynasty Crossbow .......oommmni s S M- 2 10 &
Turkish/Mengel Recurve Bow ..o D L +1 2 12 B8
Japanese Maru-ki Short Bow .......cccumrummnciniimiinimncnece. s M +2 2 12 7
EUROPEAN

DAM RAN ACC ROF SHO COST
European Mercenary Crossbow ... s M 0 2 10 6
European Short Bow ... 5 M 41 2 12 7

;|



GENERAL/'WORLDOWIDE

DAM RAN ACC ROF 5SHO COST
Regular Knife ... e, VL C -2 1 ] 1
Tf‘l.rm-aing ! S A B e 1 S S e Vi C +1 1 1 3
TR e - s e e R s L G +#£ 1 1 4
Javelin [Throwing Spear] .......ccooriiiinimniininianes s M +2 1 1 6
PACIFIC ISLAND

DAM RAN ACC ROF 5SHO COST
Ausiralion Aboriginal Boomerang ..........ccvecieeeccrcncenenens Vi € +2 1 1 3
M.-ulu}rmun Tribal E|¢wp|pe ................................................... WL M +1 1 10 &
SPECS: Poisoned. Mild poison costs 1 poln.{. Strong costs 3 poinls,
PREHISTORIC WORLDOWIDE

DAM RAN ACC ROF SHO COST
PrEhiStoric BEW . ...ocoveeeiiiereeseeesiaseissesseesemssas semmanssssensssensans S M -2 2 12 5
Throwm Rock e re e e ¥l C -1 ] - -
Sling T e RS g L WV M -1 2 10 2
Tl'lrcwn BNk e R S R s VL C -2 - - -

................................................................................. 5 C -1 1 ] &

hgh’r spear e 5 M -1 1 1 7
HEAUY WEAPONS

DAM RAMN ACC ROF SHO CoOST
Greek Mounted Crosshom ........cuvciiiiviiinessiiis e sesssesssasss D L +1 1 20 10
Roman Onager SmgeCu‘mpull HSrrn::H:l ST R e s T 2 1 20 9
Reman Javelin Ballista .. "u"D E -0 1 20 13
“ormak Fire™ Colopill :...o.voicsims ois sisininas iisasssmos s cimassss asdunin D L -2 1 20 13
SPECS: Incendiary. Offen shipmounted,
ANCIENT MELEE WEAPONS

Ancient melee weapons range from the same rocks and sticks as above — used as clubs rather than
jectiles — to primilive stone ond obsidian knives and thrusting spears, up to sophisticated iron and
Err:n:e swords, pikes, maces, and knives.

AFRICAN AND MIDDLE EASTERN

DAM RAN ACC ROF SHO COST
Babylonian Bronze Sword ..o it it L H - 2 - 3
Egypfion Flint EONCNIONT st T s B i Vi L H 2 1
Foyplion Copper SWOond ... s L H 2 3
Egyptian Hammered Copper Spear .........coovvvimmenienserensennncn: C H 1 5
MR S EEE, v, B s L S A S R B TR L 5 H 1 4
Moroccan Flyssa SWord .........ccovevieresnnnisssnsssssssssessssssnnens L H 2 3
Soharan Takouba Dagger ..o VL H 2 2
Saracen,/ Arabian Shamshir Saber .....ovvveeeeeeeeeeeeeeie e D H 2 5
Sarocen/Arabian Dagger ... vvvnicncnninneans At VL H 2 2
Saracen,/Arabian Bronze Fike ... C H 1 5
AMERICAN

DAM RAN ACC ROF SHO COST
Aotae Bimrlicial Doggrerssiiiiicamsminibanamiiiaik W = @ & 3
R Bl Dot i s s e L H 2 2
Inuit Whalebene Club oo verve e s raees WL H . ]
MNalive American Pipe-AX%e ..o b H 2 3
ASIAN

DAM RAN ACC ROF SHO COST
Chinese Double Edged lron Sword ... L H - 2 - 3
et el WO . i et s e e o i e e D H - 2 - &
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Chinese Weighted Chain ... L H 2 2
Indian Bronze SWOord ........coooeeeeeeeeee et L H 2 3
Joponese Tachi Sword ........oooveeccee st e i C H 2 5
Jopanese Nodachi Great L e e R e T D H 2 &
Jopanese Ken Staight Sword ..o, o s L H 2 3
Japonese ?’niﬁnm BT o e S R TS 3 : 3 ; g
Japanese Aikuchi DOgger ... s
IndP[‘;n Motar Punch DOBROr ...cc...ousiusiaiss et s viisiniss 5 H g g
Korean Bronze Swond ......... oo isssiseiss isnneres L
- SRR Iuiu Mongel Quaddel Straight SWOrd ...........rwevorrrereereeeeesesceeseeseeee 5 H 2 4
Warrior met Tammi’s —\\ " ol Do L H 2 2
- ol Dagger .......oocemecicemninnn e
ﬂﬂﬂ:ﬁtﬂﬂ'}d&ﬂi&gﬂ' Persian Bronze Saber ..ot D n ? g
- Persion Bronze Spear. ... eenresiessssinissssmsssssnns massnsss e 3
F.l‘"ﬂdlﬂ her. m,ﬁw’“ Persian Pash Kﬂbieﬁuhbbing DECHTEE ... v iiimesbas fisionessas Shivans Vi H 2 1
theshort spearasideand 5 Asian Porang Pandit Blunt Sword ........c.ccccecierecsnin L H 2 3
h;goa', Terrance blodked S.E. Asian Compilan Long Sword .........cooveviiciiia S H 2 4
i I S.E. Asian Biliong Short Axe .......ccciminmimnminmmssmsiisisses s C H 2 &
twice with a tak-TAK!
rhythm, thendisengoged ~ JAPANESE MARTIAL ARTS WEAPONS
and stabbed for her oy l:: l:‘; lﬂle ﬂ;g W"’;
chest. He was M SPECS: Pamnm’ Mild paisan costs | point; Strong cosls 3 painks. v 4
Tammi L S RO e L 4
be"ﬁ-ﬁ t’m’ Sbﬁi;l:ld Boken Wooden SWord .......ooveeeeee et e 5 H 2 5
SPace. Busento Broodhead Spear ... C H 1 P
discovered that during a TS NV B st s s e SR AT VL H 2 2
3 ' Jitte Soii Sweordcateher ... .....iciiiiemseiserimramnnsssessesnsarsssnsssesn bes L H 2 4
previous encounter But o e e e, o, o bk o
for all his speed and Kusarigama .........c.oemrerisrnmsnrrasascass S e v 5 H 2 é
- SPECS: Axe and chain. Con be vsed to ca , stalfs, el
coordination, he was Kwaiken Women's Dagger ....... WT ...................................... VL H 2 1
weak on foctical maneu- Naginata Wemen's Broadhead Spear .........covceiiieieciiec cC E E]. :13 12 )
Shuriken [One blade) ........coeieeeee i VL 2
ms*el?::'ﬂmm':’ ]E‘ECS- Pm;{omd' ﬂ#pjr&a‘lmh | paint: Sl'mngcmix.?pamrs Often, hﬂnwl;nmn-lflnﬁ' Muna‘un;nﬁnpm‘ ]
pressure o dllgﬂ ren Sacon BIOH .. i s e s e e
fﬂﬂ.’ﬂlﬁﬂbﬂ*ﬂiﬂh SPECS: Con be used fo porry and catch swords, staffs, eic.
TONFE [ON8) ..o eceeie et e eeme s seme e e L H - z 3
where she had more SPECS: Con be used to parry blunt weapons anly.
room for swordplay.. FUROPEAN
e DAM RAN ACC ROF SHO CoOsT
Voodoo Game Anglo Saxon Falchion Short Broadsword .......ccooovviviiininnes O H . 2 5
Anglo Saxen Quarterstalf ... 3 H 2 4
Rl B B .o UG v e S5 4 S SRR 5 H 2 4
Crusades Cruciform Broadswerd ... D H 2 5
Gaulish Iron SWerd ... L H 2 3
Greek M N Bronze SWord ... L H 2 3
Miemmnnd a Half Bastard Sword ..o D H 2 &
Medieval Two Honded Sword ..o, VDO H 2 g
Medieval Thrusling Sword ..., $ H 2 4
Medieval Baselard Dagger ..o L H 2 2
Medievol MEICE ...t iississmnesss samans s bbesansn e rhesasssb st 5 H 2 3
Mediontl FIal ..o s smisiimsssssstissssisssismms s stens L H 2 2
Madieval Moaming SIar ..o ssnssnssssiansasmrsrsinsasnesinss S H s 3
Roman Iron Gladius Short Sword .......ce v e L H 2 3
Romam Pisyic DO .. vereesmismnsmcn e mpinessssssarpursssspmnyarssiss V. H 2 1
Roman Bronze Pilum Javelin ......cooocvnviiennenn e ] H ] 5
Viking Double-edged e P e i L D H 2 5
NITRITIE AANGEE o v xR mam oA VYD e i s s D H 2 &
Early Wooden Jousting Lance ...........cccoouvimmmminoccns L H ] 4
N e R S e R T L H 2 1
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PACIFIC ISLAND
DAM RAN ACC ROF SHO COST

ML LS. s civascsimssisiinnimisus it sgiamiepnipms st stesssmmsosnr ool H - 2 2
Malay Parang thlang Headhunter Sword .........c.oviciiiiciennnans C H S 5
Barong Borod Machete ... L H - 2 - 2
PREHISTORIC/WORLDWIDE

DAM RAN ACC ROF SHO COST
ROEK <oovemvnrmimcre s s e AR L H - 1 : 1
Prehistoric Thrusing Spear ... . e miisisimsssmisissssssnss i rins 5 H - 1 - 3
HEAUY WEAPONS

DAM RAMN ACC ROF SHO COST
BOIring ROm .....ccinvmemennenionsmmmsstimesrissspassessssdaissasasassusassans vD H . 1 - 14

HISTORICAL RANGED WEAPONS

As with armor, the improvement of weapons was largely due to the discovery and perfection of steel
alloys. Ancther factor in the Historical period was the discovery of gunpowder, followed by more
powerful explosives. Firearms and artillery were invented. Many areas, such as the Pacific Islonds and
much of Africa, are still Ancient in culture. In America, the Wild West is born. All Ancient weapons are
still available.

AMERICAN

DAM RAN ACC ROF SHOD COST
1840 .36 Allen 6 Barrel Pepperbox Pistol ........cccoccvviiivnn - M -1 3 & 5
1843 54 Smoothbore Percussion Pistel ...........oovoomerciciccenns, s € -2 1 1 4
1860 .41 2 Barrel Derringer .........ccoo o cinscececiscemcesisssssesnsnsnss 5 C 2 2 2 5
1873 Colt Peacemaker .45 Revolver ..........cccoovivmnnnninsreronnn D M+ 3 6 8
Reveolutionary War .70 Flinflock Rifle ..o C L 2 1 1 7
Civil War Confederate .58 Rifled Corbine ................. (VRS L 0 1 1 8
Civil War Union .69 Percussion Musket ..............cccoeviniicicnnns C L -1 1 1 7
2 Barrel 10 Guoge Stagecoach Sholgun .......covvevieccicinnncanns D BL +1 2 2 10
SPECS: Firing both barrels ot ance is Very Deadly domage, +1 ACC.
Springfield 1873 .45-70 Cavalry Carbine ... D L +1 1 1 ?
Win‘:ﬁssmr 1873 .44-40 LeverRifle .......oooovvveriiiiiiiiiiin, VD L +2 3 15 10
AFRICAN/MIDDLE EASTERN

DAM RAN ACC ROF SHO COST
Morth African Moorish Flintlock Musket .............oooiviiiiine C L 0 1 1 7
pat (TR -5 AR ot S S T e 5 € +1 1 1 6
ASIAN

DAM RAN ACC ROF SHO COST
Indian Chakiorm GIIOHE ......iireeiecsiieerersieiasiresssssisesssssssesssnsans VL S -1 ] 1 2
SPECS: A razer shorp, soucer sized ring of mefal.
Jopanese Shige-to-Yumi Longbow ......ccocecnicinnnninnsnrinnes D L +2 2 12 8
Jupanese Matchlock Musket.........cooovircncieci C L -0 1 1 7
Jopanese 19th Century Matchlock Pistol ... 5 M -2 1 1 5
Pakistoni Jezail Malchlock Musket .......cccoovvvricenieieiec C L 0 1 1 8
EUROPEAN

DAM RAM ACC ROF SHO «CoOsT
English Yew Longbow ...........cormmmimmmmrisresmsmsriasesiesmssiasessens vD L +2 2 12 1
15th Century ltalian Military Crossbow ........cocvvviniiicrniiiniennn: C M & 2 12 7
16th Century German Sperting Crossbow ............ AL s M+ 2 12 6
Swiss Arquebus Hand Cannon .........cecveeriesesssssssssessennns D M 2 1 1 8
16th Century ltalion Matchlock Pistol ..., 5 C -2 1 1 5
17th Century German Wheel-lock Carbine ............ccooviiienee C L 0 1 1 7
17th Century Cavalry Wheel-lock Pistol ..o ) C -1 1 1 6
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Next .. extrcted the
*hemormored N
He worked the trigger
a couple of times, then
loaded in one of the
bullets and sighted on a
He squeezedthetrigger.

The gun roared and
flamed, and there was a
zinging sound of a
richochet. 5.J. ducked

instinctively. “Jesus—"

..Chester arsed vene-
mously and Garref
groaned, looking at the
shimmering red splotch
spreading on his shirt..."

—Dream Park

1890 Webley-Fosbery 455 REVOIVET .....c..ccoroseererrerverersers D
18th Century English Blunderbuss .........covveovciiiiiiniiiiens D
1853 Enfield .577 Rifled Musket ........cccoeeeeminiinnonninnisinnaces C
1884 Mauser 11mm Bolt Action Rifle ........ccooiiiiimnniminniiinnnns VD -
1888 Lee-Enfield .303 Bolt Rifle ..o D
18805 German 2 Barrel Sporting Sholgun ... C
SPECS: Both barrels fired af once do Deadly Damage.
HEAVY WEAPONS

DAM
Medieval Trebuchet Catapult ...........coceiiiimn . VD
15th Century English Siege Cannon ... sD
17th Century English Naval 24 Pounder ... ED
SPECS: This is the connen on many longe sailing ships,
19th Century Indian 10 Inch Morar ..., VD
Nopeleonic 18 b Cannon ... VD
U.S. CivilWor 12 b Field Gun ..o VD
SPECS: Smoll aree effect,
U.S. Civil War Rifled 12 |b Breech Loader ..o VD
SPECS: Small arec offech
Gatling GUN .covvicuimrsrsiissst i s VD
SPECS: Con autefire,
MELEE WEAPONS

Alloy sieel made revolufionary developments in swords possible, such os the fomous Japanese

3 6 8
1 1 8
1 1 8
3 8 10
3 8 9
3 2 9
ROF SHO COST
1 1 13
1 1T 14
1 1 13
1 1 13
1 1 14
1 1 13
1 1 14
3 10 13
Katana, Eurepe

emerged from the Dark Ages...and inko the great peried of warring feudal European princes, and then info the
Rennaisonce. Mary primitive nations began using Europeon weapons imported through colenialism.

AFRICAN AND MIDDLE EASTERN

DAM
Foreign Legion Tt . s s R a3 T RN A 5
Saracen, Arabian SCIMMOr ... .iceeaeieieeiniasssrnrasss e eesseeane e D
Persion THOENE . .....eoeeeenrosseseriesmsensesrananssserrsessesissnsanastssanians S
Persian Botle AXE ......cccoevvemrerseromesscinesienimmsssssssssininsassnsansaras D
Turkish Kilij Saber .......ccco.ccoiinmiiiimnsne 5
AMERICAN

DAM
Bovwianihe . i i R e e s s e L
B R 3 s A L
SPECS: Con be used lo entangle or disorm
Civil War Stabbing Bayenet ......... e e L
Model 1840 Dragoon Civil War Saber ................. PRUPER N i
SopifCudgel. oot e N
Springfield 1884 Stabbing Bayonet ... D
Woestern Covolry Saber ..o e
ASIAN

DAM
Chinese Kau Sin Ke lron Whip ..o . 5
Indian Kukri DOgger ..o..urermmmmreriemcmiiasamsnscc e L
Ireclicon Shoee] LOmER oot ecr e sane s v mrmmsebins e PR
Jopanase Kalana ... C
Japanese Wakizashi Dagger ... . ¢
Japanese Tanto Knife ..o VL
Koreon Trdent .....oooo oot ceieaiivmser i ee cesimiass rreeree 3
APANESE MARTIAL ARTS WEAPONS

CAM
Iimchiolir . ciismissinsesaisssin S R AR 5
N s

=
rxxzex T ITIIIE

IIIIIIIE

ACC

ACC

ACC

ROF SH

B B — B b

(SR SN -1

By = b B —

— R R R = R R D

ROF
2
2

SHO
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Nekode Cat Claws .......ovvnniiiimimnrmr s VL H 2 2
Meanriki-Gusori Nine Section Chain ... L H 2 3
EUROPEAN e

DAM RAM ACC ROF SHO COST A
Scottish Two Honded Claymere ... D H - 2 - (-] ;
Seoish DTk oo n i e sremee e br s S s L H 2 2 :
Main Gauche Dagger ..ot L H 2 3
SPECS: Con parry ropiers s
ltalian Stabbing SHIEHO ...t VL H 2 2
Swordbreaker DOgGEer... ..o eietiiiinn s L H 2 4
SPECS: Con Porry end break rapiers and sabers.
1éth Century Spanish ROPIBF .....cccvurimssmisiniisisrs s C H -2 5
17th Century Musketeers’ Rapier ..........c..ccoorriimnmninnsnnes: C H 2 6
18t Century One-handed Smallsword ........ccvvvrcerereeriee L H 2 4
19th Century Napoleonic Officers’ Sword .........coorriniicinnas s H 2 5
19th Cenhury Russian Shasqua L N oA 3 5 H 2 4
15th Century Swiss Partisan SPear ...t D H 1 [
15th Century ltalian Glaive S&earfBlncle ................................. D H | é
1 5th Century German Londsknecht SWOd w........o......cervcove s H 2 5
16th Century Full-Sized Jousting Lance ... S H 1 &
16th Century English Halberd Spear/Axe ... D H 1 6
18th Century English Cavalry Sword ..o S H 2 5
Biein: TR ke B v simemr st e L H 1 2
British 1800 Baker Sword Boyonet.............ccouvmnmmmnmmninrssanes S H 1 2
Swedish 17th Century Sword Bayonet .......coccinnininnninnnn. L H 1 4
Polish Horseman's War Hammer/Axe ...........ccovnmmmmmnnnnisians D H 2 6
s s ) TR L H 2 3
PACIFIC ISLAND

DAM RAN MACC ROF SHO COST
Javanese War Fork Spear ... L H : o= 3
MODERN RANGED WEAPONS
Modern bows and firearms, as well as thrown and fired grenades.

DAM RAN ACC ROF SHO COST
WW 1 Mauser Type 98 7.92mm Rifle ..., D L +1 3 35 s
WW 1 British Enfield Ne. 1 .303 Rifle ocovviieec D L -0 3 10 ?
WW 1 U.S. 1903 Springfield .30 Rifle i isnnsaisag D L -0 3 5 9
WW 1 Webley Mk & .455 R&VONEE .....oc.cvecrcvrrsvscomio D M 1 3 6 8
WW 2 U.S. M1 Garand .30/08 Rifle.......ccovveeveciiciciiininiannns D L +1 3 8 10
WW 2 5. M1 .30 Carbiing ..o oot ciniunsssinmnrsrsssrsnssssssasssnnss C L -1 3 15 8
WY 2 U.S. M3 .45 “Grease Gun” SMG ...ccieninimenninininnnns D M 2 3 30 N
WW 2 Joponese Arisaka T. 38 6.5mm Rifle ........cocovvrnnincnnec Db L © 3 5 9
WW 2 German MP 40 Schmeisser fmm SMG ... C M - 3 32 10
WW 2 Russian PPSh 7.62x25 SMG .........cccvimmmnmnmninnniisnnes 3 M 0 3 5 9
WW 2 English Sten Mk T 9mm SMG ....ocoosvresessecscnessenics cC M -1 3 30 10
AK-47 7.62(S0v.) Assault Rifle .......comnimvmmmcisiimiisniiasiaies D L 40 3 30 N
Colt M-16A2 5.56mm Assoult Rifle ... D L +1 3 30 12
H&K G11 4.73mm [Coseless) Assault Rifle .........cccoviiinneniiinne D L 42 3 50 13
L1 A1/FN FAL .303 Assoult Rifle ..........cccooimmmmnnnnneniannesines ¥} L +] 3 20 12
LB5A1 5.56 British Bullpup Assault Rifle ... D L +41 3 30 13
SPECS: Comes with 4x e sight
Steyer AUG 5.56mm Bullpup Assoult Riffe .......cconviniciinniisiinnsas D L +2 3 30 13
SPECS: Comas with dx telescopic sight.
Steyr S5G 69 7.62mm Bolt Action Rifle ..., D L +3 3 8 13
SPECS: Sniper rifle comes with Bx lelascopic sight.
H & H .4600 Magnum Nitro Express Rifle ... sb L 0 2 2 14
SPECS: Breakepen 2 Borrel elephaont gun.
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spackled rdge o ics and
rock leapt into relief.
Somewhere behindit were
the men who held them
pinned and vulnerable to
the awesome Terichik.

scope's :rnsshi's fri-
seded a Mﬂd fore-
of the Cabal's minions was
about fo joinhis ancestors.
The painted face, the glow-
ing eyes were almost an
invitation.

that breath, and squeezed
the trigger.
—The Barsoom

Projec

Barent Light .50 Semi Auto Rifle ._.............. TR — sD

Wea Mk 5 .460 Bolt Action Rifle .......oooovveeciriiinirainns VD
Winchester M 70 .458 Magnum Bolt Rifle ... VD
Cnll Python .357 Mag. Revolver ... D

uger Blackhawk .38/.357 s Revelver ... s e vasios issas D
5&WM¢¢!&HF 357 Mag. lr:eﬁwol\rﬂr ........................... D
S & W Model 29 .44 Mog. Revolver ............ccviinmnnnnnnn, VD
5 & W Model 36 Snubnase .38 Revelver .......ccoovviiiiiiicnaes C
Beretta Model 92F/U.5. M? Pmm Pistol ......coovreiiiiiiiiinens at
Browning High Power $mm Pistol .......cooooiieiiiniinnieniinnenn C
Colt M1911 .45 Auto Pistol ....coeeiiiiiiianensmrseen e secsemce s sinnns D
Desert Eagle .44 Mognum Auto ... VD
Glock 17 Advanced Pmm Pistol .......ccoiemeemenes e C
Luger P08 9mm Pislol ..........conisnrmmnssmmnesiniiinrcnassisiissianaass C
Mauser M 1896 “Broomhandle” 7.62 Pistel .....covccviiiiinnen, C
Remington Buckmaster .22 Target Auto ....... e s 5
Walther P-38 Omm Pighol ......ooeiiiiiiiiiinives e ces e s sss s c
Walther PPEK Fmim Pistol ..o e C
HEK MP5 A5 Pnm SMG .. oocecvviivnnnrin i imsss s stes s anmsnnsnn C
H&K MP5 SD3 Suppressed 2mm SMG ...oovriiiimrnrises e C
SPECS: Silenced.
Ingram M10 $mm SMG ... C
Ingram MAC11 380 Suppresed SMG .......c.oooimmnininrnnninnnee C
SPECS: Silenced.
Sterling L2 2mm SMG ..o ciiinremr i sssssss s C
ﬂmpmn MAITID A5 BCP-EMG ooeirininissivesascsiiis i sivanssanssps D
SPECS: Con have 100 round “gangsier” drum for 1 extra charocler point.
LIZ] Py S o iiioinsiminnd o i s e s e i i e i s i C
Franchi SPAS 12 Ga Semi-Auto Sholgun ... D
HEK CAWS Full-Auto 12 Ga Shefgun ... D
Furciy 2 Barrel 12 Ga Sporting Sholgun ... r
Remington 1100 12 Ga Semi-Auto Shotgun ... D
Remington 870 Pump 12 Ga Shotgun ... D
SchEDH 12 Ga 2 Borrel Shotgun .........ccoiiinmnmmmnin: D
BIGTEITEEL .. .o cnsannenssspnramaspannnss spssnmsnpend Skikes SR ML LR A AR kR PR WL
SPECS: Poisoned or drugged. Mild peison cotts | paink; Sirang costs 3 painks.
ot Bl i i s i RS S AN S AR A S5 3 R B o VL
SPECS: Poisoned or drugged. Mild poisen costs | point; Sirong costs 3 painfs,
DiVING SPOANGUN ..cucucerercensess i stsmsssssmse i mn i sbas sisbssis hass L
e - T R I e e v}
SPECS: Rocket pistol. Con be used underwaler,
Gyrajet Rifle ............. S R TR T PNt vD
Modemn Compasite Bow ..........cemmammmimmmmrmssissnsssssene C
Meodern Recurve Cmnpﬂurld BoW oo e D
Modern Full-Sized Crasshbem e C
Modern Pistol Crossbomw ..o i 5
o e L L e e e AR et 2
SPECS: Electric shunner.
HEAUY WEAPONS

DAM

WAW 1 Maxim 7.92mm Belt Mochine Gun .o, VD

WW 1 Vickers .303 Belt Machine Gun ... T,
WW 1 German “Christmas Pudding” T
SPECS: Small area offect [2° rodius).

