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ndiana Jones dangled from the

rope, lwisting slowly over the pit.

He thrust out a sputtering torch to
inspeet the pit's eracked and splintered
walls, No unusual marks, he noted,
Nothing out of the ordinary. Yet. A soli-
tary bead of sweat ran down his neck,

As Indy inched down the rope, he

heard a lonely howl ripple up from
helow, The wind? A wolf? Worac? e

shrugged off the thought and eontinued
climbing down,

A gust of humid wind swept through a
tunnel that connected to the pit. As his
feet brushed the murky ground, Indy
theught of the medallion. Alone, it might
not be much, he supposed, but it was a
key ... perhaps to an entire city! Indy’s
heart raced. He stepped onto the mud
floor. A sudden burst of howls deafened
him for a second, made his blood turn
cold.

Indy turned quickly, snappod off his
holster flap, and brought out his 45, as if
he expected someone or something to
confront him. But there was nothing. It
seemed too easy . . . like the medallion
| was just waiting for him, As Indy moved
toward the tunnel, his torch canght a
silver glimmer at the end of the pas-

o8 sage. He tensed. The medallion? Some-
& thing was wrong; it was just too easy!

But there it was, hanging from a bam-
boo pole at the end of the passage, sur-
rounded by some decayed offerings of
feather and bone. The medallion twisted

slowly in the sticky wind. Torchlight
danced on its gleaming surface.

Indiana jammed the toreh between
two stones in the wall, and turned to
stare at the medallion. He had found it!
The medallion was mere spectacular
than he'd expeeted. It was one of those
precious, few items that carried history
with it, throughout it. He could feel
himselfl drawing cluses b the pasl as le
flexed his fingers and reached for the
rune-covered eircle of silver.

Suddenly, the wind shifted. Faintly, it
carried the click of metal on stone.

Indy didn't wait for an invitation,
He snatched the medallion, and
bringing up his gun, pitched i
sideways, As he whirled, his &
shoulder slammed into the

wall, and he fell to the floor.

Indy's gun flew from his hands

and plopped into the soft mud a

few feet away, Well, Jndy

thought, at least it didn't misfire,

“Ah, Dr. Jones, you are a resource-
ful man. But surely vou know by now
that mankind's little treasures are
never quite so easy to come by, Now,
how did you find this cavern?" The

M voice, hard as steel, almost brittle, had 85
¢ come from the shadows. -

§%  Caked with mud, Indy stood up, rub- %
Bl bing his shoulder, His other hand slid

down to his whip. From the shadows

@l came the Spaniard, dressed in stained

safari clothes. A huge, frowning native

stood behind him, tilting his gleaming
sword in the torchlight.

Indy smiled weakly at the Spaniard.
“The little gas station down the street
sold me the directions. Why, you bay
‘em, too?" Indy sized up his chances.
Could he use his whip and get out before
Big Ugly cut him to ribbons? Could he
gel to his gun? Or maybe he could cut a
deal with the Spanfard, | .

What do vou think Indiana Jones

wanld do? Could he move fast enough

to grab his gun before the Spaniard

stopped him? Could he use his
whip to take care of both the
Spaniard and his “friend”? What

would he say if he tried to make

a deal? What would YOU want

him to de?

Make vour choice!

aking choices like the one above is what THE

ADVENTURES OF INDIANA JONES™ Game is all

about. This is a role-playing game. You don't just
roll dice, move your playing piece around a board, and
draw cards. In this game, you get to make choices and
play out actions for an imaginary person. You play a
character, just like an actor plays a character in a play or
movie,

You can play the part of Indiana Jones or one of his
triends. You can decide how Indy will escape the next
situation: the runaway truck, the thundering landslide,
even the toul Nazis. Each adventure is more exciting and
terrifying than the next!

HOW TO PLAY THE GAME

Like other games, this is a game you play with your l
friends and companions. But vou're not triring to heal
each other to the finish line or collect the most play
money, You and your friends work together, using all of
your wits and imagination to solve a mystery or find a
treasure,

One member of your group will be the Referee. The
Referee plays an important part in an Indiana Jones
adventure. He describes what happens to the characters,
and he gives players information about the adventure so
they can make decisions. The Referee also has to have a
good idea of what's covered in the rules so he can run the




players through adventures. Can Indy swing from that
rope? Will the Nazis shoot at the truck? What's behind
the next door? These are the kinds of questions a Referee
answers,

Suppose that you play Indiana Jones, your friend plays
Sallah (Indy’s trusted Arab companion), and another of
your friends becomes the Referee. First, the Referee
describes what Indy and Sallah see. In this case, they are
at a cave entrance. The Referee tells you that two Nazi
guards, toting submachine guns, stand outside the cave.

Next, you and your friend decide that Indy and Sallah
will creep up behind the guards and knock them uncon-
scious. Do Indy and Sallah brain the grimy goose step-
pers? The Referee uses the rules in the Combat section to
find out.

Suppose that Indy and Sallah get into the cave without
too much fuss. There they run into Limey. The Referee
tells you that Limey is an old acquaintance of Indiana’s.
He’s a shady guy, but he's helped Indy out in the past. You
don’t know what Limey will say or do, because Limey is a
non-player character, or NPC. Your Referee acts out the
part of Limey, just like you act out the part of Indiana
Jones.

Pretending you are Indy, you ask Limey questions:
“What're you doing here? How’d you get past the
guards?” The Referee, playing Limey, answers, “’Ey, Indy,
I slipped past those lugs outside when they weren't
lookin’. I heard how those Nazis been pokin’ around here.
I'm on your side!” Do you trust Limey? Or is he leading
you into a trap?

Suddenly, three Nazis burst into the cave, growling and

waving submachine guns. The Referee decided that these
Nazis would look inside the cave after seeing their

knocked-out comrades outside.

You and your friend tell the Referee that Indy and Sal-
lah dive for cover. The Referee tells you that Limey runs
for safety, too. All of a sudden, the lead starts flying,
ripping into the cave walls and the crates that are stacked
all around. You tell the Referee that Indy whips out his
.45 and returns fire. Your friend who plays Sallah tells the
Referee that Sallah throws a crate at one of the Nazi
thugs. Your Referee uses the rules in the Combat section
to determine who's shooting at who in the cave, and who
catches the lead.

THE ADVENTURES OF INDIANA JONES™ Game
puts you in the thick of things, so you'd better not be
squeamish about snakes or about taking a punch or two.
This is no 9 to 5 job!

WHAT'S INCLUDED IN THE GAME

Besides this booklet, this game comes with an 8-page
Evidence File, which features character dossiers, adven-
ture area maps, and forms for adventure clues. A Combat
Grid, used for mapping out action scenes, is also
included. A special map of the world is printed on the
back of the grid. The 3-D Figure Panels feature walls,
doors, pillars, and characters. You can cut out these fig-

ﬁ
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ures and create 3-D adventures on the Combat Grid. For
details on how to use the 3-D figures, see p. 63.

The game also comes with a Referee’s Screen, which
contains all of the tables a Referee needs to run an Indi-
ana Jones adventure. Featured on the back of the screen
are three Adventure Backdrops, which you can use along
with the 3-D figures and Combat Grid.