WW 1 English Neo. 36 “Mills” Grenade .........ccoooooiviceeies C
SPECS: Small orea effect,
WW 1-2 German Steilhandgranate Grenade .............ccccoo..... C

SPECS: Small area effect,
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WW 2 U.S. Mk 2 “Pineapple” Grenade ..........comcvecciemiaannna: D C 41 1 5
SPECS: Small area effect

WW 2 Bren Mk1 .303 Light Machine Gun ..o, YD L 4 3 5 12
WW 2 German MG 34 7.92Belt MG ..o vD BM 0 3 20 13
U.5. M &0 Belt Light Maching Gun .....cocoivrmmiciiisinniimsesans VD BM 41 3 20 13
Browning Mk 2 .50 Cal, Heavy Machine Gun .....covcvivriennrens vO BE -0 3 20 13
20mm Bobors AUROCOMNON ....ovimeieisiasmrmmaves rrmmsssrassansesaness YD E +1 3 200 14
SPECS: Con fire single shots, 10 shert or 5 long bursts oulchire

Six Barrel Electric MG “Minigun” ..........oouneiiimmiiiiiiiininiis VD BM 43 3 40 16
20mm Vulean Gotling Aufocannon ... vD BE +2 3 10 15
ARMSCOR 40mm Grenade Launcher ......ooocveovieceiiciccicie D M -1 3 & 10
SPECS: Small arec effect. Also fires smoke, wiz, Reloods: 1p1/shell

e e kb e sl D M -1 1 15 9
SPECS: Small area effect. Alio fires smoke, gos, efe. Reloads: 1pt/shell

M26A1 Medern U.S. Fragmentafion Grenade ........cccvieveeeeeia. VDb C +1 ] 1 &
SPECS: Lorge area affeer,

MZAT U.S. Flamethrower ..cc.occviieiieisisess iossmssecsssemsasasianses VDb C +2 3 10 13
SPECS: Incendiary, small area effect.

MNICO Thunderflash Stun Grenade ......coovvveeeieiicieeeseeieeree e - C O 1 1 4
SPECS: Shuns oppenent for one lurn. Small orea effed,

Rocket P led Antitank Grenade..........cccceveeiniiiinnnines e, ED M 1 1 3 13
SPECS: area affec,

WW 1 German 77mm GF Field Gun ..o VDO E 0 1 10 15
SPECS: Large area effect,

W 1 British 18 Ib Field Gun oo innnisseee s VD E 0 1 10 15
SPECS: lorge orea offect,

Wi 2 British 25lb Field Gun oo ED E +1 ] 10 14
SPECS: lorge orea effect

155mm Howitzer ......coceemenee e i R S R sD E +1 1 10 14
SPECS: large orea effect.

18 Inch Bottleship Gun ... iininnniinmsssisss s sb E 0 1 10 146
SPECS: Large area effect.

AR RIS .. .. i cais i aa s s o s e ED E +2 1 1 15
Croise Rl o i L R sb E +4 1 1 18
INUEIoar WROEOH .. .- ccovcinimnns svaminisrussretmstpysus sns smysessosoms smrbun COs E 1 1 30

SPECS: Hils everything within Extreme ronge of explosion,

RANGED WEAPON ACESSORIES
DAM RAN ACC ROF SHO COST

Copfieal St vl s +1 2

.................................................................................. - - +1 3
g?i::ar ..................................... e T T S R e . - -1 2
SRl DR . cociiiiiimisiiasse it soiad S v S R Vom Y - " +1 3
bl Sl i R R DA B - . +1 3
MODERN MELEE WEAPONS

Mastly medem issue knives and bayonets, aleng with handheld chemical and electric weapons.
DAM RAN ACC ROF SHO cCOST

Mozi 55 BT 2 os s o e syama i s Doy eyt L H 2 3
UsMC Cil:::bﬁnl T U L H 2 s
LISMIC SWOIT .o everrcrnsrnnsneensrsmmassnssesssnssess bessonses danensnsss anas 5 H 2 5
Sykes-Fairbairn Brifish Commande R e L H 2 2
British 1907 Enheld Sword Bayonet .........cccocvecviniiininreniornes 3 H 1 4
Soviet AK47 Knife Bayonet ... L H 1 3
gt ROOr .t e e B e e L H 2 2
TIN5 e i i S VA b i oYL H 2 1
BOmorly KT i nmsissape i s o Sy B A VL H ? 1
Woodsman's Buck Knife .......coceeeiiemersiseresressesssrsssessessssssssanees L H 2 3
LT 5 H 2 4
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B KIMIEIIOR . oo sinismmiovssussaciniies usisyh sxi ssama Kise sEmsmaami s s VL H 3 3
Kaibo Collapsing Club ........cccoocooiiiiiiiiiiiiiiciiiiiiiic L H 2 4
"s M m m Lead-Fillad Gloves ...............cccoiiiiiiiiicciciii s s L H 3 2
R L H 2 2
popped open, dISGOrgNG pojice Nighistick ... 5 H 2 4
fpw- mku; grg.gn, Pediow Bonlo .. o s R R S H 2 5
H 2 - 3
H z2 10 5
SPECS: Shuns for 104 hums,
tod martial orfs Bord-  pocket Mace Connister.............coooeneesosorrsne STUN H 2 5 6
ware. Acacia steeled ~ SPECS: Stns for 106 fums.
ﬂ‘* "“I acton.. FUTURE RANGED WEAPONS
W Everything from the science fiction gallery.
mmm DAM RAN ACC ROF SHO COST
Acid/Poison Ball Airgun .............ciiieieniiiiniisiniinniinsirnsasines . M -2 2 10 8
hwmm'ﬁ S.PEC; Fires plastic baﬂ:iﬂﬂfacmf dye, drugs, or pofsan.
at her, canted its heod Alien DISrUDIOT PISOl......vvocvvooveeeeesoseresseseeeresreerseesesseesesseeren D M +1 2 15 10
m,ﬂwa' Bjﬂﬂer HﬁH ........................................................................ D M 'D 2 2‘3 ]D
) Sl BISIEE RIE -.cerreevees oo soseess s sssee s VO L + 2 30 14
ﬁmpﬁiﬂ fime. Back Boarding Carbine (Space Shotgun) .......coovovoeereeieisee e D BL +2 2 14 11
off, beautiful." Cyberlimb DOfgun ....ceviereeesseevsssresesssssessssreserssssseenssssnes v. € -1 2 10 10
SPECS: Poisoned or drugged.
: o £ M 2 2 85 8
Acacia screamed and Cyberimb 12 Ga Sholgun ..o iiimiunniseisesessessssssessessens D BL -1 2 2 10
. . Cybemetic Enengy Gun ..o iissmismnsssssnsmmns seiissnns C M -0 2 10 10
swung her sword, aim= 0 e ol W M -1 2 5 10
ing at the junction bet- el e— L
; SPECS: Silent,
ween shoulder and neck. Ackvonoscl Sause Bille..ccoiiivisisiaisissesiissiseinniisisiinss D L 42 2 10 1
Her aim was trve. As SPECS: Silent,
, I ' DVEIPBTEION ..ot e et e s e mee e st mnbaes s e e bmmbe e e eamaes b} BL 42 2 10 10
-"m"“_ﬂ“ head flew SPECS: Small fomethrower. Incendiary.
from it's shoulders, it Liaor SIARARONY - v samsasma s isivsmasisinns S—— s € 0 3 12 &
SPECS: Futurishc throwing slors.
sareamed, "Rodicall" B s i i R A R C BM 4+ 1 10 8
F g T R i eor SRR ot o PR P C C -1 1 1 &
. INNErERmt e 0 o L e e S R i s L M -0 2 10 B
-ﬁm SPECS: Light damage anly vs. flash. Deaclly vs. Cyﬁam'am See rulsbook.
Voodoo Game Molecular Fazer Pistol.............cocvmveecmianocerins et VD M -0 2 15 12
NeedIBr ... s VL M -1 2 10 10
SPECS: ar paitansd, Mermm cashs | point; Strong cosls 3 paints.
ROl TIPOWBE - ..iciiennininmencniins biiiiscsis cbanbsinassnbesinn ssiisi e 5 C 0 1 4 N
SPECS: Enlangles victim on a hit.
SOMIC SIINMEE e iieeee e cesrress e s imnseres e ras e sas e rarneees STUM M 4] 2 10 10
SPECS: Stuns vichim For 1D fuma.
Space Marine Assoult Rifle ........ccoorvcrmvemreinem v e, Yo L +] 2 50 13
Starship Trooper Arm Connon .......ccevmiiniecnisneniecenenenn 80 L +] 2 20 15
TR s A R SR R VD M -1 4 B8 12
SPECS: Smoll area effect.
Smartchip Alming SySIm ... - +1 - - 3
FUTURE MELEE WEAPONS
DAM RAN ACC ROF SHO COST
G inorl Bl st sl B 0= B 6
Energyllugger i S H 2 4
Energy Sword ... «B M 2 5
ETMIEEY RIS oo o 000 w3 WS AR i S H - 1 4
GYIOARE cerrvr oo esseseerseesessessseseessessiessasasresesmsemmeseneasenssene D H 2 2 7
SPECS: Gyro stabilized for zero-gee
o S R T R R 5 H 2 5
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OO . . e s s ain s F e S s s D H 2 é
Rozerglove ............ A SO VG A Y YRS AR L H 3 3
ShockerKnueks™ ..o e L H 3 4
SHUNPIO ..ooveeveiceverereanem e rrrrrnneans a3 = H 2 7
SPECS: Suns for |04 jurns.
VArordOgIr . o imvasssisucussin s i s st i 5 H 2 4
NTUERIVGANIEIIR i i 5 A S S o RS D H 2 é
FUTURE HEAW WEAPONS
DAM RAN ACC ROF SHO COST

Light Energy Cannen [Squad Automalic) .........cceuerrismmrmsnnsieres VD BE +1 2 50 12
Medium Energy Cannen (Vehicle and Small Spaceship) ........... ED E +1 2 20 13
SPECS: Smofl areo effed,

Energy Connen (Future Hvy Tank and Spaceship) .......... s E 0 2 20 14
SPECS: lorge area effect,
Mega Energy Connon (Large Spaceship) .......ccounviccmmnnnnnee cos E 0 2 20 15
SPECS: lorge area effect,
oty Crenade ... ED C 41 1 1 8

SPECS: large area effect,

HIRITTON

SIMULATING ARMOR IN DREAM PHRK

Armor is o common accessory for IFGS players, especially in medieval and future adventures. There are
several varieties available, depending on the period of the adventure, the experience level of the
character, and the style of the game. Variations include leather biker jackets, ancient Jopanese wicker
and lacquer armor, medieval plate and chain mail, modem ballistic vests, and huturistic armored
spacesuits and pewered armer suits.

Armor’s defensive ability is simulated in wo ways. The simpler methed is to have the armor’s defense
rating and coverage entered into the game computer, If the player is using the armer when in combat,
the computer will automatically cross-reference the coveroge and defense rofing, along with the usual
defensive charocker parameters, with the ottocker’s offensive parameters, hit location, and the weapon
type and damage rating. All computations are automatic, and all data comes from SCAN NET™ and
weapon telemetry. The more complex methed is generally used in games where many players are
wearing futuristic powered armor or when the weapons don’t have telemetry. Ituses on board computers
and sensers fo cross-reference such things os armer lifting and metive power, battery strength, domoge,
and ablotive effects. Telemetry actively links the armor computers with goming central via the SCAN
MNET™ system. Telemetric armor can also score damaoge and hit lecations. This relieves the game
computer of some of the burden in situations where thousands of projectile trajectories may have to be
instantanecusly computed, and prevents processing delays in computer-intensive virtual scenarios.
Telemetry armor requires advance notice with the technical department. Check with your technical
director for details,

TYPES OF ARMOR

There are several ways of manufacturing armer from various materials. Here is a brief glossary of some
of the terms that appear in the catalog.

Ballistic: Modern fabric or plastic body armors designed te stop projectiles, and sometimes blades. Offen
of Kevlar or other synthetics.

Brigandine: Combination leather and metal scale armer.

Chain Mail: Any of a number of types of armor made from small interlinked rings or squares of metal.
Sometimes combined with small plates of metal.

Clath: Any number of armors made from weaves, quihu. or pleats of thick, Layered, or hughened clath.
Sometimes used as padding under armor, sometfimes wom alone as light armer.

Force Field: Futuristic protective energy field which surrounds the wearer's bedy; usually projected from
a belt or backpack unit.

DREAM PARN GAMEMASTER'S GUIDE
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He was wearing mofo-
rized armor lifted from
an old novel, Starship
Troopers and she had
knocked on the chest
cannon and asked if it
wasn't a little humid in
there....

—Dream Park

Jazeraint: Scale armer. Metal scales attached fo or sandwiched between cloth or leather.

Leather: Armor fashioned from soft or tough leather, sometimes combined with cloth patches or metal
studls for extra profection.

Plate: Large plates of metal or other materials (usually mail or leather) joined together.

Powered: Fuuristic armor with life-support capabilifies and//orstrength-enhancing systems,

Splinted: Armor fashoned from interlaced strips of resistant materials.

Enchanted Armor: Armor and shields can be magically or divinely enchanted fo increase resistance.
Enchanted armar can not be bought, but it can be obtained in the course of an adventure. Enchantment
raises the Class of the armer one level enly; from very light te light, from light te medium, and so en.
Enchanted armors are possible only in games where magic is dllowed. Specially empowered or
legendary armers are listed in the fext. pocly

HIT LOCATION CHART

Because of varying levels of armor coverage, a basic hit location chart can be used to determine where
an attack hits. If part of the larget is obscured, roll against exposed areas only. Gamemasters can also
specify which area is hit if there is a logical reasen. Rell 1D6.

S 1. "

ssssasssssnssnssaness Right Arrn

eeseeseneeseesenne Right Leg
evsssssssenessennea LM LEg

ARMOR STATS: CLASS, COST, AND SPECS

CLASS: The armor class, indicating wound stopping power, Abbreviations are shown inthe parentheses.
Stats are abbreviated with the letiers in bold uppercase: Very Light (VL): -1 wound from domage, Light
(L): -3, Medium [M): -5, Heavy (H): -7, Very Heavy (VH): -9, Super Heavy (SH): <11, Mega Heavy [MH):
=15, Cosmic (COS): -20

Cn Ln Bl k=
P s oz b &
# - - H - 4

Cost (COST): Cost in character paints to purchase the armor at varying levels of coveroge, Coverage is
what parts of the body are protected, For each armer type, the cost of the armor ot each available mel
of coverage is listed. When an armor is notavailable in a cerfain coverage, o hyphen will appear instead
of a cost number, Coverage abbreviations are in parentheses,

Head [H): Head. Can include neck and face.

Torse (T): Torse and groin enly. Arms ore exposed.

Upper Body (UB): Torso and arms.

Full Badly [FB): Complete coverage except for head.

Shield (8): Indicates o shield, which stops an attack against any one hit location on a sucesshul parry.

Specifications (SPECS): Special nates, such as life support, power, special resistance, efc. Included enly

necessary.

Shields: Shields are used to parry, and can smuﬂucks up to and including their own armor class. When
a shield takes more damage than it can stop, the wounds that get thraugh act against any armer that the
character is wearing. Any wounds that get through the shield and armar act against the character. Hit

location works normally.

SAMPLE LISTING
Armeors are listed in eclumns. Stats, listed in erder, are CLASS, COST, and SPECS. COST is divided into
the five coverage categories: Head (H), Torso (T], Upper Body (UB), Full (FB), and Shield (S). Full
body covers the head only if a helmet is available in that style. Ctherwise a helmet must be purchased
separately. Calegories which do not upp}y fo a certoin armer are marked with a dash,
Example:
CLASS H T UE FB §
English Medieval Plate ......cccceencnsisssensnenssssenssnnsssnnes H 2 4 & 8

English medieval plate is Heavy [H) class, so it stops 7 wounds. A helmet (H) can be bought in this style,
and cests 2 character points. For Torse enly (T) it costs 4 points. Upper body (UB) costs & peints. For Full
Body plate (FB) it costs B points, and includes the available helmet. Mo shield (S) is included. There are
no specifications.
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ARm®N CATHLYE

ANCIENT ARMORS
Ancient armors from around the world are generally similor. Depending on the culiure and period, most
are assembled from bronze, plain iron, wood, leather, cloth, or @ combination of these materials. Some
incorporate unusual materials such as ivory, wicker, bark, or precious metals. Types include chain mail,
jozeraint, plate mail, leather brigandine, and splinted armor. These armors are generally designed to
stop primitive blunt weapons and dull blades, and low-powered projectile weapons.
AFRICAN AND MIDOLE EASTERN

CLASS H T UBE FE 5
Alrican Trbal Cloth c.ciiciimi i s i YL 1 1 1 2 :
Alricon Trbal Bark .......cccceiieiivimiisessssinsressssssnmessivsssseeres VL - 1 - - -
IRy Bl BB s cionsiismiwiso M S A AR VL - - - - 1
Moorish [North African) Leather .........ccooeiiiiiinccicercinininn, L . 1 2 3 -
Moorish Cloth and Leather Helmet ........oooovieievivicen. U 1 - - -
Crusades Saracen [Arabian) Cloth ... VLo - ] 2 2
Crusades Saracen Leather ..o L - 1 2 3
Crusades Saracen Iron Scale .....cccceviiiiinicniinensiieeena M = 2 3 4
Crusades Sarccen Cloth and Metal Helmet ....oooeeeeniieciie. M2 - - - -
Crusades Saracen Leather and Iron Shield ........cooeeviiieiiiinns L - - - - 2
Egyptian/MNubian Leather ............cvermmmcmnanmiman. L - 1 2 4 :
Egypfian/Nubian Bronze Plote ... H 2 é
Egyptian/Mubian Gold Helmet.............cccoevmicniinniniines L 3 .
AMERICAN

CLASS H T 1] 113 5
it/ Aloakorrn Flice. ... e niiiconsimiersssisiporasisssivig L 1 1 2 2
Native American Woven Cloth .........ccoeeecinnimsninsssiersessen Vi - 1 1 2
Mative American Bark Plate ... L 2 - -
Native American Leather ........coooovieeen e eienns M 3 3 4
Mative American,/Sioux Woven Chest Plate ... L & 2 - -
South American Tribal Leather ... L 1 1 2 2
South American Tribal Bronze Scale .o M - 3 4 5 £
South American Tribal Bronze Plate Mail ...........ccocoeiiiiieennn. H 2 3 &
South American Tribal Golden Helmet .........occccovevecveiiiinns M 4 = - £ -
South American Leather and Bronze Shield ......ooocoeviiiiiciins L - - - - 3
ASIAN