This rules booklet introduces you and your friends to
the idea of role-playing and to the specific rules needed to
play this game. At the end of some sections are short
episodes from Indy’s adventure, “The Ikons of Ikam-
manen.” You can play the first episodes by yourself, and
learn how to use the rules while you play. Later, the epi-
sodes change so that you can become the Referee, and a
friend can play the part of Indiana Jones. By the time you
finish the adventure, both you and your friend will be
able to teach others how to play the game.

The rules are short and simple. As you read them,
remember one thing: don't panic. You don’t have to
memorize the rules booklet. As you play the game, you
can use this booklet as a reference manual, the same way
you use a set of instructions for building a model or
working on a computer.

USING DICE

Indiana Jones won't always hit his target when he’s
shooting at something, or he won't always be able to keep
control of his car on those tricky curves. You roll dice to
find out if your character succeeds at such actions.

This game comes with two dice. Each has 10 sides,
numbered from 1 to 10. You can use the dice to roll num-
bers from 1 to 10, 2 to 20, or 1 to 100.

When the rules say, “roll 1d10,” you are trying to find a
number between 1 and 10. You roll one 10-sided die.
When the rules say, “roll 2d10,” you are trying to find a
number between 2 and 20. Then you roll two 10-sided
dice and add the results together. For example, you roll a
5 on the red die and a 9 on the blue die. You add the two
numbers together for a final result of 14. You do the same
sort of thing if the rules tell you to roll 3d10 or 4d10.

When the rules tell you to roll percentile dice (or d100),
you're rolling to find a number from 1 to 100. The red die
roll result always represents a tens digit; the blue die roll
result always represents a ones digit._ So, if you roll a 2 on
the red die and a 6 on the blue die, that means you roll
26. If you roll a 06, that means you roll 6. If you roll a
00, that means you roll 100.

Sometimes the rules tell you to roll something really
funny, like 2d10+7. In this case, you add the “7” to the
total you rolled on the two 10-sided dice. So, if you roll a
3 and a 6, the total is 9. Then you add the 7 for a final
result of 16.

THE HULKING NATIVE STEPS FORWARD. INDY'S
GOT TO MAKE HIS MOVE NOW. WHAT WILL HE
DO? To find out how you make decisions, turn the page!

¢
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s a player, you control one of the most important

parts of THE ADVENTURES OF INDIANA

JONES™ Game—a character (also called a player
character, or P'C). You play the game through this charac-

try a running leap across the chasm, or will He look for a
sater way to cross? As bullets whiz around him, will
Sallah risk his life to sprint through the clearing? Asa
plaver, you make those decisions,

Each character in this game is unique. The world sim-
ply isn't big enough for two Indiana Joneses. Each player
has to decide which character he will play. In this game,
you can be any one ot the tollowing player characters:

—

Inciana Jomes Marion Raverwood
Sallsh Jdock Lindsey
Short Round Willie Scot

W Han

Each specific Indiana Jones adventure will outline which
player characters will participate in that adventure.

the part of that character for the whole game.

As you play, your character gains and loses money,
information, friends, and equipment. You have to keep
track of what your character has. For instance, Marion
I may use some money to buy a car. If vou play

Aarion, you noto that che hae lece money,
but she now has a car, Later, in a
desperate chase to escape vicious
gunmen, Marion loses control of
the car and crashes into a tree. So
much For the car. You note this

; down for Marion also.

To keep track of all this infor-
mation, each player has a
character dossier (found in the
Evidence File). You can use the
spaces on these dossiers to record
what characters own, know, and _
do. Also printed on each L
dossier are a charac- a
ter's Attributes. 4

| ATTRIBUTES |

here are six
f characteris-

tics that
define your
character’s [
physical and
mental abilities.
How charming :
is Sallahi | §
How good is
Willie in a Fight?
Can Short
Eound outrun
the guard? You
can answer

e

ter, making all of his decisions for him. Will Indiana Jones

After you have chosen a character for a game, you play

questions like these by using the character's Attributes,
The six Attributes {and their abbreviations) are:
STRENGTH (ST), MOVEMENT {MV), PROWESS (PR},
BACKBOME (BK), INSTINCT (IN), and AFPEAL (AP).
Each Attribute has a rating from 1 to 100, The higher a

| character’s Attribute Rating is, the better the character is

at that Attribute,

ATTRIBUTE CHECKS

Whenever your character tries something difficult or unu-

sual, vou have to roll d100 (percentile dice) and compare
RTAIEE dice rall to the proper Attributa Rﬁ!;nﬂ o poo if wear

character succeeds. This is called making a Check. For
example, if you are checking against your character's
Prowess Rating, then you are making a Prowess Check. If
your dice roll is lower than or equal to your character's
Attribute Rating, your character succeeds, If your dice
roll is higher, your character fails.

ATTRIBUTE MODIFIERS

A lot of things can affect vour character in an adventure,
so vou will often have to change vour character’s Attrib-
ute Ratings, based on specific situations. These changes
are called modifiers. Some situations that can modify
v Lharacier’s Altribute Ratioggs are listed oo che
Referee's Screen.
All modifiers affect your character's Attributes
the same way. They may:
¥ double the Attribute Ratings (x2)
F cut tha Attributs Ratings fo
one-half of their original numbers ()
N cut the Attribute Ratings to -
one-quarter of their original
numbars ("l




The character dossiers in the Evidence File list all of a
character’s modified Attribute Ratings next to his original
Attribute Ratings. When your character's Attribute Rat-
ings are modified for a period of time, you can keep track
of the new ratings by marking the box near the appropri-
ate Attribute Rating column.,

Mare than one medifier can affect yvour character at
one time. Suppose that Indiana fones is shooting a gun
while running (Prowess Rating cut to 1/z); he also has a
Serious wound (Prowess Rating cut to V/z again). Indys
Prowess Rating is now cut to '/ of its original number.

Some modifiers may cancel each other out. Suppose
that Indy is searching for a trap {Instinct Rating is dou-
bled); he also has a Serious wound (Instinet Rating cut to
142, His Instinct Rating is now normal,

Mo Attribute Rating can ever be higher than double its
original number, or lower than /1 of its original number.

LUCKY BREAKS AND BAD BREAKS

A very good or very bad dice roll on an Attribute Check
can mean something special:

If vou roll from 01 to 05, your character succeeds, and
he gets a Lucky Break.

If you roll from 96 to 00, your character fails, and he
gets a Bad Break,

A Lucky Break means that something good has unex-
pectedly happened to your character, something that
helps him. For example, he may shoot better than

:_-tpor_'-lunr"_ b rmay eow 3 brap am :igum ok b i winrke
or an enemy may trip and fall at his feet. You can't sneeze
at good luck like that!

A Bad Break means that something rotten has unex-
pectedly happened to your character, something that
makes things tougher than before. For example, he may

not only fail to leap a chasm, he may find himself clinging |

to the edge by his fingertips. Or he might slip and go
tumbling down a slope in the middle of a hot chase, What
can you say? These things happen.

Eeep in mind that Lucky Breaks and Bad Breaks always
apply when you make an Attribute Check, even if your
character's Attribute Rating is doubled at the time.

Mo one ever dies as a result of a Lucky Break or a Bad
Break. Such events just make things a little more interest-
ing—one way or the other,

Lists of some Lucky and Bad Breaks are included on the

Referee's Screen. The Referee may also make up his own
Lucky Breaks and Bad Breaks,

ATTRIBUTE DESCRIPTIONS

Strength: This Attribute reflects how much muscle power
your character has. A character can easily lift a number
of pounds equal to twice his Strength Rating.

Example: Indiana’s being chased along a ridge! The
loose rock suddenly tumbles him over the brink of the
cliff. Flailing wildly. he just catches the edge with his fin-
gers, his body dangling over the chasm. Enraged natives
are charging up the path toward him. Can Indy pull him-
self up? You must make a Strength Check to find out,

!

|

‘l

Movement: This Attribute reflects how far a character
can move in 1 game turn, how far he can jump or leap,
and how fast he can swim. For example, you would make
a Movement Check when your character tries for that all-
important extra burst of speed, when he is being chased,
or when he wants to act first in a fight. You also make

Movement Checks when vour character tries to do some-
thing acrobatic, or when he drives a vehicle.

Example: Indy tries to dive off a balcony and catch the
awning below. You must make a Movement Check to see
it Indy catches the awning.

Prowess: This Attribute reflects your character’s coordi-
nation in a fight. Your character uses this Attribute when-
ever he tries to shoot or beat up someone,

Example: Indiana tries to wrestle a goon to the ground.
Can he do it? You make a Prowess Check to find out.

Backbone: This Attribute reflects your character’s deter-
mination and guts. Your character uses this Attribute
whenever he encounters something that tests his will-
power—torture, drugs, or some terrifying sight.

Example: A snake coils around the base of a statue
Indiana wants to grab. Since Indy doesn't much like
snakes, you have to make a Backbone Check to see if
Indy can overcome his fear and take the statue.

Instinct: This Attribute reflects vour character's ability to
notice things and to know in his gul that something isn't
right. You make an Instinct Check for your character
when he is about to enter a trap, when someone is about
to catch him off-guard, or when he notices some detail
that he would otherwise ignore. How much a character's
instincts tell him depends on the dice roll {the lower, the
better).

Example: Indiana Jones is walking down a crowded
street. On a nearby roof, a killer armed with a rifle brings
Indy into his sights. You make an Instinct Check to see if
Indy notices anything—the gunman's shadow, or just the
feeling that something is wrong. Later, the killer leaps
into a car and speeds away. Indy tries to read the license
plate, but the car is moving fast, and Indy is dodging
pedestrians. You make an Instinct Check to see if Indy can
make out the license plate number.

Appeakl: This Attribute reflects a character’s personality.
The higher the Appeal Rating, the more charming and
likable your character can be, when you want him to be,
You make an Appeal Check for your character to see how
other non-player characters react to him in a normal situ-
ation {one that doesn't involve fists!).

Example: Dr. Jones sidles up to a cigarette girl and asks
her where he can find George (an important contact). He
tigures he betfer really turn on the charm since he badly
needs this information, After telling the Referee what
Indy says, you make an Appeal Check to see how the girl
AMNSWETS.

WHAT DO YOUR INSTINCTS TELL YOU ABOUT
DANGER? BECAUSE IT COULD BE RIGHT AROUND
THE CORMNER 1IN “The [kons of Tkammanen”




o play this episode, you need the Indi-
ana fones Character Dossier from the

Evidence File, a piece of paper, a pen
cil, and the two 10-sided dice. You can play
the episode by vourself,

While you read the episode scenes, pre-
b tend that you are Indiana Jones. After vou
read a scene, follow the steps that outline
how you play the situation described in the
SCEnE.
Start by reading Scene 1.

I

SCENE 1: EXTRA CREDIT

The weather oulside is warn

sunmy, a perfect day (or the st
summer. There's only one little
grading matter to lake care of and
then vou can clear out of vour class-
room and relax for the summer,

Standing in Mront of yvou is Miss
Greebley, a plain girl from your
Archaeology 101 class. She holds an
unlit cigarette in her mouth, puck-
ering her lips and trying to push it
out a5 far from her face as she can.
She knew the score. though. You
made a deal. She (or anyvone else in
vour class) could l-;t't a better grade
if she let vou practice flicking a
cigarette from her nu:-ulh—mth
vour bullwhip. Miss Greebley was
already an A student, but she was
the only one to take vou up on it. [t
could have been worse: after all,
vou're not practicing knife throw-
ing.

You uneoil your bullwhip. The
leather is still supple
strands are strong, |
slarts to shake a littl
sweal form on her brow

i You might think of something
reassuring for fndy to say to her at
this point.)

5 rreebley
rops of

Step 1 Indy starts to crack the whip)

Make an Instinct Check iroll 100 and
compare the result to Indys Instinct
Rating}

If the resuit is 80 ar Jower: Indy sees
Mareus Brody come in. Brodys jaw
drops when he sees what's happening.

if the result is higher than 80: Marcus
Brody enters the room, but Indy doesn'it
notice him,

Step 2: The whip's about to crack!
Indy's aiming coolly for the cigarette in
Miss Greebley’s mouth.

[id Indy see Brody enter the room
[atep 1 above)?
Yes: Make a Prowess Check.
No: “Good Lord, fones! What do you

b think you're deing?”
J ing Indy off-guard. Cut Indy's Prowess

Brody cries, catch
Rating to /2, and then make a Prowess
Check

I the result is 7é or lower (38 or lower
ift Brody startled Indv): Indy knocks the
cigarette cleanly from Miss Greebley's
mouith!

If the result is higher than 76 (higher
than 38 if Brody startled Indy): Indy
misses the cigarette

I¥ the result is from 96 to 00 Indy
misses the cigarette, clipping a lock from
Miss Greebley's hair! She drops the ciga
rette and dashes from the room.

Step 3: If Indy missed the first time and
Miss Greebley didn't take off, Wi Cam
keep rolling until he succeeds, Make a
normal Prowess Check each time. Keep
track of the number of tries Indy makes
before he succeeds. If Indy keeps trying,
Marcus Brody stands to the side and
seolds him.

"Dir. Jones, | insist you stop this dan-
gerous nonsensel This is not the way 'hq
college wants its professors to behave!
Brody's getting a little hot under the
:‘:' 1.1"' 0w

You might think of something Indiana
could say to calm Brody down,

Step 4: Indy Hnishes up his whip prac-
tice

"Come along, Indiana Hrody says,
“there's someone here to see vou! Indy
and Brody walk down the hall topether,
“lones, do you realize what could have
happened if you missed? There would
have been a lawsuit! If VoL weren' b the
best and most popular professor in the
archaeology department, ['d have you on
the rug for this stunt.” Brody finally
quiets down as Indy reaches his office.

Lo to Scene 2

SCENE 2: SURPRISE VISITOR

As vou open the deor, a cool breeze
blows through the office. Papers
flutter off the table that stands hy
the open window. A voung, Mlond
man leans against the table.
Weather-beaten eyes harden his
lean, bovish face. Though he's
dressed in worky s clothes
clutches a heavy leather br

You recognize him as Charlie
Dunne, one of the best students yvou
ever had.