CLASS H T [1]:] FB 5
T e e I Wi 1 - 3 =
hinese LETIer ....oiiieeeeoieineietessesee st sessenseessss asannsansmiais L 2 3 4
Chiiness Brigainhne: . .o wavsim s s iniiiiasi M 4 5 7
EIBSE SO0 oo kg i v s s e Hs S S P sy i3S M . 3 4 7
Chinese Melal Helmet ...........cciveiiimisininisesssisssemsussnnessnssnnes M 1 . é -
Chinese Omiate Helmet ..o e va s M a - -
Indian Woven Cloth .....ccocvieiinrnreresrs s sessss e s s sens L . 3 3
e e =1 S M 4 4 *
bichany el e s v s e b SR s e M 4 5 &
Jopormss Cloth or Quilled ... oo iimimmnsiisiveisrasisiarses Vi 1 2 3
2 T e R S M S LU T L 2 3 4
Do IR e e i L - 3 3 -
Japanese Jingosa Wide Helmet ..........occcovviviiiciiiiinniines L 1 - - -
Kiorean Clolh uouaisismssin i aisan wisisisvisminsismsivaiiisd VL - ] 1 2
KPR LR e sciissispusmions i oo in v i s L 2 4 -
Korean Scale......coineecinienienneinins B AN AR AR N M - 3 4 5
Korean Mebal Helmet ............cccorvrivesiesnemisrsrssssssmsssrssnsasnenss Mo -
Mongol JAZeraint ...........covvereieerieeie e M- 3
‘engel Cloth and Leather Helmet ... L i -
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Wooden Shield .........ocvivinrnee F . . L s - - 2
- Pacific lsland Padded Cloth ..........cocoivmrimemmenrcsisssininissnnnnnns Vi 1 1 1 1 -
= e e RS R R L - 2 2 3
; Pacific Isdand Woven Bark. ... iieissstssssssvnmsssmssnsres L - 2
Pocific Island Bark Helmet ...........ccvimeiemesiessessesssmssssnssenses L 1 - -
: Parsicn Loothmr ... cimiasiiimassranas sonsassamcmenen i ses s ss i e i amns L - 2 3 4
: PR S e o i T 2 e S s e A RS M - 3 4 5
e Persian Cloth and Metal Helmet ...........covvvncemeccnimnnnniinnans, M2 .
£ Persian Metal Helmet ... e svissae i H 3 . -
Southecst Asion WIEKEE . ..........ciiemeusssasmssnessssrs s ransonsssassnnss L - - 2 -
Southeast Asion Leather .........ocoie e emeerereseerssnes s e s ssmnrans L - 2 3 4
Southeast Asian Metal Helmet ..o L 1 - . -
EUROPEAN
CLASS H T UE FB 5
Arthurion Plate Mail ......cooovnrrimreciciriciremnmsnssris e sissessnassanes H 3 4 & B -
Arthurian Tron Shield ... M - - - - 3
Anglo-Saxen Iron Chain Mail........ocvvrcecciii e L 2 2 3 4 -
Anglo-Saxon Iron Scale ... M2 3 &5 7
hngh-ﬁmmn Iron Conical Helmet cvuvrrsieeeeeieeesvieeresissna e senias M 1 - - - -
Celfic Wooden Shighd ............cocoeieniesvesssssinnssiinsesianimne VL - - - - 2
Celtic Iron and Wood Shield ..o L - . - - 3
Celtic Lacther Helmek ..........occi i iiiasisiiessiasssnms isvassasinsrass YL - - -
Crusades Chain Mail .........oovvmiiiciiiminismessen s sssssssnsnaasane L 2 2 3 4
Crusades Plabe Mail ...........ccceeieiiierss s eesissssssssnsan s snasrasses H 2 4 6 B -
Crusadas Christion Shield ... s M - - - 3
Danish Splinted Coat of Plates ...........ccomimrrnisrcicnsisninnnns L - g 3 = -
English Basket Mail Helm ..........cceemeiesinnnimninisssssnssisneanss L 2 - -
German Brenze ond Iren Conical Helmet ..o M 2 - -
LT e T TP Vi . 1 2
Greek Bronze 5008 ... mmse e ssss s sesss s smnsanees L - 2 3 - -
Greek Bronze Shield ....ooveer e L . - - - 2
Greek Ivory and Leather Helmet ..o L 2 - - . .
Greek Bronze Helmet «..........ccoocoiniinnmisesssssss s sssssssssisssrese M 2 -
Medieval Austrian Kettle Helmet................ B T R M 3
Medieval Gluilted AKeon ........cccciriimrrmrisriesesinssmssmss s e iaes VL - 1 1 2
Medieval Bascinet Full-Face Helmet ........cc.covvemveiiciiiinninnnnnnas H 3 -
Medieval lron Breastplole .................cccicieeimmsaraessmsansssasasnsan H - 3
Madieval Chain Moil:...ccimmiiinsemsmi s sesssaaiies L 2 2 2 4
Medieval Plate Mail ....ooocoeer e creeie i s e csis s annan H 2 4 & B -
Medieval Heraldic Shigld .....c..cooovuvenrrieieeiiiirmnissns e cenes M - - - - 3
Medieval Plate Barding ..o H - - -1 -
SPECS: Horse ormor.
NS ehanel B Besrliy: oo st B M 8
SPECS: Herse armer.
Pre-historic Cloth and Fur Wroppings .....coveveiesieennimmninnes VL] 1 . 2
Pre-historic Leather Wrappings .......oooocoeeenniiannin o L - 2 & 4
Pre-histeric 5p1infe¢:| Woodan ... et s e L 2 3 3 -
Pre-Histaric Bound Wooden Shield .......coovviiiiveeciiiiiiinnne, WL - . 2
Reman Bronze and Leather Curians ..o M 3 -
Roman Leather CUREss ...occooeeieimieeiss e sssessesissesssnsansvasassios L 2
Roman Branze Helmet ......oovciecineiins s ieescin i M 2 - . - .
Romon Bronze and Wood SCURIM ..o M . - = - 3
VB Db oot B S ek Vi - 1 2 3 =
Viking Iren Chain Mail ..., L - 2 3 4
ching Iy O - i it i s s e s i g e SR i e M - 3 4 5
Viking Iron Homed Helmet ..., L 2 - - - -
Viking Wooden Shield ...........coooooesorrereceec L 2 = o= o= B
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HISTORICAL ARMORS

Many historical armors were similar in siyle fo their ancient predecessors, but refinements in materials
and censtructions made them o litfle tougher. Iron and alloy steel replaced bronze. In response to new
bows ond other projectile weapens, plate and ofher hull-coverage armors became more common,
especially in Europe. Many ancient styles were sfill wom, and helmets changed little. {::3' in the 19th
century, with the proliferation of firearms, did armors start becoming rare and specialized. All ancient
armers are shill ovailable.

AFRICAN/MIDDLE EASTERN

CLASS H T 1] ] 113 1
Arabian Jozeraint ................. R A M- 3 - 5 -
Meoorish (North African) Chain T R e L 2 2 3 4
M P o e e S e M 2 3 5 7 -
Moarish Small Iron Shild .........ooviiiieiiiii i seerasi e seinens Wl - - - - 2
Moorish Studded Leather ......oooevviieieei i L - 2 3 . .
AMERICAN

CLASS H T Ug FB 5
Civil War Folger Breastplate ... WL 2 - = -
SPECS: Limited use in Unien forees.
Civil War Artillery Breasiplate ...........cooomiiiiimniinniinnniin L 3
SPECS: As above,
American Silk Body Armer ............. SR P Shn A P S M 3 4 5
SPECS: Turn of the cantury curiasily.
ASIAN

CLASS H T ue FB 1
Chinese Briganding ..o s, M 3 4 5 -
Chilvein Jamaaing: .o biianasis susivsmnisdoradios it bs sssaniias ipsovmnors M . 3 4 -
bl Pl o G e L i M2 - . é
[s et e e L Py RS et i e e L . 2 3 4
Jopanese Lacquer Plate ..o s sens M2 3 5 7
Jopanese Somurai Metal/Lacquer Yoroi ... o H 3 4 5 B
SPECS: Famous Jopanese samurai armer
Japanese Samuroi Kabuto Helmet ..o, H 3
SPECS: Crested helmet for use wilh yoroi.
Japanese Chain Mail I'Ilwl‘.iej:m ............................................. L - - - 5
KOOI DT 1 o A G s i s 0 i M - 3 3 4
Korean Metal Halmet ........cccooemnciiininmnismsssssimssmisnssrrsees L 2 - E -
Persion SEalE .....ooooeieeee e M - 4 5 &
Persian Cloth and Iron Helmet .....c.cev e L 2 - - -
Persian lron Helmet ......coveeeeeeinieecasss e meevmsss v es s e esnsrenas M 3 - - -
Southeast Asian Jazergink ... M - 3 4 5
EUROPEAN

CLASS H T L] FB 5
English Court Plate ArmOr ..........ococovverecremriccecceen i Mo 3 5 7
English Seldier Chain Mail ..., L 1 2 3 5
anoloonic A, e L R T R R L : 2
Spanish Conguistador Morion Helm ..., L 2 -
Spanish Conquistador Breastplate ..., M- 3 -
Rennaisance Austrion Plate ..o H 2 4 & B
SPECS: Ovnale plale made fomaous by warring Avstrion and German lords,
Rennaisance Pikeman’s Cuirass ...oooveeenieieessinsismsesr s sosssssens M 7 3
Rennaisance lalian Marion Helm ..., L 2 .
Rennaisance Harquebusier Cuirass .........cocvvvoriercernicncsasccns H - 4
SPECS: Emmfhtdm to deflect musket baolls.
Remanian/Slavie Plate Mail .........ocoovvveieee e H ] 3 6 B
Romanian/Slavic Jazeraint ..........ccccvveivemiemisnrncressesssissesnennas M- 3 4 5
18th Century English Pith Helmet ....... A VL] - - -
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MODERN ARMORS

3 Similar workdwide, due to the spread of industrilizafion ond modem weapons and warfare.
WOoRLD wAR |
CLASS H T ue B §
Flyer's Loather Jacket..........ooimmrceminnininis s L - : 2 - -
Flyer's Leather Helmet ... L 2 : -
Steel Tranch AIMOT c.ocvireeeeeicissmsmsns s mresas e ssasinsins VH 4 4
SPECS: Exiremely rare, heavy and impractical.
: English Helmet .....cc.ooiimmmmiiimiiiin s H 3 -
] i SPECS: American Graal War helmets are almeost idantical.
o : Germoan Pickelhaube Helmet ... H 3 -
: - German Machine Gunners’ Body Armor ..., H. - 4 -
Eorly Tanker AImor ... ..oeeieeresssssniesnmssorssissssassssssasanss ssons M 2 - 4.
Tanker Rubber and Steel Helmet ..o M2 - -
WORLD WAR I
CLASS H T UE FB 5
L Aon's Flak JOckeh ... vceevcovseiessseesssssssessssasesisssssssoss H 4 :
o Maval Anti-Fragment Vst ... s H - 4
1.5, Steel “Pol” Helmel ..o ssniaiien H 3 >
Neizi Helmet .....occeecceiiasreses e sen s s es e H 3
RECENT AND CURRENT ARMORS
CLASS ] 1 ug B 5
Vietnam Era U.S. Army Ballistic Vest ... H 5 - - -
Modern U.S. Army PASGT Ballistic Vest ..o H 6
Vielnam Door Gunners Vest ..., VH 7
Israeli Ballistic VSt .....oveeeeeeriecesieinnicesice s sis s sisianens H . 6
U.S. Army Kevlar Helmet........... R Sl S e e H 3 -
LS. Aviator Halmet .....coiiieiiimsimnmsms s s sasssnss s snnesin H 3 . -
Motorcycle Jacket ... s A"/ - 1
B R P I 2 - - .
Police Ballistic Undershirt West.........covmeeiiciiiimininnms s M- 4 & 8
SWAT Exterior Ballisfic Vest ..o H - 5 7 -
Bombsquad Body SUit..... s VH - = - 10 s
Police Laxan Riot Shigld ............c.ocomrevcimimninninmnrss s H - - - - 4
FUTURE ARMORS
: CLASS H T 1] ] FE 5
Cyberpunk Sireet AMMOr ........cvammmicsiiiinni s M = 4 6 B
SPECS: Home-buil,
Cyberpunk Police Ammor ..ot H - 5§ F
Cyberpunk Police Helmet............cooo v VH 4 - -
Cyberpunk Army Ballistic Vest ...co.voeceeciiiiincncies YH - 6 -
Subdermal ArmOr c..cicvi e it rs s b L 1 2 3
SITIVEIEIVEL ... ssasansas sonmasns insmsnssn tatsrert sb beebasinsbesmsinransssnsans L 2 3 4 5
Body Plaling ..........coceuvimnmimnminsssissssmsmsnninm s istssssasinaisnes H 3 5 7 9
Personal Foree Field ........cccocciunniiniiininmmmsnsismessssessssmmsases H . - - 10 -
Space Marines Body Armor ... H 3 5 7 ¥ 4
SPECS: Mo life suppert.
SPOOBSUI 1veerveriasemsarsninms s iessmss s L 5
SPECS: Life support with helmet, litle armor.
Armored Spacesuil ..o H - - - 10 5
SPECS: Armored for combal. No strength boost. Includes helmet.
Starship Trooper's Powered AMOr ..ot SH - - - 17 7
SPECS: Powered. Gives wearer super power “Amazing Strength”; life suppert with helmet.
Evil Galadtic Lord Armor ....c..couieressesinssmsssnsmsannsmnessrassmsisirans SH . - - 25
SPECS: Powered, Gives wearer super power “Extrocrdinary Strength”; life suppert with helmet.
Lost Alien Arffact AMMOT ..oveeee i SH - - - 25

; SPECS: Powered. Gives wearer super pawer “Exiraordinary Sirengfh’; life support with helmet.
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FANTASY ARMORS

CLASS H T ug FB 5
B RS e L M - - - - 3
Barbarian Helmet ....... e e s H 2 - - - -
DN BE AATTIVOT | oo e citiiiarias viruinvn s won b w4 S i v M 2 3 4 4 2
B TN o s o i e e s H 2z 4 6 B 3
Halfing Amor ..o i s veis st b nbaman s L 2 2 3 5
(i BTOCIIRE i s e sussasdsit s ssrmsmsesin s s Ky RS H i - -
Dragonscale AMMOF ....ccccrisimimrsrssss s sissssssassssansissssaseas VH 5 7 9 5
et Lot R TIOR pcuivs pimstnan sessisamssrms s s g s SH 4 8 12 16
Evil Lomd' s AATIIOT cvvvvsseresessecessenimremssninessnssnnnsnarsmrsnmsssssenssmssns SH 4 8 12 14
Wizard's Enchanted Hauberk ...........ccccooiniimnmmmennrsnences b - - 9 -
Armor Created by a God ....ccovvemvnrinmreris i MH 5 10 15 20 7
P R e SN S O cos 6 12 18 24 9
Vehicle ArMOr ,.vveeesrsssssssssssnssssssnsssssssssssssssssnssssesssssssessss 30€ Viehicle Section

VEMICLES

SIMULATING VEHICLES
IN DREAM PARK

There are several ways of simulating vehicles
in Dream Park, ranging from tiﬁ'rremahf
simple fo the stoggeringly complex. What the YT i ¢
engineering and accounting depariments l"“—’L-"] “‘Hﬁ fﬂjﬁl
really like is when the real thing can be used L

with nomodifieation other than telemetry and
Scan-MNef™ equipment. Of course, this is only
possible for small, slow vehicles such as row-
boats, herse-drawn corfs, slow motorized
vehicles, and soon. Another favarite with the engineers is a straight hologrophic er virtual representation,
which can be used only when the player characters will not have to touch or ride in the vehicle. This is
the mest common method used for “enemy” vessels.

Typically, the engineers are sad fo note, more complex combinations of mechanical ond virtual
technology must be used. For motor vehicles, holagraphic scaling, simulator technelogy, ond Dream-
Time virlual manipulation give the illusion of fast travel, even if the fake vehicle is moving only @ few miles-
per-hour. Ag&in&, fast-scrolling scenery, and bumping and jarring can give anice illusion of speed.
Virtual and holographic manipulation, along with good planning and setwork, ean make a new set look
wildly different from the old one just o few hundred meters away. Aircraft are commonly siraight
simulators with helegrophic enhoncement. Holography can disguise  set change extremely well, even
whole the aircraft mockup stays in the some place. Sailing ships are often full-sized mockups that move
on Dream Park’s seas with the aid of mechanical and computer contrel. Again, holography and virtual
reality, along with good mechanical special effects, are instrumental in making speeds and distances
aopear much greater than they actually are.

“-a most complex effects are for really large vessels, like batfleships or spaceships. Planning must be
~orough to moke sure that full-sized sets are constructed only for areas where characters will be. The
Somemaster must make sure that the characters don't wander outside the area of the funtional set.
Svmenronized holography, Dream-Time™ effects, and mechanicol effects complete the vessel's appearance,
2~ 3 ve the illusion of motion. Most of the fime, these vehicle sets are immobile, and itis the surreunding
scenery and sets that are chonged to indicate o new location.
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VEHICLE STATS: SPD, WDS, ARM, SPB, MUR, COS, SPECS

Vehicles have seven stats: Speed, Wounds, Armor, Speed Bonus, Maneuverability Bonus, Cost, and
Specs. Abbreviations are shown in parentheses.

Speed (SPD): This is the speed class of the vehicle. There are nine classes, taken directly from the Dream
Park vehicle rules. Abbreviafions ore given in parentheses. The classes are: Slow Ground (SG), Medium
Ground (MG), Fast Ground (FG), Superfast Ground (SFG), Very Slow Flyer [VSF), Slow Flyer (SF),
Medium Flyer (MF), Fast Flyer (FF), and Very Fast Flyer (VFF). Water travel is treated as ground.

Armor |ARM): This is the armer class, if any, of the vehicle’s body, indicating wound-stopping power.
Abbreviations are in parentheses. Very Light {VL): -1 wound from damage, Light (L): -3, Nﬂum (M):
-5, Heavy [H): -7, Very Heavy (VH): -2, Super Heavy (SH): -11, Mega Heavy (MH): -15, Cosmic (COS):
-20. If there is no armor value, the column will be marked with o hyphen. Vehicle armor may (or may
nof) protect the oceupants, depending on whether the vehicle is open or closed, and where the atfack is

coming frem,
Wounds (WDS): This is the amount of damage the vehicle can take before it is inoperative.

Speed Bonus |SPB): This is an optional value that indicates how the vehicle compares with others in the
some speed closs. There are always sublle differences. Therange is - 1 to +2, representing poer, average,
good, and extremely good. The number is added to or subtracted from Straight or Maneuvering Chase

rolls.

Maneuverability Bonus (MVB): This is an oplional value that indicates how the vehicle handles,
compared with oll other vehicles. The range is-1 to +2, representing poor, average, good, and extremely
geod handling. The number is added to or sublracted from Dogfighting mSpﬁCh&ck rolls. See Dream
Park, pg.88 for more info on speed and maneuverability.

Cost (COS): This is the cost in character points to buy the vehicle, Player characters can pool their points
to buy vehicles,

Specifications (SPECS): These are 5pe¢i¢| notes on the vehicle, such as weapons, etc. This is used on
when necessary. Some weapon specs have been simplified for game play: i.e. one machine gun o
may represent several guns aimed in unison.

SAMPLE LISTING
Vehicles are listed in columnar form. The stats, inorder, are SPD, WDS, ARM, SPB, MVB, COS ond SPECS.

Example:
SPFD WD5S ARM SPE MVE (035

Sopwith Camel Biplane SF 12 VL 40 41 3B
SPECS: Twin .303 forward-facing machineguns

The vehicle is o Sopwith Comel, an English WW | biplane. It is @ Slow Flyer (SF), with 12 Wounds and
Very Light armor (VL). The Speed Bonus is 40, average. The Mc:nmm{uiiiry Bonus is +1 (the Sopwith

was a good biplane). It costs 38 character points to buy. It has bvo .303 machineguns meunted in front
of the cockpit. Stats for weapons like these can be found in the Weapens section.
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VENICLE CATALOG

ANCIENT LAND VEHICLES

T AT oo s s s v e i G i A A BB BT G 10 L +0 <+1 21
Morss Cort for Houlng «..ceiives s sisiminsnmsassrersisssmsmseanmiasses G 12 - -1 -1 22
PRGN . 5 s im0 G 12 v -1 -1 18
SPECS: Roguires 4-8 runners lo corry i,
Riding Beast (Horse, Camel) .........ccccovvivmvniiininmsrnsnisinnsnnns 5G 10 -+l +1 12
Great Riding Beast (Bear, Lizard, Bison!?) .........oooovecvevivineee G 12 -+ 41 14
Sled (Drawn by any riding beast] ...........coevrevnersremserisrinsssens SG 12 VML +1 -1 20
ANCIENT WHTER VESSELS N
SPE WDS ARM SPE MVB (COS ~
Chingse TrOBING JUNK ..vvvvvevcveeseenssvesessessasssessassasasmasassssrasns SG 20 L 40 40 40 ©
L = S SG B VL +0 0 14 Ta .
0 A — sG 8 v -1 -1 12 @
PROTNT AR oufiiicurdi bt iapir el i asaridesiss Uigshiasemns sG 20 H +0 +0 60 | I
SPECS: Can n:rq-r.fﬂsaﬂdim, nwyﬁmm o trabwchet or ballish,
ROWING BOGE ......coccoeceseeesoecoessessaesseseemesreeeseemennesons e SG 10 VL +0 41 17 —
Skin Kayak (2 man) ..o s enees S5G B -+ 41 15 Lﬁﬂ "
Small Sailing Vessel (4 man) ..o 56 12 WL +1 40 18 )=
Medium S-ni?l'ng Vessel (12 man) .......ooovvvveveveiceeesie s G 16 VL +0 +0 30 ( " \
v it e SR SG 20 M +0 40 55 @ ) - |-
SPECS: Covries 40 Viking warriors. Shi
ANCIENT RIRCRAFT
$PD WDS ARM SPE MVE (OS5
MU NI s v S o v AR 56 W5F 4 . -1 -1 10
Fl:,.ring Beast (bird, pl'emdcd'_ﬂl .............................................. sF 10 - +1 +1 14
Great Flying Beast (dragon] ..........ccocviiiiinececrisennene SF 12 WL 40 40 22
HISTORICAL LAND VEHICLES
SPD WDS ARM SPE MVE CO5
BT RO i i T e wh s SR kv dmss 56 10 - -1 +1 18
T T o e Lt CE - -1 -1 15
SPECS: Someone’s gal fo pull it
Stogecoach (6 horse teom) ... S S ———, 5G4 . 1 +1 35
Steam Enging Troin ....ccoieeeioiieee e cecee e et eseeenae s se e semneens FG 20 H 1T MNA 90
1885 Steom Phoston Automobile .....occeeieceeciiiiciiciennn MG 12 L 1 1 17
1891 Benz Gaseline Automobile ..., MG 14 L 0 -1 18
HISTORICAL SEA VESSELS
SPD WDS ARM SPE MVE (OS5
Arabian Dhow Trading Ship ... G 18 M +0 40 30
Bushnell's Turtle Submaring |1 man) oo G 8 M1 -1 18
D Bl i i s i e R e s NA 10 MH NA NA 16
Huntley Man-Powered Civil War Submarine..............ccccvvieee G 12 H -1 -1 22
SPE:’S C_:ar_!iasd-spar borpeda, a VO/SAE explasive on the end of a 307 sick mounted o the prow. 12 man crew:. Tends fo sink
WA HY et
P PNEIIIAS . s s i i S e g MG 20 MH -1 -1 8D
SPECS: Jules Verne's profa-nuclsar sub. Sank ships by ramming them,
Colwrbos! NiRe: s e s s sy SG 20 VH +0 -1 B8O
English Colleon: i e SG 3 VH +0 +0 140
IPECE Packs wp fo filfly English naval cannons [see Weapons).
HMS Revenge........ S 56 3 VH +0 40 150
3PECS Francis Droke’s fogship when he foced the Spenish Armada. Thiny-four guns.
CRORIIN I oo it i og s ik A SR R Bt 3G 35 VH +0 40 150

SPEZE Francis Droke’s privateer on which he explored the west coast of the Americes and traveled around the world in the
THI s Twwher quns

A RBRORINON o irminis s s ie smivsba s e e i b 56 3% VH +0 41 140
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SPECS: Caplain James Cook's 432 ton Ragship on his second, and ill-fated third voyoge. Forly guns.