Good to see

r Jones!
" he savs in a ner-

!

|

ing Indy might say to his favorite
ex-student. )

“8ir, er. Indy, I've made, 1 mean |
and my sister, Edith, have made a
fabulous discovery! We've learned

on of the Tkons of Ikam-

You hmlll. knowing that the Ikons
are nothing but a legend, something
Lo spice up a freshman lecture,
mayhe, but certainly nothing to
take seriously. The Tkons of Tkam-
manen, supposedly the proteclors ol
a legendary tribe somewhere in
Africa, are golden statues thal leg-
ends say can come to life to avenge
the tribe. Pure primitive mumbo
jumba,

“Iean prove they exisi, Dr. Jones.
I won't say there are any golden,
living avengers, but here is . .

Dunne wddenh
rod straight, h
rprise and ag
ashes to the floor, and
| out, blowing across the
115 hanas flall wilily owara

- as he pitches forward and
slumps on the table. The hilt of a
heavy knife juts out from just below
his shoulder blades. A cool breeze
blows through the open window
behind him.

Step 1: Indy can either run to the win
daw, or he can check Dunne. Which do
you want him to do?

If Indy runs to the window:; Indy sees
someone dash around the corner of the
building. A car door slams, and then an
engine coughs, sputters, and rears ofl
into the distance. There is no one else in
sight. Dunne’s killer has escaped.,

If Indy checks Duane: Indy finds that
Durne is dead. A map and a picture,
clipped together, lie at the dead man's
feet. The papers apparently Fell from his
briefease. Take the Krikambo Map and
Photo from the Evidence File

The map shows a section of the coast
of Africa. The picture is of a primitive
tower, It's unlike anvthing fndy's ever
seen before, An address is clipped to the
picture.

“What shall we do?" Marcus savs.
WHO KILLED DLNWE, AND WHY?T
WHAT CLUES DO THE MAP AND
PICTURE HOLD?

Looks like this is getting nasty. You'd
better bind out how ko bHeht | | | because

you just might need to know! Turn to
COMBAT, p. 7

l‘l.\-iﬁ'h‘d in s
briefcase




ock said this place was supposed to be quiet, }
but the three goons behind Indy seem intent o~
disturbing the peace.

“You'll have to pardon me, boys,” Indy says as he rises
slowly from the barstool. One of the goons grunts menac-
ingly. Another picks up a chair—like it was a toothpick!

Well, Indy thinks, I could punch this one, and bust a
bottle over that one’s head . . .

Your character won't always have so much time to
decide on a course of action when he gets into a sticky
spot. This section gives you all the guidelines for getting
your character out of these situations—maybe even in
one piecel

COMBAT TURNS

verything that happens when your character gets

into a fight is measured in combat furns.

A combat turn equals 5 seconds of game time (the
time it would actually take vour character to perform an
action). The time it takes you to roll dice and move your
character through his action will take longer, of course.
Mo matter how much time it takes you and your friends
to play 1 combat turn, only 5 seconds pass for your char-
acter,

In the course of a combat turn, the Referee describes to
vou what's happening, and you decide how your charac-
ter will act. Since so many things can happen in a combat

turn, you need to have a way to keep track of all the
actiorms, The combar steps below set vut the sequence of

what happens in a fight. These steps let you play out the
fight as if it were in slow motion, After the steps are
listed, each is outlined in greater detail.

Step 1: State Combat Actions. The Referee and players
state what their characters will do in the combal turn,

Step 2: Resolve Combat Actions. This step is the actual
combat turn. The characters do all the actions that the
Reteree and players stated in Step 1.

STEP 1: STATE COMBAT ACTIONS

During this step, you must say what your character is
going to do in the coming combat turn. Each character
involved in a fight gets to state actions for a combat turn.
The Referee also states any non-player characters’ actions
at this time.

Your character can do one action in a turn. There are
tour basic actions you can choose trom tor combat turns:
Brawling, Shooting, Moving, and Other {any action not
covered by the first three).

When you state your character’s actions for a turn, you
can be general ("Indy's going to brawl”), or you can be
specitic (“Indys going to punch the goon”). Sometimes
vou may not want to let the Referee in on what you have
planned until after the combat turn has actually begun.

Example: You are playing Short Round, and your
friend is playing Willie Scott. The Releree is playing a
BUnNmMan.

Short Round and Willie know that the gunman
is stalking them. The Referee asks you what Short Round
will do in the combat turn. You say that Short Kound is
going to run away (Moving). You don’t have to sav in
which direction Short Round will run. Your friend says
that Willie is going to jump into a nearby car (Moving).
Then the Referee tells you that the gunman is going to fire
fis gun (Shooting}, but he doesn't have to say who hes

going to shoot at,
STEP 2- RESOLVE COMBAT ACTIONS

This step is the actual combat turn. There are four parts
to a turn. They are:

L. Decide Who Goes First

2. Make an Attribute Check

3, Determine Level of Damage

4. Determine Location of Damage

PART 1: DECIDE WHO GOES FIRST

A combal turn usually involves several characters
{both good and bad) all trying to do something within a
period of 5 seconds. For example, three player characters
(Indiana Jones, Wu Han, and Short Round) could be
fighting three villains. Will Ingdy get off a shot before the
villain tackles him? Can Short Round hit his opponent
before he gets picked up by the scruff of his neck? As
you can see, who does what first can be very important!

LY

Characters do not perform their combat turn actions in
any set order. Player characters (and some non-player
characters) can choose to do their actions at any point in
the turn. The Referee should begin the turn by asking,
“Who wants to go first?” 1f several characters want to act
at the same time (first in the turn, last in the turn, etc.},

each of these characters’ players must make a Movement
Check,




The player whose character has the highest Movement
Rating checks First. If the Check succeeds, that character
acts first (or last, if that's what the player wants), If the
Check fails, the playver whose character has the next high-
est Movement Rating makes a Check to see if his charac-
ter can act at a specific time in the turn. If three players
want to go First and the first two Fail their Movernent
Checks, the third playver automatically gets to act hirst in
the turn. He doesn't have to make a Movement Check.

Then the Referee asks, “Who wants to go next?” All
other players (including the Referee} who want their char-
icbers bo act at epecitic timoe in the turn then malie Mowve
ment Checks, based on descending Movement Ratings.
Eemember, you'd have to make this Check only if some-
one else wanted to act at the same time as your character.

The Referee continues the process of d:i]n;i!‘lH who wants
o go next in the turn until all characters have performed
their actions for that combat turn,

Example: Indiana Jones has a Movement Rating of 80.
Sallah has a Movement Rating of 52, They have come
face to face with two villains (each having a Movement
Rating ot 48). You are playing Indy, your [riend i playing
5allah, and the Referee is plaving the villamns.

You tell the Referee that for this turn, Jnu'}' wanls to Hire
his gun (Shooting). The Referee tells you that Villain #1
wants to tackle fndy (Moving), and that Villain #2 wants
to reload his gun (Other). Your friend says that Sallah
wants to fire at Villain #1 (Shooting).

You tell the Referee that fndy wants to act First, The
Referee says that Villain #1 also wants to act first, Your
friend savs Sallah wants to shoot before Villain #1
mioves, Beeause Indy's Movement Rating is highest,
vou make a Movement Check. You roll
an 82, The Check [ails, fudy
cannot act before
Villain #1 acts.
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Now your friend makes a Movement
Check tor Sallah (who has the next
i‘lu;,hf.':i! Movement Rn!ing] He rolls a
47. Sallah gets to act first, He can
now fire before Villain #1 mowves,
If Sallahs Movement Check had
failed, Villain #1 would have
automatically acted first.

Sometimes, the sequence of characters’ actions may not
be so impcrtant. Supposr‘ that Ind}-, Sallah, and Hf'”m; all
want to act Hrst in a combat turn. Jady and Bellog want
to shool at each other, but Sallah
wants to run to a nearh}'
tent. Indy and Bellog have _
to make Movement
Checks to see who gets

to act first, but Saflah i
can act right away, since E

his action doesn't affect
arry wi thee wilic
characters.



PART 2: MAKE AN ATTRIBUTE CHECK

The Referee now asks each player what exactly his
| character is doing this turn. Since you may have only
said, "Indy’s going to brawl this turn” during Step 1, the
Referee has to know the details so he can find the results
of your character's action.

Eeep in mind that your character has 5 seconds Lo per-
form an action. If the Referee thinks your character’s
action takes too much time or covers too much ground to
occur in 1 combat turn, he may ask you to state a new,
shorter action for your character,

The Referee also asks if you want to change your char-
acter's action. 1t something happens in a combat turn that
makes you decide that you want to change your charac-
ter's action when his turn comes up, you have to make a
Mowvement Check to do so. If the Check succeeds, you
can pick a new action. If the Check fails, vour character
loses the chance to perform any action at all in that com-
bat turn. He can act normally in the next combat turn,
however.

After vou have explained vour character’s action

to the Referee in detail, you make an Attribute

Check to see if your character's action succeeds,
If wour character is Brawling or Shooting, you
make a Prowess Check. If vour character

is Moving or pertorming an (Other achion,

the Referee decides if you have to make an

Attribute Check. For example, if your

character wants to leap over a crowded bar,

vou'd better make a Movement Check to
ser if he succeeds. If your character only wants
to duck behind a table, he can do that easily
without you having to make a

Movement Check.

—a

"*1’

PART 3 DETERMINE LEVEL OF DAMAGE

If your character's action works, he may
cause damage to the poor clod on the receiving
end. There are three levels of damage:

Light, Medium, and Serious.

Ly | b

£ry -
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To determine what level of damage your character
causes when he is Brawling or Shooting, follow these
steps:

1. Refter to the number that you rolled for the Prowess
Check. Then go to the Modified Check Table (on the }
back cover of this booklet) and find the row that
coincides with that number. For example, Indy has a
Prowess Rating of 76. You roll 36 for Indy's Prowess
Check. Since that dice roll number is between one-
gquarter and one-half of Indys Prowess Rating, yvou
go to row 5 ("From "Ya to 2/2").

2. Pind the column that coincides with the level of your (
characters Attribute Katings at the time ot the
Prowess Check . For example, if Indys Attribute
Ratings are cut to 1/z, you use the third column of
the table.

3. Cross-reference the appropriate row and column to
find a color square on the table. For example, Indys
Prowess Check (36) cross-reterenced with his Attrib-
ute Rating level {/z) results in a blue square on the
Modified Check Table.

4. Go to the Check Result Table (also on the back
cover) and find the column that applies to the type
of Check you made. Find your color square from
the Modified Check Table in that column, For exam-
ple, 1f you found a blue square on the hodified
Check Table and you were trying to find out what
kind of damage Indy does, you find the blue square
in the Damage column of the Check Result
Table. The blue square lists “Light” damag(-

Indy causes a Light wound, ﬁ
B x5 ji =,

PART 4 DETERMINE LOCATION OF DAMAGE

Your Prowess Check dice roll tells you if vour character
hits and how hard he hits. By reversing the two numbers ‘Il
that you rolled, you can determine where your character
hits.

For example, if vou roll a 25 and hit, you reverse the
numbers, and then find 52 on the Action Results Table,
Cross-reference the number with the column that lists the
type of action your character was performing.

You don't have to use this table for all types of combat
actiones. You muct, howewer, ase it when vour character in

Shooting or wrestling.

~ -.:J'1




| TYPES OF COMBAT

our character can use just aboul anything in a

ii.ﬁhl 4 gun, club, knife, ‘-'.1.':1F|J_, even his

bare hands. There are two general types of combat:
Brawling and Shooting.

BRAWLING

Whenever your character tries to hit someone by using a
sword, club, knife, rifle butt, or bare hands, he is Brawl
1 Ing.

WHEN YOUR CHABRACTER CAN BRAWL

Your character can brawl with another character only
when he is adjacent to (right next to) the other character.
See the Brawling Diagram. If vour character is A, he s
adjacent to characters B through 1. In a combat turn,
your character (A} could braw!| with any one of the other
characters shown (B through I). The grid shown in the
diagram is the same as the Combat Grid on the mapsheet.

L

TYPES OF BRAWLING
There are three different types of Brawling: PUNCH-

IMNC, KICKIMG, and WRESTLIMG. Youws oligrauien var

perform any one of these actions when you have stated in

Step 1 that your character will brawl in a combat turn.

There are some restrictions, howewer:

Io punch, your character must have one hand free.

To kick, your character must have one fFoot free.

To wrestle, your character must have both arms foee.

10




USING THE ACTION RESULTS TABLE l

You must use the Action Results Table (on the Referee's
Screen) when your character wrestles in a combat turn,
because the results of wrestling may affect what happens
later in the combat turn or in the next combat turn.

Example: Wu Han dives on the goon who's about to
brain Indy with a chair. The player running Wu Han rolls
a Prowess Check of 25. He jumps the goon! To find out
Wu Han'’s wrestling result, reverse the dice roll number:
52. A 52 on the Action Results Table is a "Hold!" Wu Han
has grabbed the goon, keeping him from clubbing Indy,

For details on what other wrestling results mean, see
Brawling Damage in the Damage section.

You do not have to use the Action Results Table when
your character is punching or kicking, although it does
add color to your game. It's more interesting to say, "Indy
cracks the Nazi square on the jaw,” than it is to say, “Indy
hits the guy.”

USING WEAPONS WHILE BRAWLING ]
There are two kinds of weapons that your character
can use while Brawling: sharp weapons and blunt weap-
OnsS.
lf your character uses a sharp weapon (knife, sword, or

spear) to hit a character in a brawl, you must use the |
Artinn Recnlie Tahle t_qllnnnlina r'n1nmﬂ:i Fen .r"qharminu

where your character does damage to his opponent.

If vour character uses a blunt weapon (club, bottle, or
chair) to hit a character in a brawl, the level of damage he
does to an opponent may increase. For example, if your
character hits with a bottle, the level of damage increases
from Light to Medium. If he hits with a chair, the level
increases from Light to Serious,

For details on which weapons can be used while Brawl-
ing, and on which weapons increase damage levels, see
the Outfitting section. !

SHOOTING

Whenever your character shoots a gun, throws a grenade,
cracks a whip, or attacks someone from a distance, he is
Shooting.