EINES WREary it miniisiviinrrisiiiaas b shdsiass s i S 3% VH +1 +0 155
SPECS: Admiral lord Nason's Ragship of Trofolgr, 100 guns.
Pirate shipjal'fy 7 Nl NN PO o SG 22 WH 41 +0 95
SPECS: Mot a3 heavily armed o2 o gelleon, bul quicker. Twenty-four guns.
Spemiish Carierall ..o i SG 24 VH 40 -1 90
SPECS: Lightly armed reasure ship, Sixteen guns.
19th Century American Clipper Ship ..covovvorervvmserineissennenaans SG 30 VH +1 -1 100
LSS Fhdng: Clatid 1, i i i i s St i 3 30 VH 41 +1 100
SPECS: The s Yonkee Clipper thatran the record sefting New York ko San Froncisco reute around Cape Horm in the 1850+
HMS Cutty Sark ..ot s S 30 VH +1 -1 10
SPECS: One of the hslgmafﬂl’ppaﬂ_ running the Englnnur,.l"{:'ﬁl'm fea roule in fhe 1870s.
TP ConbIny SHBOMBE ..c-ciusiisivrronsssvasiiiininises sosbis iinssssidivudnsn SG 30 WVH o+ +1 110
19th Century Mississippi Paddlewheel ...............ccoceoii — SG 18 M 0 4+ 70
Whaling Longbogt .......ccovrmrerrensnrismensesene s secssesaenenens S0 M -1+l 25
HISTORICAL AIR VEHICLES

SPD WDS ARM SPE MVB cO5
1870 Parisian Hot Air Balloan .......ccccoivinicniniicisiianiecnnas V3F 10 = MNA MNA 19
1890 Early Hydrogen Airship ..o V5F 10 - -1 -1 23
0 NITNGR RO . et o b e s o b s A o B AR VSF 10 - +0 40 17
1890 Lilienthal Glider ...t eren e san s V5P 11 - +0 4] 19
HISTORICAL SPACE VEHICLES

SPD WDS ARM SPFE MVE COS

First Men in the Moon Antigrav Capsule ..o 5F 18 S5H +1 -1 30
SPECS: Painbed with an enfigravify paind, it Roated ko the moon in fanciful fales.
Jules Verne Cannon Mooeneralt .........c.oocvveeeiieiiciiniecee e SFF 15 MH +1 +0 30
SPECS: Fired out of a connon with humean possengert on board in ather fanciful ioles. D'r'_lnd'm-nhgo: One way rip.
MODERN LAND VEHICLES
$PD WDS ARM SPE MVE COS
T T 1 TR FG 25 M +1 HNA 100
BUllet TRain ..ot SFG 22 M +0 MNA 105
1908 Henry Ford Model T ............ rreean s v pn e e s MG 14 M 0 40 19
1924 Buick Model 8-47 ..o FG 14 M -1 0 20
SPECS: Square-fop police vehicle.
1931 Duisenberg 5J Luxury Phoeton 227 ......ociviiciiiciniae FG 16 M 0 -1 21
1933 Hudsen Super-Six gangster-mebile .........coooovviiiiinnns FG 16 M 0 +0 21
SPECS: Chicago gongster car,
1RS0 s Hot RBad ... siinin i ssnssiie faiesaianis FG 14 M +1 +0 2
1967 Ford Muslong i sciiaiiisdisimisiinmiaiois FG 14 M +1 +0 20
Pormmily | ROB0Oa s s S s e S s SFG 10 L +1 +1 24
MR SO AL ..c.uomiessinmsas timssssigs S s sesnda a8 SFG 12 M o+l 41 24
Modern St ......oveieee e e s FG 14 M+ 0 22
Modern LIMOUSING .....uiue i eesciseeisirmesresessesessssssisssssssssssses FG 20 H 41 -1 25
Medern Sport Utility Vehicle ... FG 18 Moo+ -1 24
T b T e A S A TR FG 20 M -1 -1 24
Seim Tpbick o i e e e e FG 25 M +0 -1 28
I | B L b L N T s SR e e AT o SFG 12 M +1 +1 28
| | Corvele TR Y5 coamin i i S e s o SFG 11 M o#1 +1 24
l | oot ToEhnO e - s i s e e ot S e R Wi Tt SFG 12 Moo+l +1 24
Lamborghinini Diablo ..o mminsrsmsinsmars srspesrass 5FG 12 M 41 41 26
Mercedes SO0SEL ....covverieiimreississsmemsssrsresiessmseneressssessseens SFG 13 M +1 +1 25
Rolls Royee Silver Shadow ..o FG 0 16 M #1400 30
BICHElE o G 5 - +#1 #1110
Hurle;.r Davidsen Mm‘c:rcytle ................................................. FG 10 M +0 +0 14
Japoness Sports BIKe ...t s irisssenssnss e ereresyiee SFG 10 M 41 +1 18
WW | British Mk 1 “Big Willie" Tonk .. WG 14 SH +0 -1 47
SPECS: Two Extremely Decdly/Long Range cannon: :ln:l' hmcl 35'3 n'mcf'lmn guns, one of sach on eoch side.
WW | German A7V Sturmponzerwagen ... SG 16 SH +0 -1 50

SPECS: | Extremely Deodly/Long Range farward facing cannan and six_ 303 machine guns, hwe each side and two in the reor.



WL oo ot e e S B i e e FG 15 M 0 0 20
L Tl v iimsnsn i vus i b isac iy insma s s bamid 4 FG 14 YH -1 -1 30
WO 1 US MAAS “Sherman” Tank .....cceeveevrrinerinensrmmessssseseas MG 18 MH -1 -1 54

SPECS: One Extramely Deadly/Exreme Ronge cannen, one forward-focing . 303 machinegun, one turret-mounted . 50 mochine
gun

WW Il German Tiger I Tank .......occoueriesemssinsammmmsesssssssiniesss MG 20 MH -1 -1 60
SPECS: One Super Deodly/Exfreme Range connon, one bforwerd-focing 7. 92mm mochinegun, one urel-mounied 7-92mm
machine gum,

Modern M1 Abrams Main Batle Tank ... MG 22 MH +1 +0 66
SPECS: One Super Daudf.w"Eﬂrm Eangu,-"&mﬂrﬁrm Effect cannon, ane fnr'wun:”:wmg 7. &2rmm mochine gun, one furrel
mounted .50 machine gun,

Modern Soviet T72 Main Batle Tank .......oooeveeeeeii s Mz 20 MH +0 +0 &5
SPECS: One Super Deodly/Extreme Range/Small Area Effect cannon, one forward focing 7.62mm machine gun, ane furre!
mounted [ 2.7mm use .50 siots] mochine gun

Modern M109 Self Fmpaﬂad |'||:M"l|1&l' .................................. MG 22 SH +0 +0 70
SPECS: See Weapons for 1.55mm Howitzer,
Modern US MLRS Wehicle ...o.coveee e MG 22 SH 40 40 70
SPECS: Fires up to 12 Suparﬂnucﬂyf&h'm Ra.ngu;-"lm‘gnﬁm Effect rockets af onca, then must reload {15 mintes).
Y it cssse s ienmn s ss s ee s s mssmsn seemsms s san s mmmn asenen FG 17 H +1 +0 25
SPECS: Modern US replacement for the venerable jeep,
MODERN SEA VESSELS

SPD WDS ARM SPE MVE (0%
AN b anarine i i i b i e 2 3 MH O +1 -1 75
SPECS: Fires up lo 2 Extreme Range/Extremely Deoadly lorpedoas per tum,
W | Bﬂ'lﬂasl‘lip .................................................................. Sz 40 MH O 41 -1 115
SPECS: Can fire up ko 3 Exirema Range,/Exiremely Deodly cannons and one lorpeds par hurn.
WO IEPT Boah . oo i sabon s siad sy st tan s e bumsas MG 20 H +£ +0 &0
SPECS: Can fire one Super Deadly/Extreme Range lorpeds per lurn, Alie has two .50 machine guns.
WO T SUBIIERNE 1oeeeeiesierees s e s re s srmseessmsessemser s s e sessnssnes SG 3% SH o+l - BO
SPECS: Fires up Jo three Super Deadly/Extreme Renge lorpedos per urn.
W I Buﬁlaship ................................................................. SG 45 MH +1 -0 145
SPECS: Fires up to six Exfreme Range,/Super Deadly connons and ftwo lorpedos per fumn, Alio has 2Dé anti-gireraff guns.
WW Il Aireraft Carrier ......... R e e SG 50 MH +1 -0 180
SPECS: Has 30 prop fighters on board ond 2D anti-airerall guns.
Meodern Nuclear Submarine ..........cccciiiiiicicesei i MG 40 SH +0 -1 &8

EPECS: Canilounch up ko six Super Dsndl&f&l‘mm Hungu.l'm‘padaﬂmld one Cosmic Dumngaff.drm Ronge nucleor missile
par harn,

Modem Aireralt COMmIBr ........c.cu i rivsssrssvanssive smisiss ssasesse MG 40 MH +0 -1 200
SPECS: Has thirty jet fighters on boord.
T T T ORI MG 20 M +0 -1 30
Cigarefte Spmaheel - R R e R FG 14 Moo+l #1332
Conlainer Corgo Ship wiiiiniinmisisaibsmiisimssis MG 40 H +0 -1 125
e MG 22 H +1 -1 45
SPECS: Carries 40 passengers,
R T (G 20 M -1 -1 40
1 TN R R e B R e O S et SsG 8 . +1 +1 14
Luxury Liner (Tumn of the Century) ... MG 40 H -1 -1 130
Luxury Liner (Cument] .......ccceeinnmininmmmsinssssssnssssissas MG 35 H 40 -1 130
IR R i s T s e T e e 5G 14 Moo+0 -1 27
SIOIIIROE oo s s s i R S e MG 40 H -1 -1 125
VR ot s TR N S RSB TR D Ok MG 18 M -] -1 28
MODERN RIR VEHICLES

§PD WDE ARM SPE MVE COS
VORI RRWON oo suvuimasimuniniisss sos b s as e s i 5 SF 10 - 1 -1 25
o ME 20 M 41 40 40
BB . i s = i o s P RS VB MR S i SF 40 H 40 -1 45
Bl coveeeeremiestnnesermneseessns rmmneres srnsmsmnspassnmes srsmpeest nessssensnses SF 35 M 40 -1 42
SPECS: Mot as lammable as o Zep. Ured for advertising and radic broadcast.
Bell Jet Ranger Il Helicopler ..., MF 14 M 41 +2 32
By s R e R R R FF 24 Moo+l 0 35
BRI s e L R e e S e e s FF 14 M +1 +0 28
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T SO SFF 24 M 41 40 40
LBAMJBE ...t st FF 18 M +1 +0 28
WW | British Sopwith Camel Biplane ..........c.c.ccoceevviciie SF 12 VL +0 +1 38
SPECS: Twin Vickers forward-facing machinegums.
WW | German Fokker Triplane ... SF 12 WML 41 41 39
SPECS: Twin Maxim farward-focing machinaguns.
WW | German Gotha Bomber ............cevvevsviissiniisiennns SF 14 WL 41 40 42
SPECS: Crew of four drops bombs by hand, One turret-mounted Maxim mechinegun.
WOV TEPBY MBI s rossnsmsnisionin s s it st i FF 14 M +1 41 44
SPECS: Two forward-facing .50 machinegun affecks.
WW Il Me109? Messerschmilt ................ccoceviiiiiiniiciieiinn, FFo13 M 41 41 43
SPECS: One forward-focing 7.92mm machinegun affack, and | 20mm Autecannan affock.
WW Il B-17 Flying Fortress ..........cooeveiicicirie e crssennrens FF 20 M +1 +0 70
SPECS: Drops up o 10 Super Deodly/lorge Area Effect Bombs, Hos seven .50 machinegun atfacks,
Advoncad Tochical Fighber ... s SFF 16 M 40 41 85
SPECS: One Very Deadlly,/Exireme Range aulocannen offock per fum. 4 of 8 total Super Deadly/Exirema Range missile atiocks
per hurn.,
Apache Atlack Helicopler ... MF 18 WVH +1 42 55
SPECS: One Extremely Deadly/long Range aulocannon afleck and 2 of 8 iotal Super Deadly,/Extreme Range missile ahiacks/
hurn.
Bl BOmbar .. oo s e T FF 28 M +1 +0 B85
SPECS: whﬁ&u%&@m%ﬂmm&rﬂmmkmmrm:. Hos twe rear-facing
S0cal inegun o ;
G4 Grolenty Camga Ml i vinsissmisisus s i FF 28 M 41 +0 45
P15 DRt Tt oo sisinissinbis S st sFE 17 H +0 +1 8
SPECS: One Very Deadly/Extreme Range outoconnon attack per furn. 2 of & total Super Deadly/Extreme Range missile attocks
per fum.
F-16 Fighting Faleon R O v s R S SFF 16 H +# +1 79
SPECS: Oine Very Deadly/Exireme Range outocannon altack per furn. 2 of 4 total Super Deadly/Exireme Range missile atiacks
par furn,
BTl i ossoms soxmsmmams it R AR i SFF 19 H +0 +1 84
SPECS: One Very Deadly/Exireme Range outocanncn atieck per um, 2 of 8 total Super Deadly/Exireme Range missils attocks
par hurm.
FAVEBTEALTHL o ovacssniasmmmiasmsiy assm i SFF 15 H +0 +1 85
SPECS: 2 of 8 total Super Deadly/Exireme Range missile atiecks per furn vs, Ground Targels anly.
MG 2P Ui oo it ab inai e snrasmsss sasiermbasmeson srpmmmsesssasens SFF 18 H +0 +1 77
SPECS:One Very Deadly/Extrome Range autocannon olfack per tum. 2 of & tofal Super Deadly/Exireme Range missile affocks
per turn,
G 25 Pombwil oo s e e SFF 20 H + -1 72
SPECS: 2 of 4 tolol Super Deadly/Exireme Ronge missile atacks per o,
V-22 Osprey TIrotor......c.ovoceveericseeec e eee e MF 18 VH 41 +1 35
MODERN SPACE VEHICLES ;

SPD WDS ARM SPB MVE COS
ARG CAPEI o sissnasnasnprssssizssmms igossons s s SaSI RS SFF 15 M +0 -1 25
Lunar Exursion Module ...........coveeeeieicni i, FF 10 M +1 41 25
Space Shuttle ..........oovvoeeeeeeec SFF 18 M +0 +0 30
FUTURE LAND VEHICLES

SFD WDS ARM SPE MVE Cos
Hoverbike _...........cocoeemiieieecce e SFG 10 M 41 41 18
HoMerear ...t SFG 12 M +#1 +0 23
SPECS: Can have one mechinegun or missile weapon.
Haovy Hovarlonk ...t s i i FG 25 MH +0 +1 80
SPECS: One Extremely Deadly/Exireme Ronge ond one Super Deodly/Extrame Ronge attock per turn.
Cargo Juggemaul ..........covocemnie s SFG 30 M 40 -1 30
SPECS: Giand lerrestrial corgo houler.
IACKE LN IO e s it s s s B S SFG 25 M 41 NA 115
IR VREINGN v s s s S S FG 14 SH +1 41 45

SPECS: Transforms inte a small mecha with ene Extremely Deadly/ Extreme Range energy connon affock per fum, and life
suppart, Mecha-form is MG.

ORI MBI . v ivsiicas chsmanvies iissiins i iciesicaati b absibon MG 25 MH -1 -1 &0
SPECS: Thix is @ walking anillery piece, it cannot fly. it has tvo Extremely Deadly/Exireme Range energy connon aftocks per
hurm.
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FUTURE SEA VESSELS
SPD WDS ARM SPE MVB COS
Cargo SUBMIENNG ... ssssimsi s i3 40 SH  #0 -1 140

FUTURE AIR VEHICLES

SPD WDS ARM SPE MVE (COS
P T 2 s b s o e et S S S e o MF 14 M +0 +2 28
BNV HOUBE | viimiisinnssmumsissssiganisinsnasn S S MF 18 M -1 +0 30
SPECS: Stubby, airborne corge haular,
N e o R S L s MF 18 VYH -1 40 38
SPECS: A boxy, armered vehicle riding o jet engine. One Very Deadly/Exireme Range cannon altack per hum.
Battle Armor ... SF - SH +0 +1 25
SPECS: Personal armer with life-suppert and an anti-grev pock. Mo wounds of it ewn,
IO PEEK ot i s e S et i e b s R SF 3 : -1 - é
SORROIIAE oo s SFF 16 WVH +1 +1 90

SP’ECJ‘S:.' Two Extremely Deedly,/ Exirame Range autecannon affacks per furn. 4 of 8 lofal Super Deadly,/Exireme Range missile
atiocks per fumn,

FUTURE SPACE VEHICLES

SPD WDS ARM SPE MVE COS
T P i ot i SFF 18 MH -1 +1 B84
SPECS: True Giont Robet, One Super Deadly/Exireme Ronge energy cannon attack per tum, One Extremely Deadly an

sword, Speed is FF in almosphere. Can fransform if bought along with other vehicle fypes and defined as such, FTL engines
[ 3 extra points.

SPEE SO ..o ccesceroreeeeessssee e eeee oo . 40 SH - - 200
SPECS: Research or colany stolians in orbit or deep space. Up to 1000 pecple. Can dock cther spoce ships.

Spoace Battle Sﬁﬂm ............................................................. SFF 40 COS -1 -1 250
SPECS: A giont battle skation with o crew of several theusand, man Extremely Deodly/Exfrema Range defense guns, ene Cosmic
Bnnmgafthm Range ploletary assault beam, and iﬂﬂm—ﬁrghhn FTL engines. = ’

HOCy SIOr CROISEE .. oo ieiianiin i iins sises nouvisans sbsbaavas o ieanssiasis SFF 37 MH +1 +0 150
SPECS: Crew of 2-300. Four Super Deodly/Exframe Range energy connon attacks per turn. FTL engines.

e A et SFF 45 COS5 +1 +0 209

SPECS: One Cosmic Damage/Exireme Range enargy connon atisck per fumn and four Super Deodly/Exfreme Ronge energy
cannon affacks par e, FIL engines.

Advanced Star Fighter .......c.coooimreiissnm s SFF 16 H +2 +1 84
SPECS: Two Extremely Deadly/Extreme Range energy cannon and one Super Deadly/Exfreme Range missile aliack per hum.
FTL for 12 extra paints.

SHAF SCOUT .1 re s s s et e e a e e SFF 20 H +2 +0 81
SPfCi:Hl 10 man personal spoceship, commanly used for exploring. Two Extremely Deadly/Extreme Range energy connon
aftocks per jurn.

SIASHIP e s SFF 42 VH +2 +0 210
SPECS: Advonced spaceship designed for extended missions fo the for reaches of the galaxy. Crow of 500. FTL engines. Has
one Cosmic Damage/Extreme Range Energy Cannon aliack of +1 1o Hitand fire one Advanced Energy T: (Casmic
Demage, Largs Area/Exireme Range] per tum. Hos Casmic Level Force Shield which is reducad by one point of protective volue
for every point that penetrates the screen. NOTE: this is an optional ruls which con be spplied to ather force shields if the
Gomemasher so desires. If this rule is used, however, the cost of force shislds shauld be 75% of the standord cast.
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FRIENDS & FOES

NON-PLHAYER CHARACTERS
IN DREAM PHRK

Germ||y,|wmnorneur-humn non-plu}raf choradters and monshers
are done with live actors, in costume and makeup as necessary. This
makes it possible for the NPCs fo interact both physically and verball
with rs. NPC actors have a general set of insiructions to
under. They can be coached, if necessary, over headsets linked to the
Gamemaster in Goming Central. Major NPCs are generally played
by onlyone actor, butin adventures with several ¢ ed scenes, one
aclor may play several lesser roles throughoutthe course of the gome.

In situations where the NPC is nen-human, or an extremely distorted
human, the gamemaster can choose to use elaborate costumes and
prosthetics, robots, holograms, or Dream-Time™ virual redlity to
create or complete the effect. In these situations, the NPCs acfions and
responses may be =l rammed into the computer, or slaved fo an
actor atgaming cenl‘rr:? This can be fricky, but often itis the only way

o ocm‘plele an illusion.

On-set NPCs and mensters are menitored by Scan-Nef™ and have
the same virtual and headset equipment and telemetry that players
have. This enables them te parficipate fully in fights either alongside
or against player characters. Players who are killed out of games are
sometimes offered parts as human NPCs, if they wantto stay involved
inan adventure. MPCs have towork under strict platand gamemaster

videlines, but mony people enjoy @ sfint as @ minor villain,
31um|:||'ng monster, or helpful ally. Holegraphic or virual NPCs and
monsters are scored mmpiafely b}r the computer, based on the
computer-plofted location and movement of the creature and the
Scan-Nef™ and telemelry data from the player.

There are three kinds of non-player characters: humans and near-
humans, monsters, and animals. Humans and human-like characters
are usually played by on-set actors. Powers are simulated by specicl
effects. Many animals

NON-PLAYER CHARACTER STATS

Pecple and intelligent creatures have all fen stats: Melee Weapon
(MW), Hand to Hand (HH), Tinkering (T}, Athletics (AT}, Awareness
(AW), Ranged Weapon (RW), Knowiedge (KN, Dodge (DO),
Stealth (ST), and Willpower (WP). Animals have only six of the fen
stats: Hand to Hand, Athletics, Awareness, Dodge, Stealth, and
Willpower. Abbreviations are shown in parentheses. Both intelligent
creatures and animals can have opfional skills, olthough animal
optional skills are very rare except for the basie Animal Atiack skill,
Skills are listed individually in each entry. Stats are not listed
individually for each entry. The sliding scole is used throughout.

SLIDING SCALE NPCS

So that Dream Park nen-player characters can be used with any
group of players, we have designed a sliding-scale system that allows
referees to foilor the strength of the NPCs to the strength of the
characters. Every NPC falls into one of the eriginal classes or sub-
classes from Dream Park, such os Loremaster, Magic User, Fighter,
efc. Within that class, the NPC is assigned a sliding value from -1 1o
+4, or the value is left open for the gamemaster fo pick. The NPC's
basic skill levels are figured by odding or subtracting their sliding
scale value from the average (not highesf) basic skill volues of all of
player characters of the same class. See exomple 1.

IFthere is no player character in the same class as the NPC you want
ho use, then use the basic skill package for that class en pages 38 and
39 of the Dream Park rulebock. Use three points o boost the NPC’s
basic skills, just like you were creafing a new character. (If you are
playing with experienced player-characters, use another 3-6 points
to boost the basic skills.) Finally, odd the applicable sliding-scale
bonus to all skills (see example 2). Advanced and ﬂpﬁﬂrﬁ skills,
powers, abilifies, and wounds will be specified in the entries for all
MNPCs.

For multi-class NPCs, o keep the math down, use the basic mulli-class

and man-sized monsters

are simulatedwith rebets.
Larger or more exchc
animals ond menters are
hulugml':n:‘yﬂnﬂ.ﬂnhd
When itcomes toa choice
between robols or
hologroms, good
gamemasters will speci
robots whenever the

crew can accommodate
them. Players generally
prefer robols because,
they say, “You can feel

‘em when you hit ‘em!”

+2: Henchman /Friend/Sergeant. Use this for intermediate encounters; fairly tough enemies, capable assistants, and

riE SLIDING SEMLE
The Sliding scale values correspand te & certain range of MPC importance/ability. For NPCs with flexible bonuses, |
assign the volue thot most accurately reflects the MPC's role in the odventure. : ad
-1: Child/Young or invalid,

+0: Average. This value is for pecple on the sireet, and unimportant animols.
+1: Thug/Assistant/Grunt. Use this value for early encounters or fights, low-powered helpers, and mony ari.cis

t animals.
+3: Lisutenant/Ally/Officer, Use this for enemies anly one step away from the main villain; major players in the
adventure. Only o few friendly NPCs should be this powerful, or life will be too easy for the chara-*-~ For animals,
this bonus the leader of the pack. ; '
+i: Whlanﬂ'ﬂj’Dhmtgn&fthw Use this for the chief villain of the uclvﬂumﬁum shaou!! t-_-,hrbem
than one or two enemies of this power level in the adventure. If the characters make an ally of o here of this power
mﬂr WEM should make sure that the NPC doesn't do oll the work. Among anime.  only animal "geds"
is Jeved.
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Flweaz oF SLIDING SEALES

#Then the
tough fight.

#Basic magic user skills from Dream Park poge

1} Suppose the charoctars are going fo encounter an NPC who is a +2 Fighter. Average the basic skills of all of the Fighters in the player character
party and odd +2 across the board. (Reund averages up.} Suppase there are twe player-character fighters, with the following basic skills:
*Fighter One: MW 5, EW 4, HTH 4, KN 3, T 2, DO 4, ATH 3,571, AWA D WIL3.

| sFighter Two: MW 4, RW 4, HTH &, KM |, T11,DO 5, ATH 4, ST 4, AWA 3, WIL 3.

i5: MWE R'w 4, HTH:E KNZ T2 D05 ATH4, 5T3, AWA 3, WIL 3.

#The henchman adds +2: MW 7, RW.6, HTH 7, KN 4, Tl 4, DO 7, ATH 6, 5T 5, AWA 5, WIL 5. Now add any optional skills, I's going fo be a

EIIFﬂwNPCmm::ﬂm,ﬂrdﬂmmmrmgmumimﬂmpurlyhuwmnbnm,ﬂwnﬁura&rumldhh

38: MW 2 RW T, HTHT, KN4, T 1,DO 2, ATH2, ST 1. AWA 3, WIL 3.

<Than o thres points rondorly: MW 3, RW 1, HTH 1, KN 5, T1 1, DO 2, ATH 2, ST 1. AWA 4, WIL 3, (I his cose fo MW, KIN, ond AWA]
*And then add the +2 sliding bonus: MW 5, RW 3, HTH3 KN 7,713, D0 4, ATH 4, 5T 3. AWA 6, WIL 5.

hhwmddmy;pulﬁqduplwml skills. Whp‘hyarduu‘udnnmupunmmd hruﬁarumulddmuhspmﬁdarﬁundhnﬂhﬂﬁﬁpmnhul

step 2.
3} IF the MPC w:;ﬂ +1 Animal, sy o wolf, the referee would averoge the bosic skills of the whole party, throwing out thase which don't apply to
onimals. Stort
sThe average basic skills of oll player characters, say: MW 3, RW 2, HTH3, KN 4, T1 2, DO 3, ATH 4, ST 2, AWA 3, WIL 2,
*Then just the animal skills: MW 3, HTH 3, DO 4, 5T 3. AWA 6, WIL 5.
*Then add the +1 bonus: MW 4, HTH 4, DO 5, 5T 4. AWA 7, WIL 6.
package on page 3% of the Dream Park rulebock. Use three peints CLASSIFICATION

to boost the basic skills, and then another 3-6 points if the player
charaders areexperienced. Finally, odd the sliding scale bonus foall skilks,

In this section, specific sliding scole volues are given only for
parficular characters, such as historical figures, and animals. Mostof
the NPCs are given a range such as +0 to +3 that the gomemaster
can pick fram. This allows the gamemaster to use the NPCs at different
ploces in the adventure when different power levels are required.
Some NPCs have ne listing. For these, the gamemaster can assign

value from -1 fo +4; whatever is appropriate for how the NPC

nrbﬂ used. See the sidebios

ANIMALS AND MONSTERS

Mest animals and monsters do net fall into any class. They are rated
on the same sliding scale as other NPCs, butthey con odd their bonus
::nlybl‘h&c:n'lmd skills: Hand ta Hand, Athletics, Awareness, Dudga,
Stealth, and Willpower (see above). Animals’ basic skill levels are
figured from an average of all player character skills, regardless of
class. See Example 3. Humanlike creatures such as vampires and
intelligent aliens are given human character classes, and use the
human NPC system. Animal advanced skills and wounds are listed
in each entry.

As always, these rules serve as guidelines, We have designed them
tor simplicity and flexibility. If referees wont to be more detailed, fhey
can go through the module and spend more time customizing the

5,

ANIMAL ATTACKS

“4onsters and Animals den'’t use weapons, but hove instead “Animal
Afacks.” Animal attacks are bites, claws, venom, and other offensive
tocls that the onimal might have. They con chonge from animal to
onimal. There is an Animal Atack nced :Juﬁl that covers these
attacks, and can supercede the basic animal Hand to Hand skill.

Animal armers, such as scales and shells, ore alse listed.

In addifion to stats and skills, each listing has a brief description and
a quick reference code. The code indicates whether the lisfing is for
@ Fictional Persen [FP), Historical Person [HP), Generalized Persan
{GP), Near Human [NH), Deity (DE), Monster (MO), or Animal (AN),
and whether the person or creature would be played by an Actor (A),
Robat [R), or Hologram/Virtual (H) in @ gome scenaric. Codes are
listed next to the class, as obbreviation separated by o slash. Eoch
lising can also include a briet description, and headings for spe||s
and powers, armer, and weapeons and equipment ibﬂ
creature or god might have.

FICTIONAL PERSONS

Flctional Persons are people from myth, legend, or literoture who
never really existed but whe are well-knewn Brmugh or sharl_'nc:lﬂ:!ln::::|I
enough Iﬂt)e used in other people’s adventures. King Arthur, Robin
Heed, and Dark Golactic Lord are examples.

HISTORICAL PERSONS

Historical Persons are individuals whe actually lived, but whe ore
important or inferesfing enough to include here. Billy the Kid and
Leonardo Da Vinei are good examples.

GENERALIZED PERSONS

Generalized Persons are members of large groups whe are likely fo
be window dressing, cannon fodder, or part of o group of mass
opposition in an adventure. Generally they don't need individual
identities, They can also be stack individuals that gamemasters might
want fo provide their own personalities and backgrounds. “African
Jung|e \Warriar,” “Mediterranean Pirate,” and *President of the
United States” are all examples.

NEAR HUMANS

Near Humans are fictional intelligent beings
science fiction, |n!e||igent aliens and I"rl'endl)fi‘l
Dwarves and Elves are examples.

from fantasy and
nlesy races such as
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DEITIES

Deities are gods from religions around the world. Their
high, but they are not disproportionate to the scale of the game, cfien
bein.g the same as major heroes and villains. Deities con be from real
or fictional religions. Thor, Zeus, and Shiva are oll examples.

s arg

MONSTERS

Mensters are fictional creatures, including non-humanlike aliens and
legendary beasts. They are not necessarily malevolent, but it pays to
be cautious. Godzilla, Werewolves, and the Blob are oll examples.

ANIMALS

Animals are creatures that exist on earth, including those that might
be more ot home in the “Monster” section. Horses, whales, sharks,
snakes, and monkeys are all examples. The “Animal” section also
includes giant or malevolent animals that don‘t actually exist, such as
“Giant Snake,” “Giant Spider,” and so en.

SAMPLE LISTING:

Miyameto Musashi was a +4 Fighter; a major hero. He gets that
assigned value since he was real person with known skills. He was
ahistorical person (HP), and he would be best played by an actor (A).
His basic skills should be figured by adding +4 fo the averaged basic
skills of all player character fighters in the purll'( His advanced skills
are aslisted. He is o potent ihdgi\fidm|, on the full-Hedged hero /villain
level. Since he has no spells and powers, those categories are not
listed. He has a-ighf wounds, and his |i5!fng is shown below:

MIVAMOTO MUSASHI
+4 Fighter, HP/A
A lagendury Jopanese ronin arfisan, swordsman and marlial artist
from the 17th century. He wrote the classic strategy volume A Book
of Five Rings, and was famous for using wooden swerds rather than
real ones.
Advanced Skills:
Archery +8, Fencing +%, Marfial Ars +%, Wiiter/Compaser +6
Weapons and Equipment:
Weoden sword, katona, and wokizashi.
Wounds: 8

A@TOR CATHLOG
ANEIENT PEOPLE

AFRICAN/MIDDLE EASTERN

AFRICAN JUNGLE RULER

+2-4 Loremaster GP/A

Skern leader of a noble fribe deep in the heart of Africa. Male or female.
Advanced Skills:
Arcane Lore +6, Idenfify Magic Obiject +4, Speak to Animals
+5, Sign Languoge +2
Weapons and Equipment:
Weeden stalt
Wounds: 11

AFRICAN JUNGLE WARRIOR
Fighter, GP/A
Huntsman and protector of the fribe.
Advanced Skills:
Archery +2, Polearms +4, Tracking +6, Survival +5, Sign
lenguage +2
Weapons and Equipment:
Pick from Ancient African weapons and armer.
Wounds: 8

CLEOPATRA
+3 Loremaster, HP/A
Beautiful Ejypriun Queen whe romanced Reman Triumvir Mare
Antony and committed suicide after her lover's death during their
attempted conquest of the Roman Empire.
Advanced Skills:
Arcane Lore +3, Sing +7, Seduction +6, Persuasion & Fast Talk
+4
Wounds: &

EGYPTIAN WARRIOR
Fighter, GP/A
t::yal servant of the Phoroohs ﬂ'uraugh 3000 years of Egyption
istory.
ﬁgnrumad Skills:
Archery +4, Polearms +4, Chariot Driving +3
Weapons and Equipment:
Pick from ancient Egyptian weapons and armor.
Wounds: ¥

CAVEMAN
Fighter, GP/A
Early mon; o hunter-gatherer.
Advanced Skills:
Polearms +2, Tracking +3, Animal Handling +4, Sign Lenguage
+]
Weapons and Equipment:

Pick from prehistoric weapons and armer.
Wounds: 7

SINBAD
+4 Thief, FP/A
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The Arabian sailor ond adventurer.

Skills:

M:mgnhcm +6&, Escape Artist+4, Persuasion and Fast Talk +4,
Seduction +3

Weapons and Equipment:

Argbion scimiter, Arabian leather armor, medium-sized
Arabian sailing ship.

Wounds: 10

AMERICAN

AMAZON WARRIOR
Fighter, GP/A
legendary South American kribe of fierce, beautiful, fair-skinned

women,
Advanced Skills:
Archery +5, Polearms +2, Tracking +2, Survival +2, Animal
Handling +4
Weapons and Equipment:
Prehistoric weapons and armer.
Wounds: 7

ndu

INCA WARRIOR
Fighter, GP/A
Warrior of the savage but wealthy and advanced Inca tribe of South
America. Known for human sacrifices.
Advanced Skills:
Acrobatics +2, Survival +3, Palearms +2, Craftsman +3
Weapons and Equipment:
Prehistoric and South American weapens, South American
ancient armors.
Wounds: 9

INUIT HUNTER
Fighter, GP/A
Alaskon or Conodian Native American man orwoman, Huntwhales
and seals from kayaks. “Eskimes.”
Advanced Skills:
Survival +3, Polearms +5, Sailing +4, Tracking +3
Weapons and Equipment:
5m|5|-un Kayaks, Inuit and Native American weopeons and

Wmmds: 12

NATIVE AMERICAN MEDICINE MAN
+2-3 Cleric, GP/A
North American ribal magician/shaman/doctor, “Medicine” means
magic or spiritual power.
Advanced Skills:
D:ngnus& liness +3, Physician +3, Botany +4, Dancing +3,

ﬁll‘lg +2, Sign Lungmg& +3

Banish Spmts Dalvecl Falsehood, Heal, Exorcise.
Weapons and Equipment:

Mative American weapons and armor, herbal pofions.
Wounds: 8

PLAINS INDIAN WARRIOR
Fighter, GP/A
Warmiors lypicol of the phains and midwestem fribes such as the Siow.

Advanced Skills:

Archery +4, Animal Riding +4, Tracking +6, Survival +2, Sign
Longuoge +2

Weapons and Equipment:

Mative Americon weopons and armor.

Wounds: 9

ASIAN

CHINESE SORCEROR
+1-4 Magic User, GP/A
S!wclawy individuals whe live in mountain retreats and abandened
temples, they practice arcane arts and sciences and are wise in the
wayscf folklore. Male or female. Listed magic powers are suggesfions.
Advanced Skills:
First Aid +3, Arcane Languages +2, Artist +5, Persuasion and
Fast Talk +5
Spells and Powers:
Summon Demon, Paralyze, Banish Demon, Detect Sorcery,
Slow Flight, Fireball. yze
Weapons and Equipment:
Chinese weapons and armor.

Wounds: 7

CONFUCIUS (KUNG-FU TZU)
+4 Loremaster, HP/A
Fameous sixth century Chinese phi
Wrole the Analects, ﬂndlsmsponslbe i
of Chinese popular wi

Advanced Skills:

Arcane lore +3, Deduction 45, Research +8, First aid 43,

Psychology +2, Arfist +5, Writer/Composer +7
Wounds: 7

r, academic, and arfist.
f:armd:redly formuch

CHINESE CELESTIAL BUREAUCRAT
+1-3 Loremaster, GP/A
The civil servants who ron and odministrated China during its

medieval golden age.
Advanced Skills:
Hunch +3, Bribery +5, Psychology +2, Research +4, Arfist+4,
Play Instrument +4, Animal Handling +2, Persuasion and Fast
Talk +5
Wounds: 8

CHINESE DYNASTIC EMPEROR
+3-4 Loremaster, GP/A
Any of the “Sons of Heaven” who ruled from the Hsia dynasty in 2000
BC fo the Yiian in the 13th century AD. Also, any of the regional
warlords from the Warring States of the 5th century AD. Their courts
were full of intrigue. Feu’rr.of the Celestial Bureaucracy.
Advanced Skills:
Hunch+4, Bribery +6, Psychology +2, Artist+5, Play Instrument
+4, Animal Hondling +6, Persuasion +5
Wounds: 8

CHINESE DYNASTIC WHRRIOR
Members of the armies of the emperors.
Advanced Skills:
Archery +3, Polearms +4, Marfial Arts +3, Animal Riding +4,
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Artist +2, Streetwise 43

Weapons and Equipment:

Ancient Chinese weapons and armor.
Wounds: 10

JAPANESE PRE-SAMURAI WARRIORS
Fighters, GP/A
Japanese medieval warriors, from before the golden age of the
Somurai. Fought the Koreans and Chinese.
Advanced Skills:
Archery +3, Polearms +3, Martial Arts +2, Animal Riding +4,
Streatwise +4, First Aid +1
Weapons and Equipment:
AncientJapanese weapons and armer. Mot Samurai equipment,
which is historical.
Wounds: 8

SHINTO PRIEST
+2-4 Cleric, GP/A
Peaceful, scholarly holy men, custodians of Jopan's ancient femples
and rituals.
Advanced Skills:
Psychology +3, Writer/Composer +2, Artist +6, Play Instrument
+5, Speck to Animals +2
Spells and Powers:
Banish Monster, Bless, Detect Evil, Inveke Gods,
Wounds: 7

INDIAN SEDUCTRESS
Psionic, GP/A
Persian or Indian ruler’s principal concubine or harem leader.
Beautiful, but deadly.
Advanced Skills:
Dancing +6, Singing +6, Sleight of Hand +3, Seduction +6
and .

Weapons and Equipment:
Dagger, hidden poison powder.
Wounds: 7

GHENGIS HHAN
+4 Fighter, HP/A
MNotorious 12th century Mongel prince who lead his warriors fo
conquer and pi psﬁ Asia and Eastern Europe.
Advanced

Animol Riding +6, Archery +4, Polearms +4, Morfial Ars +1,
Tracking +5, Sl.nwml +5, Persuasion & Leadership +4
Weapons and Equipment:

W'Eﬂpﬂ"li ﬂﬂd QrmieT.

Wounds: 12

MONGOL WARRIOR
Fighter, GP/A
is Khan's horde of brutal warriors.
nced Skills:

Animal Riding +4, Archery +3, Polearms +3, Martial Arts +2,

Tracking +2, Survival +3

Weapons and Equipment:

| weapons and armor.

Wounds: 11
70

EUROPEAN

CHASTLE GUARD/SOLDIER
Fighter, GP/A
Typical Medieval scldier commen in castles, towns, and on patrel in
woads.
Advanced Skills:
Animal Riding +2, Archery +3, Polearms +3, First Aid +1,

Streetwise +4
ipment:

Wﬂupon:*:;d a:lu d Iy
Ancient Medieval European weapons and armer. Typica
short swords, short bows, crossbows, spears, daggers, and

chain mail.

Wounds: 11

CRUSADER
+1-4 Fighter, GP/A
Christian knights who journeyed to the Middle East fo liberate the
Holy Land from the clutches of the heathen Saracens (Muslims).
Advanced Skills:
Animal Riding +5, Polearms +5, Survival +1, Tracking +2,
Heavy Weapons +1
Weapons and Equipment:
European Crusades and Medieval Ancient Weapons and

armor.

Weunds: 11.

EL CID
+4 Fighter, HP/A
The heroic Spanish knight who helped to liberate his land from the
inuu-ding Meors,
Advanced Skills:
Polearms +4, Animal Riding +5, Survival +1, Tracking +2,
Persuasion idi.endership +3
Wea a pment:
Med|:;{|s c}muﬁ:nﬂ medieval thrusting sword, baselard

dogger.
Wounds: 10

NING ARTHUR
+4 Fighter, FP/A
The legendary 10th century Welsh king who united England and sent
his knights on an epic quest for the Holy Grail. Some say that he is
not dead, but sleeping, ond will rise ogoin when England is in
danger.
Advan:ecl Skills:
Archery +2, Polearms +5, Animal Riding +5, Persuasion &
leadership +4, Writer/Compeser +1
Weapons and Equipment:
Arthurian phote mail and shield, and Excalibur, an enchanted
medieval hand-and-a-half (bastard) sword (+1 ke hit, VD damoge).
Wounds: 12

KNIGHTS OF THE ROUND TABLE

+3-4 Fighters, GP/A

Any of Arthur's loyal men, such as Percival, Gawain, Galohad,

Louncelot, ete. These are the men whe sought the Grail.
Advanced Skills:
Archery +2, Polearms +5, Animal Riding +4, Persuasion &
Leadership +1, Sing/Dance/or Compose +1
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Weapons and Equipment:

Arthurian plate mail, Arthurion shields, medieval bastard
swords, brocdswerds, and lances.