In Shooting combat, your character does not have to
be adjacent to his target to hit it. He must, however, be in
range of his target.

DETEEMINING RANGE

Before your character can shoot something, you must
determine tha range ko tha Fargel Wonn el this b}r muntinE
Areas. An Area is roughly equal to 25 square feet. The
Sleazy Dive Map in the Evidence File is made up of
Areas.

The number of Areas between a character and his tar-
get is the range to that target. To find range, count the
number of Areas between the character and the target,
Do not count the Area your character is in. You should,
however, count the Area that the target is in.

Ranges for all weapons are listed in the Qutfitting sec-
tion. If a weapon's range is “personal,” your character can

3
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use that weapon only when he is adjacent to {within 5 feet
of) his target.

If a weapon's range is "0," your character can use the
weapon on any target that is in the same Area that he is
Imn.

When a weapon's range ig listed as a series of three
numbers, the weapon has Short, Medium, and Long
ranges. Read these ranges from left to right. For example,
a weapon having a range of 2/4/8 has a Short range of 2.

These range numbers represent the number of Areas the
character can be from his target and still hit. Your charac-
ter can hit a target at Short range normally. You must cut
vour character’s Prowess Rating to /2 when he's trying to
hit a target at Medium range. You must cut your charac-
ter's Frowess Rating to /s when he's trying to hit a target
at Long range. If your character tries to hit a target at a
distance farther than his weapon’s Long range, he misses
automatically.

Point blank range: If your character fires his gun at
someone or something at point blank range, he's not

likely to miss his target. You must still make a Prowess
Check when he shoots at this range, however. When you
make this Check, double your character's Prowess Rating, |

If wou roll a Bad Break, your character misses.
Ewnmfd#.ﬂ Tha poon hae = gun ot _faelc’e bacl:. “You'va

crossed me one too many times, Lindzey” the goon hisses,
He fires his gun. The Referee makes a Prowess Check for
the goon. He rolls a 98. Just as the goon fires, his boss
clunks him over the head, and the bullet ricochets off the
tloor! Jock sighs heavily.

USING THE ACTION RESULTS TABLE

Anytime your character shoots in combat, you must
use the Action Results Table to determine where your
character does damage to his opponent,

SHOOTING INTO A CROWD

Taking a shot at an NFC who's moving through a
crowd of innocent bystanders is not necessarily a wise
move, but if you want, your character can try it.

Your character’s Prowess Rating is cut to 1/2 when he
shoots into a crowd. If you roll a Bad Break, your charac-
ter shoots either a friend of his, or an innocent bystander,

TAKING COVER
During combat, vour character might be blasting away
at an opponent who's behind some kind of protection. As

a matter of fact, you'll probably find it wise to get your
own character behind the shelter of a rable or large rock

when the bullets start flying. This is called taking cover.

There are two types of cover: soft and hard. Soft cover
is something that doesn't stop a bullet, arrow, or rock.
Soft cover does make your character hard to see, how-
ever. A bush or curtain is an example of soft cover, If
your character is hiding behind soft cover, his opponents’
Prowess Ratings are cut to V/z, making it harder for your
character to get hit.

!

£
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Hard cover refers to things that stop a bullet, such as
walls, rocks, and tables. Your opponents’ Prowess Ratings
stav the same if thev're shoating at vaur character while
he's behind hard cover. However, if your character is hit
in a body area that's behind hard cover, you ignore the
hit.

Example: Jock pops up From behind the table and
squeezes off a round. The goon with the submachine gun
pumps three shots, and one of them hits, The Referee
checks the Action Results Table: the bullet hits fock in
the leg. Jocks legs are behind the table, though, so Jock
isn't hit. The table stops the bullet!

Whenever your character can see an opponent in a
light, the opponent can also see your character (if he's
looking in the right direction). Anytime your character
comes from behind cover to take a shot at someone, he's
giving someone ¢lse a chance to shoot at him,

MAKING INSTINCT CHECKS

f yvou go into a fight blind, vou could come out

in pretty bad shape. Likewise, if your character

doesn’t know that the goon behind him is about to
bust a board over his head, he can't do much to stop it, I
your character has an idea of what to expect, though, he
can dive out of the way, or even swing around to face the
goon head-on. You make Instinct Checks to see if your
character notices that crucial bit of information just in
time,

WHEN TO MAKE INSTINCT CHECKS

The Referee has you make an Instinct Check when:

your character is about to trigger a trap.

someone or something tries to sneak up on or past
vour character,

vour character’s about to be ambushed,

an enemy enters a fight from a direction your char-
acter hadn't counted on,

something happens that could catch your character
off-guard at a crucial time,

Both you and the Referee make Instinct Checks
throughout the game. For example, if Marion tries to
crawl past a Nazi guard, the Referee makes an Instinct
Check for the guard. Or, if you are playing Wu Han and
a killer tries to knife him in a bar, the Referee tells you to

make an Instinct Check to see if Wy Han notices the
killer.

SUCCESSFUL INSTINCT CHECKS

Once you've made a successful Instinct Check, you
then determine what your character learns. There are
three levels of information that characters may gain in
this way: "Bad Feeling,” "What or Where.” and "The Big
Picture”” He may learn even more if you roll a Lucky
Break.

[ lee the Bodified Cherk Tahle and the Chocl: Rocult
Table to determine what your character learns as a result
of a successful Instinct Check.,

l
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Each of the levels of information is described below.

Bad Feeling: The Referee tells you that something's
wrong, but he doesn't say what 1t 15, Your character

senses danger, but that's all. The character has to poke
around to find out what's really going on.

What or Where: Your character knows that something’s
wrong, and has a pretty good idea what it is. The Referee
may tell you either the “what” or the “where” of the dan-
ger. For example, if a mountain lion is crawling up to
vour characters’ camp, the Referee could tell you the
where: “Something's moving in the bushes to the left” If
your characters are exploring a tomb that has a trap
Hoor, the Referee could tell you the what: “There's defin-
itely a trap here”

The Big Picture: Your character has noticed enough to
know just what's going on. By adding to the examples
from above, the Referee could say, “The glint of a big
cat's eyes flickers in the bushes to the left” or “A tripwire
stretches across the tomb floor 2 feet in front of vou!”

Lucky Breaks: When you roll a Lucky Break on an
[nstimct Check, your character automatically gets The Big
Picture, and something good happens besides! To carry
the above examples through, a squawking bird might
scare the mountain lion away, or the

tripwire on the tomb LT
floor might connect
to a trap that's
already been
sprung.

FAILED INSTINCT CHECKS

When an Instinct Check fails, someone or something
may catch your character by surprise. For example, if a
mountain lion is in the bushes near your character, a
tailed Instinct Check may mean that the lion pounces on
your character when his back is turned.