Wounds: 11

ROBIN HOOD
memm ry biefandrogue, whosiol Fom heweclhyond
England’s ry thief and rogue, who stele wealthy an
ool the oetr, cad ived Inid i Sherwood forest with i bond
of outlaws, the Merry Men. Romanced Maid Marian and vexed the
Sheriff of Ncrlﬁngh:m.
Advanced Skills:
+10, Polearms +3, Animal Riding +2, Escape Arfist
+3, Pick Lock +1, Tracking +4, Survival +5
Weapons and Equipment:
Yew longbow [a Historical-class weapen, but used in early
medieval times in the cassic Rebin Hood stories). Medieval
leather armor and shields. Medieval falchion short sword.
Wounds: ¢

MERLIN
+:a Magic Us:,-"ﬂwl.nrmmhr, FP/A P i
The greatest European pagan wizards. Ki ur's
andgmnfidunh. The sen of a hely virgin and I:Ed&mn; m
engineered the birth and ascension of Arthur, and foretold the
coming of Christianity to England. Entombed forever by the evil
sorceress Miviane,
Advanced Skills:
Arcane Lore +8, Identify Magic Object +9, Speak to Animals
+5, Botany +6
Spells and Powers:
Greater Shapechange, lllusion, Invisibility, Blast of Force, Spell
Ward, Detect Sorcery, Reveal Danger.
Wounds; 12

RICHARD THE LIONHEARTED
+4 Fighter, HP/A
England's legendary crusading king, partman, partmyth. In the story
of Robin Hood, Robin saves Richard's throne by stopping the
scheming Prince John.
Advanced Skills:
Animal Riding +4, Archery +2, Polearms +5, Persuasion &
leadership +4, Heavy Weapons +3
Weapons and Equipment:
Crusades plate mail, Crusades shield, Crusades hand and o
half awmtf
Wounds: 11

NEROD
+4 Loremaster, HP /A
The corpulent, corrupt, evil Roman emperor whe played his lyre even
os Rome was sacked and bumed by barbarians.
Advanced Skills:
Hunch +4, Bribery +5, Gamble +5, Persuasion and Fast Talk
+6, Play Instrument +3
Wounds: 10

ROMAN LEGIONARY
Fighter, GP/A
4 Zoman footsoldier, for hundreds of years the most disciplined, well-

wi fighting man in the world.
H:l P nﬂ?d nq 5
Polearms +4, ChariotDriving +3, Animal Handling +2, Survival
+1, Heavy Weapons +2, Basic Mechanics +1, Gamble +1,
Shreebwise + 3
Weapons and Equipment:
Ancient Roman weapons, shields, and armer.
Wounds: 10

GREEK SOLDIER
Fighter, GP/A
Soldiers meI'huduuindaganfﬂm&mkcily-ﬂuhsufﬁdhmsﬁm}r,
and Sparto.
Advanced Skills:
Polearms +3, Animal Handling +4, Animal Riding +1,
Acrobatics +1, Survival +2, Streetwise +1
Weapons and Equipment:
Ancient Greek weapons, shields, and armor.
Wounds: ¢

HERCULES

+3 Fighter/Superhero FP/A

The legendary Greek hero gified with incredible sirength and enduronce.
Advanced Skills:
Archery +3, Martial Arts +6, Survival 43, Streetwise +1
Spells and Powers:
Highly Resistant, Super Leap, Extraordinary Strength.
Weopons and Equipment:
Big Club (Crifical Damage), Lion Skin [ Very Light Armer)
Wounds: 12

SOCRATES
+4 Loremaster, GP/A
Renowned Greek philopher, teacher and statesman.
Advanced Skills:
Arcane Lore+3, Deducfion +6, Research +4, Writer/Composer
+6, Persuasion and Fast Talk +5, Languages +3
Wounds: 7

SEIGFRIED
+4 Fighter/Superhero, FP/A
Tragic Germanic hero of the epic, medieval Nibelungenlied poems;
one of Europe’s mightiest fictional warriors.
Advanced Skills:
Polearms +4, Animal Riding +5, Tracking +4, Survival +4,
Marfial Arts 43
Spells and Powers:
Highly Resistant
Weapons and Equipment:
Ancient European Medieval chain mail, the enchanted sword
Balmung [+1 fo hit, ED damage). A cloak of invisibilty (imparts
the superpower Invisibility).
Wounds: 12

VIKING WARRIOR
Fighter, GP/A
Fierce Scandinavian warriors who swept into Europe on missions of
conguest and pillage, and explored North America.
Advanced Skills:
Polearms +4, Archery +2, Mavigation 43, Sailing +3, Martial
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Arts +1, Survival +2

Weapons and Equipment:

Viking weapons and armor, wooden long-boats.
Wounds: 10

HISTORICALS

AFRICA AND THE MIDDLE EAST

ARARIAN/PERSIAN SOLDIER
Fighter, GP/A
Scldiors and guards for Shohs and Sheikhs throughout the Arob

Advanced Skills:

+3, Fencing +4, Polearms +3, Animal Riding +3,
Sing/Play Instrument/or Gamble +1
Weapons and Equipment:
Historical Arabian/Saracen, Moorish, or Persian weapens,
shields, and armor.
Wounds: 9

ARARIAN SORCEROR

+2-4 Magic User, GP/A

Desert recluse experimenting with Djinni and flying carpets.
Advanced Skills:
Hypnotism +3, Survival +2, Zoology +2, Sleight of Hand +1,
Arcane Lore +3, Longuoges +2
Spells and Powers:
SummenDemon, Contrel Weather, ZombieMaster, Curse, Teleport,
Wounds: &

ARABIAN THIEF
+3 Thief/Engineer, FP/A
Dashing, romantic young thief who laughs ot djinns and wizards,
and Arabian princesses.
Advanced Skills:
Acrobatics +4, Animal Riding +2, Set/Disarm Trap +3, Escape
Arfist +5, Pick Lock +6, Pick Pocket +3, Disguise +1, Seducfion +2
Weapons and Equipment:
Arobion weapons and armor, possibly a flying carpet.
Wounds: 8

FOREIGN LEGION SOLDIER
Fighter, GP/A
French expatriates serving in the savage deserts of 19th century
Morth Africa.
Advanced Skills:
Animal Riding +1, Animal Handling +2, Heavy Weapons +3,
Survival +2, Tracking +1, Gamble +2, Sireetwise +2
Weapons and Equipment:
Foreign Legion sabers, doggers, and European 19th century
muskets and rifles.
Wounds: 10

IULU TRIBESMAN

+1 Fighter, GP/A

Fierce South African warriors fighting British and Dutch eolonial forces.
Advanced Skills:
Acrobatics +1, Polearms +4, Survival +5, Tracking +4, Sign
Language +1

Weapons and Equipment:
Zulu weapons and shields.
Wounds: 9

AMERICA

BLACKBEARD
+1 Fighter, HP/A
The noterious, legendary pirate whe carved a swoth of desiruction
and rapine across the oceans.
Advanced Skills:
Sailing +5, Navigation +3, Fencing +5, Heavy Weapons +4,
Streetwise +4
Weapons and Equipment:
Cutlass, pair of fiinflock pistols.
Wounds: 12

CARRIREAN CUTTHROAT PIRATE
Fighter [Engineer, GP/A
Typical Tortuga scum, cruising Carribean waters looking for booty-
laden sailing ships.
Advanced Skills:
Sailing +4, Navigation +2, Heavy Weapons +3, Mechanics
+3, Streetwise +3, Gamble +3
Weapons and Equipment:
17th-19th century European firearms and sobers, pirote
Cuﬂﬂ!lﬂs-r ml CONMonSs.

Wounds: B

BILLY THE KID

+3 Thief, HP/A

William H. Bonney, the famous Western outlaw and fugitive.
Advanced Skills:
Animal Riding +5 Survival +3, Tracking +4, Escape Arfist +3,
Animal Handling +3, Seduction +2, Streetwise +3
Weapons and Equipment:
Colt Peacemaker, Bowie Knife.
Wounds: 7

BLACK BANDIT
+4 Thief, GP/A
Sinister, western villain, terrorizing seftlers and frontier towns. The
local Sheriff can’t stop him...
Advanced Skills:
Animal Riding +5, Survivol +4, Tracking +2, Escape Arist +4,
Pick Lock +3, Persuasion and Fast Talk +4
Weapons and Equipment:
Pair of Colt Peacemakers, Winchester 1873 lever rifle.
Wounds: 2

HONKY-TONK BAR QUEEN

Thief, GP/A

Bawdy western bargirl heafing up the stage at the local saloon.
Advanced Skills:
Pick Pocket +4, Singing +4, Dancing +5, Seduction +5,
Streetwise +4
Wounds: &

WYATT EARP
+4 Fighter, HP/A
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The gunslinging sheriff whe, al
Clonfon's careers af the OK Corma
try fo immeortalize himself.
Advanced Skills:
Animal Riding +4, Deduchion +1, Hunch +3, Understand Tech
+1, Survival +2, Tracking +5, Persuasion and Fast Talk +5
Weapons and Equipment:
Calt Peacemaker, double-barrel :dwnlgun.
Wounds: 11

with Doc Holliday, cut short the
Corral, and then went to Hollyweod to

CAVALRY SOLDIER
Fighters, GP/A
Western mounted froops guarding the sefflers, and riding to the
rescue In m‘}r O movie.
Advanced Skills:
Animal Riding +4, Animal Handling +3, Heavy Weapens +1,
Survival +2, Tracking +2, Gamble +1
Weapons and Equipment:
Cavalry sabers, Colt Peacemakers, Springfield 1873 Cavalry
Carbines, the occasional Gatling Gun.
Wounds: 9

RAIL BARON
+3 Loremaster, GP/A
Super-wealthy, genteel easterners carving up the country fo suittheir
needs. Can be +4.
Advanced Skills:
Hunch +5, Bribery +6, Gamble +4, Persuasion and Fast Talk
+7, Understand Tech +1, Streetwise +1
Wounds 7

CONFEDERATE CIVIL WAR SOLDIER
Fighter, GP/A
.J::Emn;.- Reb, ﬁema-b proud, dahndmg the independence of his
beloved 5uuﬂ1 inst Yankee i
Advanced Skills:
Animal Eiding +2, Animal Hund"ng +2, First Aid +1, Survival
+4, Heavy Weapons +3, Wagen Driving +1, Demelifions +1
Weapons and Equipment:
Civil War Confederate .58 rifled carbine, stabbing bayonet,
Wounds: 10

UNION CIVIL WAR SOLDIER

Fighter, GP/A

The Yankee, stolidly fighting for the unity of his country.
Advanced Skills:
Animal Riding +1, Animal Handling +2, Wagen Driving +1
First Aid 41, Survived 42, Heavy waapons +4, Demalilions +1,
Basic Mechanics +1
Weapons and Equipment:
Union percussion musket, stabbing bayonet.
Wounds: ¢

ROBERT E. LEE
+4 Fighter, HP/A
The most fameus Confederate general. Known fer his honor, dignity,
andd ability.
Advanced Skills:
Animal Riding +4, Heavy Weapons +1, Basic Mechanies +1,
Survival 42, Tmcking +1, Persuafion & Leadership +5

Weapons and Equipment:
Saber, blackpowder revolver.
Wounds: 8

ULVSSES 5. GRANT
+4 Fighter/Loremaster, HP/A
The wily Union general who parlayed his military victery inte a
polifical career, becoming president of the US.
Advanced Skills:
Animal Riding +3, Animal Handling +2, Hunch +4, Basic
Mechanics +2, Hecrvy Weapons +2, Demolifions + 1, Persuasion
& Lﬂudarsl'llsdﬂ
Weapens a ui k
Saber, bl 0 Pmm
ands 9

SAMUEL CLEMENS
+4 Loremaster, HP/A
The fomous wanderer and philosopher who wrote and sold his
homespun tales of 19th century Americana under the pen name
Mark Twain.
Advanced Skills:
Animal Riding +2, Navigation +2, Hunch +2, Deducfion +2,
Research +5, Gamble +2, Writer/Composer +8, Streetwise

+3
Wounds: 7

AsA

MIVAMOTO MUSASHI
+4 Fighter, HP/A
A legendary Japanese ronin arfisan, swordsman and marfial artist
from the 17th century. He wrote the classic strategy volume A Book
of Five Rings, and was famous for using wooden swords rather than
real ones.
Advanced Skills:
Archery +6, Fencing +9, Martial Arts +4, Writer/Composer
+

Weapons and Equipment:
Wooden sword, katona, and wakizashi.
Wounds: 8

SAMURAI WARRIOR
+2-4 Fighter, GP/A
A typical warrior of the Bushide code of the samurai. Loyal, studious,
artistic, and deadly.
Advanced Skills:
Archery +5, Martial Ars +4, Acrobatics +3, Fencing +6, Arist
+4, Animal Riding +3
Weapons and Equipment:
Jopanese Samurai armor and

Wounds: 8

WEDOHE,

CHINESE ALCHEMIST
+1-4 Engineer/Cleric, GP/A
Eccentric herbalist and magic dabbler working on sirange potions in
crowded Chinese lowns and cilies.
Advanced Skills:
Diagnose lliness +4, Biology +3, Botany +5, Chemisiry +6,
Mechanics +1, Set/Disarm Trap +2
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Spells and Powers: PRIVATEER

Banish Demon, Heal, Exorcise, Neutralize Poison. Fighter/Engineer, GP/A
Wounds: 7 ingiish sailors Hmﬂionad by the Queen fo raid and rob Spanish
ips around d.
CHINESE WU-SHU MASTER “Advanced Skill
+3-4 Fighter /Magic User, GP/A Sailing +4, Fencing +3, Heovy Weapons +4, Craftsmanship
Ma |Chinese martial artist: @ herodedicated toa lifetime of study +1, Mechanics +3, Mavigation +3
and discipline. Weapons and Equipment:
Advuncnd Skills: ‘ English and European weapons through the 17th century.
Acrobatics +6, Martial Arts +8, Martial Arts Weapens +8, Wounds: ?
Archery +3, Fencing +6, Writer/Composer +3
Spells and Powers: THE THREE MUSKETEERS
Banish Demon, Firel?ull, Turn Sq:_ndl, Break Bfndilmg. +2 Fighters, FP/A
Weapons and Equipment: Chinese Historical and Ancient  Athos, Porthos, and Aramis; an inseperable frio. As immortalized by
weapons and armer, the French writer Dumas; dashing, elite French soldiers involved in
Wounds: 8 many o pfn:;dmluﬁﬂfﬂl"y‘ swashbuckling and romantic adventure.
Adva Skills:
WHITE LOTUS CULTIST Animal Riding +5, Fencing +6, Polearms +2, Persuasien and
Fighter, GP/A Fast Talk +4, Seduction +4
Cruel turn-of-the-century Chinese secret society dedicated to the Weapons and Equipment:
axpulsion of !niswiiimrs and the purging of foreign ideas. Rupiser:;; 17th century wheel-lock muskets.
Advanced : Wounds: 10
.ﬁ;charyﬂ,MnrﬁnlAﬂs+3,Fam:ing+3,Muﬂin|ariszpom
+ 3, Streebwise +4 D'ARTAGNAN
Weapons and Equipment: +3 Fighter, FP/A
Chinese historical weapons. No armor. The fourth Musketeer; a handseme young Frenchman who overcame
Wounds: 9 greumsem? in the corps he idolized. The noblest of them all.
Skills:
MAHARAIA'S SOLDIER Animal Riding +5, Fencing +7, Pelearms +1, Persuasion and
Fighter, GP/A Fast Talk +2, Seduction +5
Soldiers ofindian regienal kings before and during Brifishoccupation. Weapons and Equipment:
Advanced Skills: Rapier, 17th century wheel-lock musket.
Archery +2, Pala:ﬁlnm +2, Heavy Weapens +2, Animal Wounds: 9
Handling +4, Survival +1
Weapons :d"& Eq':dmhh Egﬂﬂ{ﬂﬂr:; EEHEHFH
Historical Indi Briti . Cleric,
ot s tokdin the Dumas stories, the sinster deric who worked Io manipulote
e mﬂlﬂ:idqmsﬁ“fw his own purposes. Thworted by the musketeers.
5.
:iﬂgffgﬂ'"ﬂ Animal _Ri:ling +1, Eril:?q,r +2, Deduction +2, Writer +3,
ijs of a brutal Indian cult that socrifices human beings. _F:E':rmsmn and Leadership +4, Languages +2, Cryplogrophy
nced Skills: ;
Acrobatics +2, Marfial Arts Weapons +3, Marfial Arts 43, E_sﬁ"h"g:‘”g“
Streetwise +4, Tracking +1, Disguise +1 e e
Weapons and Equipment: s
f.r-:rd;:dbﬂ“ axes and katar daggers. FRENCH REVOLUTIONARY WOMAN
¥ +1-2 Thief, GP/A
A young woman werking under the nose of the King to foment and
EUROPE arganize the French revolution. ’ ,
CHRISTIAN CLERIC Advainced Skille
Cleric/! ster, GP/A Disguise +3, First Aid +1, Pick Lock +3, Acting +3, Persvasien
Christian church men. Priests are +1-2, bishops +2:3, Cardinals +3, and Faxt Talk +4, Streetwiss +4
and the Pope +4. Weapens and Equipment:
Ad § Skills: Dagger, finflock pistel.
Persuasion +2, Kdeniify Magic Object +3, Resaarch +4, Writer/ Wounds: 6
Composer +4, Sing +1
Spells and Powers: :J:lfﬂl.ll H":n
Bonish Demon, Banish Undeod, Exorcise, Purify. H e o A .
Wounds: 7 mzomanmml- but brilliant French commander who fried to make
himself “Emperor” of Europe.
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Advanced Skills:

Animal Riding +1, Heavy Weapons +3, Deduction +4, Hunch
+4, Persuasion & Leadership +5

Wounds: &

NAPOLEONIC SOLDIER
Fighters, GP/A
Napoleon's imperial army soldiers, with whem he conquered much
of continental Europe at the tum of the 18th century.
Advanced Skills:
Animal Riding or Wagon Dnving +2, Fencing +3, Heavy
Weapens +3, Basic Mechanics +1, Survival +2
Weapons and Equipment:
Flinflock Muskets, Sabers, 18lb Cannons, Bayonets.
Wounds: ¢

GERMAN/AUSTRIAN NNIGHTS
Fighters, GP/A
The lost of Eurepe’s armared knights, they fought fierce battles for
feudal control aver much of Europe from the 13th o the 14th century.
Advanced Skills:
AnimalRiding +3, Fencing +4, Pole Arms +4, Heavy Weapens
+1, First Aid +1, Animal Hundfing +2
mems and Mm
German and Austrian '|3Ih 15th century armors, blades,
bows, and firearms. Mainly bastard swords and erossbows.
Barded horses.
Wounds: 11

LEONARDO DA VINCI
+4 Loremaster/Engineer HP/A
llaly’s great scientist, artist, and inventor; @ man whose achievements
have taken on near-mythical stature.
Advanced Skills:
Research +4, Understand Tech +6, Physics +6, Craftsmanship
+5, Mechanics +7, Arhist +8
Wounds: 7

PACIFIC ISLANDS

POLYNESIAN PRINCESS
Cleric, GP/A
Beautiful daughter of a Polynesian king, and priestess of the volcano

Advanced Skills:

Botany +4, Survival +2, Sailing +2, Dancing +6
Spells and Powers:

Detect Evil, Profection From Evil.

Wounds: &

POLYNESIAN WARRIOR
Fighters, GP/A
Moble, but primitive, Polynesian tribal warriors.
Advaniced Skills:
Acrobatics 42, Polearms +4, Sailing +4, Mavigation +5,
Survival 43, Truclcmg +3, Craftsman +3
Weapons l:ln-:l Equi t:
'-hs*.;:}:rumi and A?'mm::lﬁc Islands weapons and armor,
Suirigger conoes.
Wounds: ¢

WODERD NPES

AFRICA AND THE MIDDLE EAST

NENYAN SAFARI GUIDE
+1-2 Loremaster, GP/A
Quick-witted and sure footed guide who leads game hunters through
the dark interior and open plains of Africa.
Advanced Skills:
Animal Riding +2, Animal Handling +3, Drive Heavy Vehicle
+4, Hunch +3, First Aid 42, Tracking +6, Survival +4
Weapons and Equipment:
Jeep, Knife, Weatherby .460 rifle.
Wounds: 8

LIBYAN RENEGADE COLONEL
+4 Fighter, GP/A
Pompous dictator and cruel terrorist mastermind.
Advanced Skills:
Driving +4, PilotPlane +3, Demolifions +2, Persuasion and Fast
Talk +4
Weapons and Equipment:
Knife, Pmm pistol.
Wounds: 8

MIDDLE EASTERN TERRORIST
Fighter /Thief, GP/A
Resourceful globe-hopping criminal adeptat slipping across national
borders and infilirafing security.
Advanced Skills:
Driving +3, Demolitons +4, Martial Arts +1, Vehicle Weapons
+1, Heavy Weapons +2, Bribery +2, Languages +4, Survival
+2, Forgery +3, Pick Lock +3, Fast Talk +1, Disguise +2
Weapons and Equipment:
Plastic explosives, 9mm pistol, knife
Wounds: 8

LAWRENCE OF ARARIA
+4 Loremaster, HP/A
T.E. Lawrence, the English officer who rollied the Arabs to defeat the
occupying Turks and Germans during WW |,
Advanced Skills:
Animal R,iding +4, Driving +3, Demoltions +1, First Aid +2,
Tracking +3, Persuosion & Leadership +4, Survival +2, Disguise

+'|

pons and Equipment:
Enﬁeld No. 1 rifle, Webley Mark VI revolver, Dagger.
Wounds: 7

AMERICAN

REAT cop

+1 Fighter, GP/A

Working men and women who profect the streets of America.,
Advanced Skills:
Martial Ars +1, Marfial Ads Weapons +1, First Aid +4,
Tracking +2, Streetwise +5
Weapons and Equipment:
Police ballistic undershirt, Remington 870 Shotgun, 5 & W
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Model 19 .357 Mag. Police Revolver.
Wounds: 9

CAT BURGLAR
+3 Thief/Engineer, GP/A
Crafty, cunning thieves who use novel methods o penetrate impossibly
secure areas and steal priceless itlems.
Advanced Skills:
Acrobatics +4, Disguise +2, Electronics +3, Set/Disarm Traps
+4, Escape Arist +3, Pick Locks +5, Basic Mechanics +2
Weapons and Equipment:
Knife, rope, backpack, flashlight, tools.
Wounds: 8

DARK SUPERHERO
+4 Fighter/Superhero, FP/A
A troubled, even sinister man, who uses his powers lo mete cut harsh
justice on the cruel streets of the night-time city.
Advanced Skills:
Driving +4, Acrobafics +5, Marfiol Arts +6, Marficl Arfs
weapons +4, Tracking +4, Streetwise +6, Disguise +3, Deducfion
or Hunch 42
Spells and Powers:
Danger Sense, Entangling Attack.
Weapons and Equipment:
Ballistic Vest, Smoke Grenades, Climbing Wire, Truncheons, Car.
Wounds: 10

DASHING SUPERHERO
+4 Superhero, FP/H
A heroic, upright, here; a symbeol of liberty and freedom worldwide.
Secret idenfity as Joe or Jane Averoge.
Advanced Skills:
Acrobatics +4, Disguise + 5, First Aid +3, Persuasion &
Leadership +3
Spells and Powers:
SuperfastFlight, Super Resistant, Super Hearing, X-Ray Vision,
Unbelievable Strength.
Wounds: 12

Gl JOE
+1 Fighter, GP/A
America’s fighting men and women, from WW | to today. Sergeants
are +2-3, Special Forces ond supersoldiers +4.
Advanced Skills:
Driving +2, Driving Heavy Vehicle +2, Demolitons +2, First aid
+1, Survival +3, Heavy weapons +3, Vehicle Weapons +2,
Basic Mechanics +1
Weapons and Equipment.
Rations, packs, rifles and sidearms of the appropriate war or
period. From Vielnam on, they wear PASGT Armer.
Wounds: 10

GLOBETROTTING ARCHAEOLOGIST
+3 Loremaster GP/A
Arespected academic whe moonlights as a roughneck, swashbuckling
adventurer searching the world for rare arfifacts.
Advanced Skills:
Animal Riding +2, Driving +3, Arcane Lore +5, Research +4,
Archoeslogy +6, Anthropology +5, Persuasion and Fost Tolk +1

Weapons and Equipment:
Sidearm appropriate to the peried, knife, rope.
Wounds: 8

HARD-BOILED PRIVATE EVE
+2 Loremaster /Fighter, GP/A
Hard-drinking men and women who work the seedy side of lown on
cases the cops won't fake or can't solve.
Advanced Skills:
Driving +3, Deduction +5, Hunch +4, Research +2, Bribery +1,
Tracking +3, Pick Lock +4, Escape Arfist +1, Persuasion & Fast
Talk +3 3
Weapons o ipment:
Sidearm appmpE:uuh to the period; sap, brass knucks, or lead
gloves.
Wounds: 11

PRESIDENT OF THE UNITED STATES
+3 Loremaster, GP/A
Leader of the USA, mast powerful man or woman in the Western World.
Advanced Skills:
Deduction +2, Hunch +1, Psychology +2, Persuasion &
Loocrship +6, Wier +2
Weapons and Equipment:
Police ballistic undershirt.
Wounds: B

PROHIBITION GANGSTER
Fighter, GP/A
The legendary prohibition mobsters who terrorized New York and
Chicago in the ‘30s.
Advanced Skills:
Driving +4, Bribery +4, Gamble +3, Forgery +3, Persuasion
and Fast Talk +4, Streehwise +5
Weapons and Equipment:
Thompson submachineguns, pistols, saps, fast cars.
Wounds: 10

AL CAPONE
+2 Fighter, HP/A
The greatest Prohibifion gangster, the lord of Chicage. Finally busted
for tox evasion.
Advanced Skills:
Driving +2, Hunch +4, Bribery 46, Gamble +4, Forgery +3,
Persuasion and Fast Talk +&, Streetwise +3
Wounds: 8

ELIOT NESS
+3 Loremaster /Fighter, HP /A
The Federal t who, along with his incorruptible cops dubbed
“The Untouchables” worked tirelessly to bring down “Big Al” capone.
Advanced Skills:
Driving +3, Research +2, Hunch +5, Deduction +4, Streetwise
+5, First Aid +3, Drive Heavy Vehicle +1
Weapons and Equipment:
Colt .45 auto, pump shotgun.
Wounds: 8

STREET CRIMINAL
Fighter, GP/A
Thugs, goons, muggers, dope-dealers, cor boosters, pelty crocks, ek
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Advanced Skills:

Persuasion and Fost Talk +3, Streetwise +3
Weapons and Equipment:

Club, switchblade, or pistol,

Wounds: 10

DOUGLAS MACARTHUR
+4 Fighter/Loremaster, HP/A
The bnllmnl US General who refreated from the Philippines, only to
fulfill his vow to relumn, when he lead the US fo victory over Japan in
the Pacific. He later lead the US raid on Inchon during the Korean
War.
Advanced Skills:
Driving +1, Demolifions +2, Heavy weapons +3, Vehicle
Weapons +1, Survival +1, Persuasion & Leadership +4,

Longuoges +3, Psychology +1, Hunch +1
Wounds: 10

DWIGHT D. “INE” EISENHOWER
+4 Loremaster /Fighter, HP/A
One of MacArthur's contemporaries, General Eisenhower planned
and executed the US viclory over Germany in Europe. (Chester
Nimitz commanded America’s Pacific effort) Eisenhower later
became President during the ‘fifties.
Advanced Skills:
Driving +2, Deduction +3, Hunch +1, Research +4, Persuasion
& Leadership +5, Heavy Weapons +2, Understand Tech +3
Wounds: ¢

FRANKLIN DELANO ROOSEVELT
+4 Loremaster, HP/A
President of the US during World War I, his leadership allowed him
to overcome his ical disabilfies as he shephe the nation
through ihgmﬂt:ﬁsis. His death left Harry Truman o end the war.
ills:
Deduction +2, Hunch +2, Research +4, Writer/Composer +3,
Persuasion & Leadership +7, Understand Tech 42
Wounds: 5

ASIAN

GOLDEN TRIANGLE OPIUM FARMERS
Fighters, GP/A
Opium warlords commanding and their private soldiers in the
highlands of Burma, Thailand, and Laes.
Advanced Skills:
Martial Arts +3, Marfial Arts Weapons +4, Tracking +2,
Survival +2, Animal Handling +2, Botany or Chemistry +1
Weapons and Equipment:
AK-47s, S.E. Asian Historical and Ancient blade weapons.
Wounds: 8

HONG NONG BILLIONAIRE
i H'lmﬂ: i L astote; toling, ond medi
Fantoshically wea real-estate, ing, a ia
=ognote. Rtlﬂr ofa nﬁe’ﬁniﬁr&u[ elaclmmch‘udgﬂund money.
Advanced Skills:
Martial Arts +1, Hunch +4, Research +4, Bribery +3, Gamble
+6, Persuasion and Fast Talk +6
Wounds: &

TRIAD MEMBER
Fighter, GP/A
Chinese gangsters operafing in Hong Keng, Macau, the Pacific Rim,
and the USA. Drug smugglers, protection racketeers, and gun
runners,
Advanced Skills:
Motorcycle +4, Demolitions +1, Martial Arts +4, Martial Arts
Weapons +4, Persuasion and Fast Tolk +2, Streetwise +4
Weapons and Equipment:
Various firearms and Modemn,/Historical blades, explosives,

marfial arts weapons.
Wounds: 7

VANUZTA MEMBER

Fighter, GP/A

.quune-se gangsters mere entrenched in business and pohhm than

their Chinese counterparts. Often has distinctive tatoos.
Advanced Skills:
Driving +2, Fencing +3, Marfial Arts +2, Martial Arts Weapons
+3, Bribery +nj, Gamble +4, Persuasion and Fast Talk +3
Wea and Equi t:
Vurim mum-: mm! Historical Somurai bloded
weapns and Jopanese martial arfs weapons.
Wounds: 8.

EUROPEAN

HDOLPH HITLER
+4 Loremaster, HP/A
The brutal German despot who electrified a nation and then lead it
down a disastrous

of warfare and destruction.
Advanced Skills:

Driving +2, Arcane Lore +3, Hunch +4, Understand Tech +3,
Research +1, Writer/Composer +4, Persuasion & Leadership
+7, Acting +3

Wounds: 8

GERMAN 55 TROOPER
+1-4 Fighter, GP/A
Hitler's elite terror
Advanced Skills:
Drive Heavy Vehicle 42, Driving 42, Heavy Weapens +3,
Vehicle Weapons +3, Survival +1, Streehwise +2, First Aid +1
Weapons and Equipment:
German WW |l weapons, supplies and rations.
Wounds: 10.

. who ware the skull chevron.

GESTAPO AGENT
Loremaster/Thief, GP/A
Sinister secret police of the Third Reich. Evil men with black leather
irenchcoats and bod attitudes.
Advanced Skills:
Driving +3, Lipread +2, Disguise +1, Tracking +2, Motorcydle
+2, Hunch +2, Pick Lock +2, Forgery +2, Streetwise +4
Weapons {:ncl Equipment:
Luger 9mm pistols, knives, clubs, leather armor (frencheoats).
Wounds: 8
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FRENCH RESISTANCE
Fighter/Engineer, GP/A
French partisans fighting to liberate their country from inveding
Mazis and a collaborationist Vichy government.
Advanced Skills:
Driving +1, Demolitions +4, Heavy Weapons +2, Disguise +2,
Mechanics +1, Set/Disarm Trap +3, Survival +1
Weapons and Equipment:
World War Il German and British weapons.
Wounds: 9

DASHING BRITISH SECRET SERVICE AGENT

+1-4 Engineer/Thief, GP/A

Clever, resourceful, deboniare, handsome, but with a dark, lethal

side that keeps him alive in the shady world of Cold-Wear espicnage.
Advanced Skills:
Driving +3, Pilot Plane +3, Martial Arts +5, Gamble +5,
Electronics +3, Mechanics +4, Set/Disarm Trap +5, Pick Lock
+4, Persuasion and Fast Talk +4, Seduction +3
Weapons and Equipment:
Walther PPK pistol, mini-rodic and camena, Aston Marfin DB-V.
Wounds: ¢

EUROTERRORIST SPUMASTER
+4 Loremaster, GP/A
Evil ringleader of o sophisticated society of extorfionisks, assassins,
and nuclear terrorists; an appropriate rival for the dashing agent.
Advanced Skills:
Cryptography +4, Hunch +3, Research +4, Understand Tech
+3, Gamble +3, Persuasion & Fast Talk +2
Weapons and Equipment:
Any modern European or American weapons, armer, and

gadgery.
Wounds: 7

SOVIET FEMME FATALE AGENT
+1 Fighter/Thief, GP/A
Seductive and beautiful agent with a lethal kiss.
Advanced Skills:
Marfial Arts +4, Disguise +4, Escape Arfist +2, Pick Lock +4,
Seduction +6, Persuasion & Fast Talk +4
Weapons and Armor:
Any modem sidearm, blode, or poisen.
Wounds: 6

PACIFIC ISLAND

MELANESIAN CARGO CULTIST
Engineer, GP/A
Unusual Pacific Island cult which members believe that they attain
spiritual and physical power threugh the abduction and stockpiling
of western maritime and air cargo.
Advanced Skills:
Sailing +3, Survival +3, Tracking +3, Craftsmanship +3,
Mechanics +2, Set/Disorm Trap +4
Weapons and Equipment:
Any Modern, Historical, or Ancient weopen, but with a
preference for blades.
Wounds: 10

FANTASY WPES

ANCIENT

HIGH PRIESTESS
+2-4 Cleric, GP/A
The seductive leader of an ancient religion, prophetess of an arcane,

Advanced Skills:

Diagnose lliness +1, Sing +3, Dancing +5, Plery Instrument +2,
Persuasion and Fast Talk +4, Seduction +4, Arcane Lore +1
Spells and Powers:

Curse, Heal, Invoke Gods, Regeneration.

Wounds: 7

PATROL SOLDIER
+1-3 Fighter, GP/A
Grumbling, hard-drinking, coarse soldiers who guard the towns,
woods, and costles of fantasy seffings.
Advanced 5kills:
Animal Riding +2, Wagon Driving +2, Archery +3, Animal
Handling +2, Polearms 43, Streetwise +3, Gomble +1, Heavy
Weapons +1
Weapons and Equipment:
Any Ancient Weapons or Armer.
Wounds: 12

SNAKE CULT LORD
+4 Loremaster/Magic User, GP/H
Evil lesader of a bloodthirsty cult that worships a snake god, and
ferrorizes cilies and villoges. Shapechanges into Giant Snake only.
Advanced Skills:
Animal Hendling +3, Arcane Lore +5, Identify Magic Obiject
+2, Speak to Animals +4 (snakes only), Hypnotism +5.
Spells and Powers:
Summon Animal (snakes only], Shapechange (Giont Snoke
only), Poison.
Wounds: 12

WIZARD

Magic User, GP/A

Typical fontasy wizard, in his lofty castle. Can be on ally or enemy.
Advanced Skills:
Botony +3, First Aid +1, Arcane Languages +4, Zoology +3,
Identify Mogic Object +4, Research +2, Craftsmanship +2
Spells and Powers:
Sleep, Banish Monster, Dispel Sorcery, Wall of Fire, Crystal
Scrying.
Wounds: 7

FUOTURE

CYRERPUNK®
Hﬂhhﬂ GPF/A
Hard-bitten freelance herces living on the dark side of a future

corporate utopio gone wrang.
Advanced Skills:
Molorcycle +3, Martial Arts +2, Martial Arts Weapons +2,
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Persuasion and Fast Talk +4, Streetwise +4, Machine Interface
+3, Cybertech or Electronics or Mechanics +1

Weapons and Equipment.

Ay Meadem or Future weopons, armor, or cyber'-mre.
Wounds: 11

CYRERPUNK EXECUTIVE
Loremaster, GP/A
Callous, cold executives lining their corporation’s coffers on the
misery and sufferings of others. High executives are +3, CEOs and
Choirmen +4.
Advanced Skills:
Hunch +4, Research +3, Bribery +4, Gamble +2, Machine
Intferfoce +2, Persuasion & Fost Talk +2
Weapons and Equipment:
Datajack, modern $mm sidearm, perhaps smarichipped.
Wounds: 8

GALACTIC DARK LORD

+4 Fighter/Psionic, GP/A

Evil ruler of o dark, galactic empire; a shadowy man in dark armer.
Advanced Skills:

Pilot Spacecralt+4, Vehicle W 5+3, Fencing +5, Machine
Inferfoce +4, Persuasion & Leadership +4
Spells and Powers:
Locate, Psibalt, Telekinetic Move & Thraw,
Weapons and Equipment:
Energy Sword, Dark Galoetic Lord Armor.
Wounds: 12
STAR KNIGHTS

+1-2 Fighter /Psionics, GP/A
Luslcfu herm:hre-ed of men and women swomn to upheld freedom
hout the
nced Ils
Acrobatics +4, Pilot Spacecraft +3, Vehicle Weapons 43,
Fencing +5, Sd.lr'-"ivu| +3, Persuasion & lﬂudershfp +4
Spells and Powers:
Locate, Mental Domination, Telekinetic Move & Throw.
Weapons and Equipment:
Energy Sword, Blaster Pistol,
Wounds: 10

SPACE MARINES
+1-4 Fighters, GP/A
Rough and mcdy bug-hunters and assault troops trouble-shooting
arou
Mvnmn:l Skills:
Vehicle +2, Pilot Spacecraft+1, Vehicle Weapons
ial Arts+3, Danwhhonsq-ﬂ Survival+3 , Xenology +2,
MacP'nmcs +2, Heavy Weapons +3
Weapons and Equipment:
Space Marine Assault Rifle, Boarding Carbine, Adv. Gauss
Pistol, Space Marines Body Armer.,
Wounds: 11

SPACE TRADERS

Engmeers, GP/A

wescurceful free-traders and smugglers plying the outlying systems
-= exolic goods from around the galaxy.

Advanced Skills:

Zero-G Movement+2, Pilot Spacecraft+4, Bribery +3, Gamble
+2, Navigation +5, FTL Tech +4, Gravitic Tech +3, Persuasion
& Fost Talk +4, Streetwise +3

Weapons and Equipment:

Personal starship, blaster pistol.

Wounds: 10

STAR PIRATES
Fighter/Engineers, GP/A
Space buccaneers who prey on the fraders and on cutpost planets

and space stations.
Advanced Skills:

Zero-G Movement +2, Pilot Spacecraft +3, Vehicle Weapons
+4, Fencing +3, Xenology +1, Sireetwise +3, Bribery +1,
Heavy Weapons +1

Weapons and Equipment:

Energy sword, gauss pistols, spaceships.

Wounds: 9

STARSHIP TROOPERS
+2-4 Fighters, GP/R
Armered commandos with the heaviest firepower ofany spacetr
They face the toughestvillains and enemies in the galaxy. Comma
are +4.
Advanced Skills:
Zero-G Movement +4, Marfial Arts +4, Heavy Weapons +4,
First Aid +2, Machine Interface +3, Survival +3, Vehicle
Weapons +2, Electronics or Mechonics +2
Weapons and Equipment:
rship frooper armor, energy swords, Starship frooper arm

cannon, razomets, wristmissiles.

Wounds: 12

AmomALs

REAL LAND MAMMALS

CATS
Animals, R. Animal Attacks +2

Cheetah: Super- ster of the African Savannah.
Attacks: Bite=Light Damage, Claw=Very Light Damage
Wounds: 5

Lion: King of the Beasts; the largest African cat. Females hunt.
Attacks: Bite=Serious Damage, Clow=light Damage.
Wounds: 10

Tiger: Found throughout Asia, from India and Persia through Siberia.
The largest of all cats.

Attacks: Bite=Critical Damage, Claw=Serious Damage

Wounds: 12

Saber Tooth Cat: Giont-fanged precurser of the great predatory cafs.
Attacks: Bite=Deadly Domage. Claw=Serious Domage
Wounds: 10
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DoGs
Animals, R. Animal Attacks +2

Dog: Cavers household pets, guard dogs, and small wild canines like

coyofes. ]
Attacks: Bite=Light Domage, Claw=Very Light Damage
Wounds: 5

Wolk: Intelligent pack-hunter found throughout Europe, Asia, and
Attacks: Bite=Serious Damage, Claw=Very Light Damage
Wounds: 7

PACHYDERMS
Animals, R. Animal Attacks +1

Elephant: The largest living land animal, used os @ beast of burden
in Asia.

Attacks: Tusks=Crifical Damage, Charge/Stomp=Deadly Damage
Armor: Light

Wounds: 16

Wooly Mammoth: Giant, extinct ancestor of the elephant.
Attacks: Tusks=Critical Damage, Charge/Stomp=Deadly Damage
Armor: Medium

Wounds: 18

&inwns:ﬂwmving masterof the savannah, safe fromall predators
t man.

Attacks: Hom=Serious Damage, Charge/Stomp=Critical Damage
Armeor: Light

Wounds: 16

PRIMATES
Animals, R. Animal Atlacks +1

Small Monkey: Found in Alrica and South America. Offen a pet.
Attacks: Bite=Very Light Damage

Wounds: 4

Chimpanzee: Very clever ape, canlearn and imitate human behavior.
: Bite=Serious Domaoge

Wounds: 6

Gorilla:Largest primate. Huge but peaceful vegetarion.
Attacks: Punches and Crushes for Sericus Damage.
Wounds: 12

MISCELLANEOUS

GRITZLV BEAR

Animal, R. Animal Attacks +2

Fierce, large bear of the Pacific Northwest,

Atacks: Bites=Serious Domage, Claws=Crifical Domage
Armor: Light

Wounds: 14

HORSE
Animal, R. Animal Attacks +1
Found in Africa, Asia, and Europe in all times, and in the New Waerld

from Historical fimes on.
Attacks: Bite=Light Domage, Kick=Sericus Damage
Wounds: 12

REAL REPTILES

SNAKES
Animals, R. Animal Attacks +3

Venomous Snakes: Small ones are vipers, coral snakes, fer-de
lances, efc. Large ones are roftlers, l:::brus, figer snakes, efc.
Atacks: Bile=Very Light Damage, with Mild or Deadly Peison Damage
(see Dream Park rulebook, pg. 7%) depending on snake size.
Wounds: Smalk=2, Lorge=4

Anaconda/Giant Snake:

Giganfic, 30' tropical consirictor known to kill people. At home in
water and on land. Often drops from trees.

Attacks: Bite=Light Damage, Constrict=Serious Domage for every
tumn of entanglement.

Armor: Light

Wounds: 15

Komodo Dragen: Giant, predatory, Indonesian lizard.
Attacks: Bite=Serious Damage, Claws=light Damage
Armor: Very Light

Wounds: 7

Alligator/Crocodile: Aquatic predators of America, South America,
and Africa. Up to 8' long.

Attacks: Bite=Critical Damage

Armor: Light

Wounds: 8

Saltwater Crocodile: 30" predatory giant of Indenesia and the South
Pacific.

Attacks: Bite=Deodly Damage

Armor: Medium

Wounds:16

REAL WATER CREATURES

FISH
Animals, R or H. Animal Attacks +1

Small Shark: Scourge of the seas.
Attacks: Bite=Serious Damage, Bump/Scrape=Very Light Damage
Wounds: 5

Great White Shark: The most terrifying creature living in the sea. Up
to 25' long.

Attocks: Bite=Very Deadly Damoge, Bump,/Serape=Very Light Damage
Armor: Very Light

Wounds: 16

Stingray: An inhobitant of shallow seas who stings the unwary
swimmer or hunter who steps on it.

Attacks: Tail spine=Very Light Damage, with Mild Poison.
Wounds: 2

Electric Eel: Lurks in the murky rivers and ponds of South America,
waiting for prey, or an unlucky character, to bump info it.

N0 e D REAM PARK GAMEMASTER'S GUIDE

el




Attacks: Shock=Serious Damage
Wounds: 1

Giant Squid: One of the few real monsters; 50 feet of tentacular terror
lurking in the abyssal depths of the sea.

Attacks: Entangling Attack. Beak=Light Damage, Crushing= Serious
Domaoge.

Armor: Light

Wounds: 20

WHHALES AND DOLPHINS
Animals, R or H. Animal Attacks +3

Dolphin: Man’s friend in the seq, they offen rescue shipwrecked
sailors. Enemy of the shark.

Attacks: Ramming=Serious Damage

Wounds: 12

Killer Whale: Hunts in packs. Fears no other sea creature, but not
known to attack man.

Attacks: Romming=Serious Daomoge, Bite=Deadly Damage
Armor: Very Ugh’r

Wounds: 16

Sperm Whale: The largest tocthed whale, it hunts the giont squid. A
white one tormented Capfain Ahab.

Attacks: Bite=Very Deadly Damage

Armor: Medium

Wounds: 20

Baleen Whales: Blue, Right, Fin whales, etc. The largest creatures
iving on Earth.

Attacks: Tail Slap=Serious Damage

Armor: Medium

Wounds: 25

FLYING CREATURES AND BIRDS

BIRDS
Animals, H. Animal Attacks +3

Eagle: The mightiest raptor. An offical symbel of many lands.
Attacks: Peck=Very Light Damage, Talon=light Damage.
Wounds: 4

Ostrich: Huge flightless bird of the African plains. A speedy runner.
Attacks: Peck=Llight Damage, Talon Kick=Serious Damage.
Wounds: 8

BATS

Animals, H. Animal Attacks +1

Vampire Bat: The night parasite of Africa and Eastern Europe.
Attacks:Bite=Very Light Damage, with Mild Poison.

Wounds: 2

INSECTS AND SPIDERS
Animals, R, Animal Attack +1

Block Widow: Small spider with o potent bite.
Asocks; Bite=Deadly Poison Damage.
Waunds: |

Tarantula: Large, tropical spider. Can catch and kill birds.
Atacks: Bite=Very Light Domage with Mild Poison.
Wounds: 2

Giant Spider: A fantasy horror, up to 12' across.

Attacks: Entangling aftack, Bite=Light Damage with Deadly Poison.
Armor: Light

Wounds: 12

Giant Beelle: An innocuous (but tough) wandering fontasy
dreadnaught up o &' long.
Attacks: Chemical Spray=Yery Light Damage, Blinds for 106 tums.

Armor: Heavy
Wounds: 8

Killer Bees: A swarm of terror; an irritation as individuals, but lethal
as a group. The swarm is 2 game-scale inches across. People inside
take 1D6 attacks/tum.

Attacks: Sting=Very Light Damage

Wounds: NA

Scorpion: A desert arthroped. Lurks in shady places and crawls in
your boots ot night.

Attacks: Sting=Very Light Damage with Mild Paison.

Wounds: 1

Giant Scorpion: Ancther fantasy nightmare: a scorpion 8' long.
Attacks: Sting=Serious Damage with Deadly Poison, Claws=Light
Damage.

Armor: Medium

Wounds: &

DINOSAURS

Animals, R or H. Animal Attacks +3

Ankylosaur: A turtle-like tank of a dinosaur with a club for o bail,
Attacks: Bite=Light Damage, Tail Club=Serious Damage.

Armor: Heavy.

Wounds: 12.

Apatosaur: The “Brontoscurus,” a huga, |um|::-ering wmmpdanizan.
Attacks: Bite=Serious Damage, Tail Whip=Serious Damage,
Stomp=Deadly Damage.

Armor: Medium

Wounds: 30

Kronosaur: A forty-foot long marine terror; one of the mostterrifying
mensters ever to have lived on earth.

Attacks: Bite=Very Deadly Demage

Armer: Medium

Wounds: 20

Plesiosaur: Graceful marine hunter. What the Loch Ness monster is
supposed to be.

Attacks: Bite=Serious Damage, Flipper Slap=Light Damage.
Armor; Medium

Weunds: 20

Pteranadon: Huge, gliding repfiles with membranous wings up fo

20" across.
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Attacks: Bite/Peck=Serious Damoge, Talons=Light Damage.
Armor: Very Light
Wounds: 12

Triceratops: A lumbering, terrestrial plant eater.
Attacks: Homs=Critical Damage

Armor: Heavy

Wounds: 20

Tyrannosaurus Rex: The most fearsome predator ever to have
stolked the land.
Attacks: Bite=Very Deadly Damoge, Talon Kick=Deadly Damage,
Tail Whip=Light Damage.