How long your character stays surprised depends on
how you have him react. For example, a gunman on a
rooftop fres a rifle at Jock in the street. A bullet ricochsts
off the cobblestone at Jocks feet. On the next combat
turn, fock wheels around to look directly behind him,
The gunman fires another shot and clips fock in the arm.
MNow Jock decides to look up to the roof. He sees the gun-
man. At this point, Jock knows what's going on, and he
can talo come action, If Jeek had looled up to the roof
right away, he would have seen the gunman, and he could
have taken action before a second shot was fired,
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Bad Breaks: These work just the opposite of Lucky
Breaks for Instinct Checks. Not only does your character
tail to find anything, he may even learn the wrong thing!
For example, he may hear rustling in the bushes to the
right, while a mountain lion crouches in the bushes to the
left; or a tripwire might release a sliding block that not
only falls forward, but brings part of the ceiling with itl

ometimes, you'll want your character ko attack an

SPECIFIC COMBAT ACTIONS
NPC in a particular way. For example, you may

5 waul Juck, whu Is lylng un the floor, o grab some-

one’s ankles and jerk him off his feet. Or you may want
Indy to shoot the knife out of a goon's hand. These would
be specific actions,

Whenever vour character tries a specitic action, his
Prowess Rating is cut to 1/2 {or to /4 if his rating is
already at '/z). If your Prowess Check is lower than or
equal to the modified Prowess Rating, vour character’s
specific action works! If you fail the
p.  heck, your character misses totally.

St

FIGHTING ANIMALS

he snake slithers down the branch, twisting closer
te Short Round, who is standing just beneath the
tree. Suddenly, it lashes out!

“5hort Round! Duck!” Indy shouts as he brings up his

revolver. Boom! The roar of the pistol shakes the woods,
The enalo en aps back and thrashes madly, alovely loosein-

ing its grip on the branch. It flops to the earth at Short
Round's feet

Sure. Wildlife preservation is a fine thing, when it
doesn't get in the way of self-preservation. Some animals
in your character's adventures can pose great dangers.
When your character is forced to fight an animal, run the
combat as you would run nermal combat between
humans,

Animals have Strength, Movement, Prowess, and
Backbone Ratings that the Referee uses the same way you

use these Attributes for your character. When Necessary,
these ratings are given to the Referee in an adventure.
Unlike humans, however, animals have natural weapons,
such as teeth and claws. You treat these particular weap-
ons as it they were knives.

If your character shoots an animal, just use common
sense to figure out where he has hit the animal, If the
Action Results Table says that your character hits a tiger
in the “right arm," that means he hits the tiger in the right
foreleg, You would still treat a chest or abdomen hit the
same, however.

Juine anbinals are going w be ougher 1o drop than
others. For example, one well-placed bullet should do in a
snake, but one bullet will only annoy a grizzly bear.
When an animal in an adventure has special strengths and
weaknesses, these details are included for the Referee,

DAMAGE

he two major types of combat cause two different

results. Brawling leads to unconsciousness, while

Shooting leads to death, Sounds pretty cut and
dried? Well, these results aren’t always immediate. Your
character might take quite a beating before he actually
falls unconscious. For each level of damage a character
sufters, you must make an Attribute Check to see how
your character is holding up.

These damage rules apply to both player characters and
non-player characters. In most cases, the Referee makes
the same checks for NPCs that you make for your charac-
ter.

BRAWLING DAMAGE

Brawling damage is called injuries. Injuries can lead to
unconsciousness, but never to death. Injuries are always
temporary. Bruises and black eyes will go away fairly
soon, even though they're not very pretty.

When your character is hit while Brawling, you check
to see if he suffers a Light, Medium, or Serious injury.
The entries below list what you should do once yvou have
determined the severity of your character’s injuries.

Light injury: Make a Strength Check. If the Check suc-
ceeds, nothing happens. If the Check fails, your character
is dazed, and all of his Attribute Ratings are cut to 1/ for
the rest of this combat turn and all of the next.

Medium injury: Make a Strength Check TF the Cheel
succeeds, all of your character’s Attribute Ratings are cut
to 142 for the rest of this turn and all of the next. If the
Check fails, your character Falls unconscious (see details
at the end of this section).

e ——

Serious injury: All of your character’s Attribute Ratings
are cut to '/z for the rest of this turn and all of the next.
Make a modified Strength Check. If the Check succeeds,
you remain conscious, If the Check fails, vour character
falls unconscious.




WRESTLING RESULTS

If your character is wrestling, you first determine the
level of damage, and then vou check the Wrestling
column on the Action Results Table to determine what
happens because of the wrestling (for details on how to
figure this out, see Part 4: Determine Location of Dam-
age). These wrestling results are explained below.

Grapple: Both characters fall to the floor and struggle
with each other. Neither character can attack a third per-
son until cne of them breaks free (rolls a different wres-
tling result next turn).

Hold: The character holds his opponent, keeping him
from using his hands. The held character cannot break
free until he rolls his own wrestling result.

Trip: The character throws his opponent to the floor
{in the same 5-foot Square). The attacking character stays
standing.

Throw: The character throws his opponent 5 feet. The
attacking character decides the direction in which he
throws his opponent.

SHOOTING DAMAGE

Shooting damage is called wounds, Wounds can lead to
unconsciousness and death. Also, your character must
take time to recover from wounds.

How your character is affected by Shooting damage
depends on where he is wounded. Each time your charac-
ter takes a wound, note it on your character dossier. The
character dossier features a picture of your character,
which shows dilferent wound locations (chest, abdomen,
legs, arms, and head). Note the severity of the wound in
the proper body location.

When your character is hit by an opponent who is
Shooting, you check to see if he suffers Light, Medium, or
Serious damage. The entries below list what vou should
do once you have determined the severity of your charac-
ter's wounds.

Light wound:

Chest, abdomen, legs, arms, or head. Your character's

Attribute Ratings are not affected.

Medium wound:
Chest, abdomen. Your character's Attribute Ratings are
not affected,

Legs. Cut vour character's Movement Rating to /2.
Your character can only move at half his normal speed.
Arms, Cut your character’s Prowess Rating to /2,

Head. Make a normal Backbone Check. If the Check
succeeds, your character's Attribute Ratings are not
affected. If the Check fails, cut all of your character's
Attribute Ratings to /2. If you roll a Bad Break, vour
character falls unconscious.

Serious wound:

Cheat, abudvncin, Make a nonnal Backbone Check. If
the Check succeeds, your character’s Attribute Ratings are
not atfected. If the Check fails, cut all of your character's

|

|

Attribute Ratings to /2,
Legs. Cut your character’s Movement Rating to /s,

Your character Fan r\ni}r e @l L TR hic marmal
speed.
Arms. Cut your character’s Prowess Rating to 1/a.
Head, Cut all of your character’s Attribute Ratings to
/2. Then make a Strength Check to see if your character
falls unconscious

MULTIPLE WO LUIMDE
In some cases, your character may suffer more than

one wound at a time, The effects of these wounds can

combine to make things even rougher on your character.

If your character suffers two Light wounds to the same
body area, the wounds have the effect of one Medium
wound. For purposes of healing, you still treat vour char-
acter as if he has two Light wounds,

If your character suffers two Medium wounds to the
same body area, the wounds have the effect of one Seri-
ous wound.

If your character suffers two Serious wounds (any-
where on his body), you must make a Strength Check. [f
the Check succeeds, nothing happens. If the Check fails,
your character falls unconscious,

If your character suffers three Serious wounds (any-
where on his body), you must make a Strength Check, [f
the Checl succeeds, your character falls unconscious. If
the Check fauls, your character dies.