= LT

Wounds: 22

Velociraptor: A swift, nimble predator that hunts in packs.
Attacks: Bite=Crifical Damage, Talon=Critical Damage, Tail
Whip=Very Light Daomage.

Armor: Light

Wounds: 14

WONSTERS

GODZILLA
+4 Monster, H. Animal Attacks +4
.lurgm‘s mostfamous movie monster: 400" of radieactive, firebreathing
urban renewal.
Attacks:Bite=Extremely Deadly, Punch/Claw=Extremely
Deadly, Breath=Super Deadly,/Exireme Range, Stomp=5uper
Deadly.
Armor: Mega Heavy
Wounds: 40

KING HONG
+4 Monster, H. Animal Attacks +4
The greatest American monster of all time, with an eye for beauty.
Godzilla's one-time rival.
Attacks: Bite=Very Deadly, Punch/Kick=Exiremely Deadly

Armor: Very Heavy
Wounds: 30

VAMPIRE
Magic User/Loremaster, M/A
A legend of many races, but most famous is the story of Dracula, the
undead Romanian Count. Dracula is +4. The bite of a vampire is
Serious Domage, and the vampire has the opftion of turning his victim
into a disciple. Can be killed by o stake through the heart. Takes
Serious Damage for every turn of exposure fo a cross wielded by a
persan of faith, sun1igh\‘, or holy water.

Advanced Skills:

Arcane Lore +3, Idenfify Mogic Object +2, Speak to Animals

+4, Hyprictism +6, Seduction +6

Spells and Powers:

Greater Shapechange (fo bat and welf enly), Steal Life Force
|bite and drain), Regeneration (Clerical), Amazing
Strength.

Wounds: 12

WEREWOLF

Animal, M/A or R. Animal Attacks +3

The monster form of any human werewolf. Can be anthropomerphic,
or more wolf-like, Can be warded by a pentagram, or killed with
sil-.r::idpped projectiles or blades. A surviving victim becomes a
werewolf.

Spells and Powers: Regeneration (Clerical)
AMacks: Bile=Serious Damage, Claws=Light Damage.
Wounds: 12

RE-ANIMATED PERSON
Fighter, M/A
An undead being stitched together from the remains of cthers, and
animated by means of electricity or alchemy.
Attacks: Punches=Serious Damage, Bearhugs=Serious
Domage/turn.
Armor: Light
Wounds: 14

SHELETON
Fighter, M/H
An undead warrior, typically ereated by a wizard in need of help that
won't ask many questions.
Advanced Skills:
Fencing +3, Polearms +3, Archery +3
Weapons and Equipment:
Whatever blade or bow is appropriate fo the age.
Armor;
Light
Wounds: 8

IOMBIE

Fighter, M/A

Animated, undead bodies that crave living, human flesh, and follow
the orders of their animator. Their bite is Mild Poison. are
completely killed only when the head is severed or the brain
des

Advanced Skills:

Polearms +1

Weapons and Equipment;

Whatever weapons and amor ane appropricte o the oge.
Wounds: 10

GELATINOUS BLOB

Animal, M/H. Animal Attacks +1

An oozing terror form outer s that dissolves its prey alive for

nourishment. Ranges from basketball-sized to house-sized.
Attacks: Pseudopod=Entangling Atack, Serious Damage for
every turn of exposure. Corrodes weapons. Susceptible fo fire,
cold, mogic.
Armor: None, but no damage from blades or metal projectiles.
Wounds: 30

AL0EN RAOCES

ADVANCED ROBOT

+3-4 Loremaster, NH/A

Perhaps the result of lost alien science or the efforts of an isclated
genius, this is an exceptionally capable companion or odversary.
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Will take all commands quite literally and has NO sense of humer.
Could have builtin pregramming against harming humans.
Advanced Skills:
Ay five Loremaster, General
Mary be repregrammed at the
Spells and Powers:
Extrordinary Strength, All Hearing and Vision Superpowers
except Adv. X-Ray Vision.
Weapons and Equipment:
Medium Armor, Translator, Built-in Analyser
Attacks:
Clew=Deadly Damage
Wounds: 15

CAT-LINE ALIENS
+2-4 Fighters, NH/A or R
H:rredﬁehne warriors of stunning strength and speed. Vicious but
honorable, with expansionist traditions, they could be Mankind's
worst enemy or greatest ally in his exploration of the stars.
Advanced Skills:
Heowy Weapons +3, Vehicle Weapons +2, Tmc!king +4,
Survival 43, Navigation +2, Pilot Spacecraft +3
Spells and Powers:
Some may have Read Mind.
Weapons and Equipment:
Battle Armer, Lt. Energy Cannen, Sword
Attacks:
Bife=Critical Domage, Claws=Serious Damage
Wounds: 11

HIDEQUS ALIEN MONSTERS
Animals, A/R.. Animal Atacks +3
Ravenous, slimy creatures who invade spaceships and feed off of the
luekless passengers and crew. Can gestate in living beings or dead
bedies. Acidic blood causes Critical Damage to anything exposed o
it bor 1/206 turns.
Attacks: Claws=Serious Damage, Bite/ Jaw=Deadly Domage,
Tail Sting=Light Damage.
Armor: Light
Wounds: 10

INTELLECTUAL ALIENS
+2-4 Engineers/Psionics, MH/A
Allies of humankind, gifted with predigious brain power and logical
analytical ability.
Advanced Skills:
Biclogy +5, Physics +5, Xenology +4, FTL Tech +3, Gravatic
Tech +4, Hyper-Energy Tech +4, Play Instrument +3
Spells and Powers:
Read Mind [Mind Meld).
Wounds: 10

INSECTOID ALIENS

These ant-like, hive-minded beings have specialized castes to perform
different functions within their society. Since their thaught processes
=& 5o dlien to humans, they are often enemies.

INSECTOID WARRIOR
+1-4 Fighters, NH/R
~.nning but rebot-like Fighlar far the Hive. Ilmorcfinmesinsﬁnciivel}r

w = tallow warriors.

or Engineer Skills ot +7.
rate of hoursp-ersl:ll lewel,

Advanced Skills:

Heavy Weapens +4, Vehicle Weapons +4, Tracking +3
Spells and Powers:

Automatic Mental Link w/cthers in their race.

Weapons and Equipment:

Heavy Armor (chitin) , Blaster Rifle, Energy Grenades
Atacks:

Bite=Crifical Damoge

Wounds: 10

INSECTOID ENGINEER
+1-3 Engineers, NH/R
Idiot savant being whose extracrdinary mechanical falents maintain
the Insectoid technological base,
Advanced Skills:
Pilot Spacecraft +4, Demelitions +2, Gravifics Tech +4, FTL
Tech +4, Adv. Materials Tech 45, Mechanics +6, Understand
Tech +4
Spells and Powers:
Autornatic Mental Link w/athers in their race. Can exude a
pelymer cement which returns 2 Wounds and acts as Medium
Armor fo repaired structures.
Weapons and Equipment;
Medium Armor (chitin} , Tech Scanner
Atacks:
Bite=5Serious Domage
Wounds: ¢

INSECTOID BRAIN/LEADER
+2-4 Loremasters, NH/R
Cold, calculating intelligence incamate. Will sacrifice itself as well os
any other being for the survival and furtherment of the Hive.
Advanced Skills:
Deduction +4, Research +6, Navigation+5, Physics +5,
Bicengineering +6, Hunch +5, Understand Tech +5
Spells and Powers:
Autematic Mental Link w/others in their race.
Weapens and Equipment:
Medium Armor [chitin), abways escorted by 1-6 Warriors.
Attacks:
Bite=Sericus Damoge
Wounds: 10

REPTILIAN ALIEN
+1-3 Fighters, NH/A
Cold-blooded, imperialistic beings whose great strength is offset by
their generally slow reaction speeds.
nced Skills:
Heavy Weapons +3, Vehicle Weapons +2, Survival 43,
Navigation +2, Pilot 59-ooecmh +3, Demolifions +2
Spells and Powers:
Amazing Strength.
Weapons and Equipment:
Light Armer (Scales), Blaster rifle, Translator
Attacks:
Bite=Crifical Damage, Tail=Light Damage
Wounds: 12
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FAWNTASY RAOCES

DWARVES
Engineers, NH/A
Diminutive, stocky, mountain people known for mining and engineeing
skills.
Advanced Skills:
Craftsmanship +4, Mechanics +5, Set/Disarm Trap +3
Weapons and Equipment:
All Ancient weapons and armor. Particularly axes, hammers,
or clubs,
Wounds: 7

ELVES
Loremaster/Fighters, NH/A
Civilized scholars and warriors known for nobility and beauty. Chiefs
are +3, Kings are +4.
Advanced Skills:
Animal Riding +2, Archery +4, Polearms +3, Arcane Lore +2,
Speak ko Animals +3, Arfist +3, Play Instrument +3, Sing +3,
Tracking +2
Weapons and Equipment:
Any oncient weapon or armor.
Wounds: 8

FAIRIES

Magic Users, NH/H

Tiny, enchonted, winged creatures thot inhabit forests and meadows.
Advanced Skills:
Animal Riding [birds, mice, etc.) +2, Disguise +3, Survival +4,
Animal Hur?mg +3, Dancing +2, Sing +1, Seduction +3.

Sﬁ!s and Powers:
Flight, Summon Animal, Control Weather, Banish Animal.
Wounds: 3

HALFLINGS
Loremasters, NH/A
Shghtly cranky hill-dwellers who would, generally, like 1o be left olone so
they con enjoy a pipe, a book, and o fine barley beveroge. Chiefs are +2.
Advanced Skills:
Arcone lore +1, Deduction +2, Hunch +2, Research +3,
Tracking +3, Slkeight of Hond +2
Weapons and Equipment:
Any ancien! weapons or armer, parficualrly daggers ond
knives suited to their small size.
Wounds: &

ﬂﬂﬂ"
Fighters, NH/A
Filthy, knobby, swinish, uncouth, villainous creatures that reb and kill
tnm-canl v:Ilugers and fravellers. Leaders are +2.
Advanced Skills:
Archery +2, Fencing +2, Polearms +1, Tracking +4, Survival
+4
Weapons and Equipment:
GEI'I‘EI‘Q“}" ancient |e-:=l|'|er armer and short swords,
Wounds: 7

LEGENDANRY
CREATURES

ARABIAN DJINN
Magic User, NH/H
The Djinni {or Genies) were Arabian spirits: literally “crectures of
fire.” There are different interprefations of their a and
powers. This is just one: a large man who arises a cloud of

smoke, often issuing from a lomp or botfle. He has magical powers,
and wil grant hrsniemhr 3 wishes within his ability.
Advanced Skills:
Disguise +4, Hypnotism +4, Arcone Lore +3, Seduction +5,
Slight of Hand +4
Spells and Powers:
Summon Demon, Contrel Fire, Tronsmutation, Curse, Lift
Curse, Thunderbolt, Teleport.
Wounds: 12

DEMON ASIAN/EURD
Magic User, NP/A or R
Demonsare creaturesofhell, usuallyimpish ormischevious, sometimes
just plain evil. They enjey plaguing mankind, although they can be
contrall b}.r a of sufficient power.
Advanced Skills:
Acrobatics +3, Disguise +4, Tracking +3, Sleight of Hand +4
Spells and Powers:
Cerruption, Plague, Repulsion, Wall of Force, Infravision.
Wounds: 12

RIGFOOT/VETI/SASQUATCH
+2 Animal, A
The legendary, ape-like creature of the Himalayas and Northern
California.
Animal Athacks +2
Attacks:Punch=Serious Domage, Bearhug=Light Domage/
Turn,
Armor: Light
Wounds: 14

DRAGON ASIAN/EURO
+3-4 Animal/Magic User, H
Mythical repfilion or quasi-reptilion creatures common to ma
cultures. Europeand stendtobe repiilion, firebreathing villains.
Asian dragens tend T lusive, wise crectures. Both are deadly.
Animal Attacks: Bite=Very Daodbr Domage, Clow=Deadly
Damage, Fire breath (Blastl=Yery Deadly Damage.
Spells and Powers: Greater Shapechange, Charm, Magesight
Armor: Heavy
Wounds: 24

GIANTS
Fighters, NH/R or H
Huge, primitive men and women. Usually, they inhabit remote |
meountain regiens. Up to 18" fall,
Advanced Skills:
Polearms +4, Tracking +5, Survival +5
Spells and Powers:
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Amazing Strength

Weapons and Equipment:

HLIQE b:lﬂ'IE QXes or war i'l]mﬂ'lﬂfﬁ. I.WH'IEI' Qrrmiar.,
Wounds: 16

MERMAIDS AND MERMEN
Loremasters, NH/A
Mythical half-human half-fish beings. They are seductively beautiful,
with the ability to enchant humans of the oppesite gender, and lure
them beneath the sea.
Advanced Skills:
Tracking +3, Speak to Animals +5, Hypnotism +5, Seduction
+&

Weapons and Equipment:
Tridents
Wounds: 10

UNICORN

Animal, R. Animal Attacks +3

Enchanted beasts thot can be coptured and ridden only by virgins.
Attacks: Kicks=Serious Damage, Horn=Critical Damage.
Wounds: 14

DEITIES

AH‘n}gh d&migodsmﬂ}' be scoled as normal Fighlers, Magic Users,
elc,, a new Actor class has been created just for Deities. The Basic
Skills for this class are: MW: 5, HH: 4, TI: 3, AT: 4, AW: 4, RW: 4,
KN: 4, DO: 3, ST: 4, WP: 4. This class is, for obvious reasons, en

availoble o NPCs. Immortals are not killed when they take Hull
damage; they are banished. Morals, such asthe Norse gods, arekilled.

AFRICA

OsiIRIS
+3 Deily, A
Egyptian god of the dead, and the underworld.
Advanced Skills:
Craftsmanship +7, Hypnotism +5, Persuasion & Leadership
+8, Seduction +5, Arcane Lore +8
Spells and Powers:
Super Resistant (super power], Awaken the Dead, Speak w/
Dead, Touch of Death, Zombie Master.
Weapons and Equipment: Crook (saf)
Woeunds: 14

AMERICA

NATIVE AMERICAN COVYOTE SPIRIT
+2 Deity, H
Southwestern anthropemerphic deity. On the surface, o harmless
trickster and jester. Actually, the dark ged of choes and
disharmeny.
Advanced Skills:
Acrobatics +6, Speak to Animals +9, Disguise +8, Sleight of
Hand +7, Seduchon +5, Persuasion and Fast Talk +7
Spells and Powers:
Highly Resistant{super power), Greater Shapechange, Teleport.
Wounds: 14

SUN GOD
+3 Deity, A
Worshipped in one form or another by several South American
tribes. Usually a warrior; some limes in the form of a feathered snake.
Advanced Skills:
Animal Riding +9, Archery +9, Polearms +8, Sing +7
Spells and Powers:
Create Ligh!';'gﬂnding, Control Fire, Fireball.
Wea a vipment:
GaHThorm, SHen cosmic armer, enchanted spear
Wounds: 18

Asin

BUDDHA
+3 Deity, A
The peaceful and compassionate Asian god who was created when
an ancient Indian prince found enlightenment ofter years of ascetism.
Advanced Slufir
Arcane Lore+10, Speak to Animals +7, Physician +8, Disguise
+10, Writer/Composer +8
Spells and Powers:
Banish Demen [clerical), Bless (clerical), Heal (clerical), Resurrect
(elerical), Levitate, Dispel Sorcery.
Wounds: 16

SHIUn
+3 Deity, R
One of the three Hindu arch deifies, Shiva is “the " His adions
balancethoze of Brahma, the Crector, andWishnu, the Preserver, Shiva has
four amms, and can wield a weapon with equal skill in each.
Advanced Skills:
Fencing +9, Polearms +7, Dancing +8, Martial Arts Weapons
+8
Spells ond Powers:
Near Invulnerable (super power), Disintegrate, Earthquake,
Lava Eruption, Control Weather.
Weapons and Equipment:
Enchanted Ancient Indian swords and stoff.
Wounds: 18

EUROPE

ATHENA/MINERVA
+3 Deity, A
Greco-Roman
Advanced Skills:
Archery +10, Pole Arms +7, Arcane Lore +10. Deduction +7,
Speak to Animals +6, Identify Magic Object +7
Spells and Powers:
Resistant (super power), Summon Animal, Protection From
Sorcery, Greoter Shapechange, Teleport.
Weapons and Equipment:
Enchanted Greek or Roman armor, enchanted spear and short
sword.
Wounds: 15

af wisdom.

APHRODITE/VENUS
+2 Deity, A
Grece-Roman goddess of love and beauty.
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Advanced Skills:

Acling +7, Arfist +6, Dancing +10, Sing +9, Seduction +10
Spells and Powers:

Resistant (super power), Emofion Attack (psionic), Empathy
[psionic), Teleport.

Wounds: 14

TEUS/JUPITER
+4 Deity, A
Greco-Roman supreme god, ruler of other gods.
Advanced Skills:
Marfial Arts +10, Identify Magic Object+10, Speak to Animals
+10, Persuasion & Leadership +%
Spells and Powers:
Mear Invulnerable (super power], Mystic Gate, Greater
Shapechan , Thunderbolt {Cosmic Dumage of anyrange, no
ra mncﬂ.?, Flesh to Stone, Clairvoyance, Resurrection
(Clerical).
Wounds: 20

LOKI

+2 Deity, A

Norse Irickster, similar o the Native American Coyote. Loki locks out
for himself, sinee he has few friends to do it for him.

Advanced Skills:

Deduction +6, Bribery +8, Tracking +7, Survival +8, Escape
Avritst+10, Saeighln-!"Hund +7, Seduction +7, Persuasion and
Fast Talk +9

Spells and Powers:

Highly Resistant{super power], Superfost Flight (super power),
Greater Shapechange.

Weapons and Equipment:

Enchanted dogger

THOR
+3 Deity, A
Morse god of thunder, son of Odin, the All Father. Great warrior and
hero.
Advanced Skills:
Martial Arts +9, Martial Aris Weapons +7, Polearms +9,
Tracking +10, Survival +10
Spells and Powers:
Resistant (Super Power), Superfast Flight [Super Power]
Banish Animal
Weapens and Equipment:
Casmic Armor, Enchanted Hammer [Super Deadly Damage).
Wounds: 18
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ApeUT THE 1WTERNATIOMAL
FANTASY GAWING SOCIETY

As envisioned in the Dream Park Novels by Larry Niven and Steve Barnes,
the IFGS serves as the governing body of infernational live action adventure
gamers and gamemasters. Inits prototypical form, the IFGS makes binding
decisions on rules, arbitrates disputes between players and GMs, and puts
its official stamp on all Dream Park Games. It is upon this foundation that
we've created the ongoing IFGS of the Dream Park Roleplaying Game.

But Life often has a way of imitating art, and so it was that in 1989, a real
International Fantasy Gaming Society was formed, based upon the work
(andwith the wholehearted supportof) Niven and Bares. The real life IFGS
sponsors live roleplaying events around the world, and even has an official
rulebook (available upon requestfor a nominal charge). IFyou're interested
in learning more about IFGS activities, you can contact them at:

IFGS
c¢/oMargo Toth
P.O. Box 3577
Boulder, Colorado, USA 80307
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THE REAL BUILDERS CLUB

Y¥ou can becomea member of the Dream Park Builders Cluh hjl'
sending 520.00 annual dues. Benefits include DPC's quarterly
titled The Next Level, 15% discounts on products, a slick, em-
bossed membership card, and other more esoteric benefits.

¥
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“Tanker', here, models DPC's Foam Latex Weapons: durable,
great for atmosphere, & just the right irmness! Two-Color,
Fibreglass Tube Core, Bladeguard, Rubber Inner Tip & Rub-
ber Support in Pommel.

34" Shortsword ...

£1.00 for our catalog with
| more live relepliying products,
redeemable with your first order!

| HOUT |

Artist's Concept of the Dream Park Test Center

¥ 1

The real Dream Park™ is under development! The
project started in 1989, under the sanction of authors
Steven Barnes & Larry Niven and the direction of
gameindustry veteran Mark Matthews-Simmons. The
project is a long-term one, and is being capitalized as
it goes. In mid-1992 the first patents were being filed
on the key Interactive Gaming System™ , a combina-
tion of conductive foam latex melee and line-of-sight
weapons, sensing costumes and computer interfaces.
Other aspects of Park design include virtual reality,
simulators, and a variety of themed sections. Daily
visitors can interact on the level they choose, from
simply enjoying the atmospheres created and 'riding
the rides’ (though unlike anything theme parks have
traditionally offered), to participating in lengthy live
roleplaying events in the Park, or even longer events
in the Gaming Areas™ .

It will take many years, a great amount of cooperation
between various businesses, and an immense amount
of funding to see Dream Park open. Meanwhile, the
systems are being developed, so that the Company
may open one or more retail facilities titled
DangerQuest™ , giving guests great, though small-
scale, interactive games in many genres using the
Interactive Gaming System. Then, a larger facility, the
Dream Park Test Center™ , is planned. The Company
manufactures and distributes a variety of non-elec-
tronic versions of its 'weapons’, plus the rulebook of
the real International Fantasy Gaming Society™ (afine
live roleplaying system), the novels, and much more.

1103 30" Shortsword ...

114 27 Shortsword ....

1105 24" Shortsword .. Send
1106 20" Main Gau::!'ua 528,

1107 8" Dagger (bowie, Jtah.an, or cmnl:‘.l 5]9.95

1108 Throwing Stars (3)... R— - .1 | |

1115 38" Hand EHalf ... irrmrinssierisemmniss £3995

1116 34" Hand & Haif ... soannes BT 95

9902 2 ox. Latex Repair & Cu_f.turmfmg KII‘$ .......... 56,00

For Posiage & Handling

ADD 15%

COLORS AVAILABLE: Black, Silver, White,

Gunmetal, Crey, Old Gold, Eronee, Ked & Green.
54" Crosswoven Fibreglass Tube, 1/2" OD (10 pe) $45.00
1001 IFGS Rulebook (Live Roleplaying-

.

Prices as of 8715/92. Subject 1o

DREAM PARK CORPORATION

Medieval Fantasy) ..o §15.00

| change without notice. Allow four 5575D Arapahoe Road
ty six weeks for delévery. Boulder, CO B0303
Phone Orders: 303-786-9727
Faxz 303-786-9797
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Interactive Gaming System, Gaming Asess, Dream Park Test Center and DangerQuest are trademarks of Dream Park Corporation- Patents Pending, All Rights Reserved.