If your character suffers four or more Serious wounds
{anywhere on his body), he dies,
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UNCONSCIOUSNESS

Onece your character is unconscious, you must make a
Backbone Check to see if he recovers. Your character's
Backbone Rating should be cut to /2 when you make this
Check. If other modifiers also apply to your character at
this time, his Backbone Rating is cut to %1 when you
make this Check.

You can make this Backbone Check at the beginning of
rach combat turn until your character recovers. Once he
does so, all of his Attribute Ratings are cut to %/z until he
rests for at least & hours. Resting means sleeping or just
Iyrivg lovar. After thic time, hie Atteibote Ratinge return to
normal.

HEALING

o now your character's all beat up. How does he
heal? Kisses won't always help . . . although they
cettainly can't hurt,

HEALING INJURIES

Your character suffers injuries when he's been Brawling.
These injuries automatically heal after a short period of
time. If vour character is knocked unconscious in a

brawl, however, you must use the Unconsciousness rules
in the Damage secton to see how fast your character
comes around.

HEALING WOUNDS

Your character suffers wounds from Shooting. The length
of game time it takes to heal your character’s wound
depends on how severe his wound is and how high his
Backbone Rating is. It also depends on if vour character
receives medical attention, and what type of attention he
receives.

Wounds heal gradually, going from Serious to Medium,
then to Light, and then healing totally.

Healing Light wounds: Your character must wait 3 days.
Then make a normal Backbone Check. 1f the Check suc-
ceeds, your character is totally healed. If the Check fails,
your character must wait 1 more day. Then make another
Check. Continue making a Check every day until the
wound heals.

Healing Medium wounds: Your character must wait 1
week. Then make a normal Backbone Check. If the
Check succeeds. the wound becomes Light. If the Check
fails, your character must wait 3 more days. Then make
another Check. Continue making a Check every 3 days

until the wound becomes Light.

Healing Serious wounds: Your character must wait 3
weeks. Then make a normal Backbone Check. If the
Check succeeds, the wound becomes Medium, If the
Check fails, your character must wait 1 more week. Then
make another Check. Continue making a Check every
week until the wound becomes Medium,

|

| RECEIVING MEDICAL ATTENTION

Player characters or NPUs who apply First Aid or Med-
ical knowledge can make your character's wounds heal
faster. See the Knowledge section for details.

MAXIMUM HEALING TIMES

Wounds heal in certain maximum amounts of time,
even when Backbone Checks fail. After & weeks, a Seri-
ous wound becomes Medium. After 3 weeks, a Medium
wound becomes Light. After 1 week, a Light wound auto-
matically heals.

LUCKY BREAKS AND BAD BREAKS

TI.I':BE cvouils varr v s "J.I.'EI.I. ¥ Uu"l: ulﬂl‘.ill.a BELL-LTUI.IE
Checks to see if your character is healing properly. A
Lucky Break could mean that vour character’s wound
| heals faster (goes immediately from Serious to Light). A
Bad Break could mean that your character’s wound gets
infected (going from Light to Medium), or it could mean
\ that it leaves a scar.

The Referee can decide exactly what Lucky Breaks and
Bad Breaks apply to these Backbone Checks,

FIGHTING WHILE HEALING
Drespite his best intentions, your character is bound to
find himself in new scrapes while he's still recovering from

the old ones. Just remember that if your character gets
into a hght while he still has a serious wound, he still

suffers the effects of the old wound. For example, his
Attribute Ratings might still be modified to */z.

GOONS AND VILLAINS

or the purposes of combat, there are two types of
non-player characters in this game: goons
and villains.

Goons are the henchmen who usually act as muscle for
their boss. Nazi guards are goons.

Villains are the true bad guys in an adventure, Their
{ mental capacities often surpass their physical abilities
{which is why they hire goons!). Bellog is a villain.

Villains enjoy some benefits in combat that goons do
not. This is because villains are often more resourceful in
a fight than their dimwitted companions.

For example, goon NPCs do NOT have the option of
stating when they want to act in a combat turn. If Salfah
| is Fighting a Mazi pilot, Sallah always acts when he wants

in a turn. Because the Nazi pilot is only a goon, he never
gets a chance to perform any actions before Sallah.

I a willain and a player charactor both want ta act First
in a turn, and if both have the same Movement Ratings,
the player character has the option of acting first,

Also, goons can never bry specific combat actions. Vil-
lains may try specific actions only if an adventure calls
for it.

Finally, any goon who suffers one Serious wound in a
fight automatically falls unconscious. Any goon who falls
unconscious cannot recover for the rest of a fight. Vil-
lains, however, sutfer wounds in the same way as player
¢ characters.

3

15

L

{




0 !1'.g|-, this episode, you need the
|-.':I|::'.'.Jri'.i _I':lII:"‘- [ by Aracter |'-'-.:-"\-'|"_
J the Flophouse Map, a piece of

paper, a

pencil, the dice, and these 3-[¥
hgures:
Indiang Jonas (2] Goona
Woman in Sofar Clothas

Fead the boxed text and then tollow
the instructions on how 1o _;:I..:..-' ot the

: 3 . \
situation described in the box

You didn't wait around for the cops.
That would have to be Erody's prob-
lem. You had bags to pack and
plane tickets to buy. Within hours of
Charlie Dunne’s death, you were on
your way: adrive to New York, a
plane to the Canary Islands, an old
transport plane to Dakar, a bush
pilot's two-seater to Monrovia, and
a tramp steamer to Krikambo—all
in four days.

And here you are in Krikambo: a
hot, dusty town whose buildings rest
so close lo the water's edge, you'd
think they were about to tumble in.
The smell is the first thing that hits
you: cooking smoke, spices, sweat,
animals, all filling up your nostrils,
reviving you after the sleepy boat
ride.

It looks just the same as it did last
tinme. ALl the crazy emnds of archl-
tecture—domes, thatched roofs,
tiles, 5lun:~ -all fighting for domi-
nance in this rundown fairyland.
Theres no glitter or sparkle, noth-
ing exotic. Bul at least it's familiar.

“Dr. Jones, over here! Remem-
ber me?" Sianding square in the
middle of the street, amidst the
bustling natives is Edith. Edith
Dirnpe, and what a sight! Hair
drawn hack tight under a pith hel-
met, round spectacles perched on
her nose, dressed in an impeccably

safari jacket and bush
shoris, and all loaded down with
siraps, backpack, and canteens.
ter, dressed and

Edith, Charlie's
ready to roll.

1 got your cablecgram, aoe 1 camc
down to meel vou. Oh, Dr: Jones,

isn'l it exeiting? 1 mean, we'll be
the first to find the Ikons! [ have a
hotel room for you, next to mine.
I've gol all my information abonl
the lkons there.”

She's Lalking a miile a minute.
Well, she certainly hasn't changed
since the dayvs vou had her in class.
Without even stopping to cateh her
breath, Edith sirides off down the

street, prattling away about the
Ikons and their great significance.
E Seems oblivions lu the danger

Ikn-nf. do E"ll'ﬂ th[‘ l‘t" mad[- uf solid
gold. And where the
learned so many times, there‘s
bound to he danErr

A few minutes later, you !'Ht‘h the

hotel. Its & mess—a sred‘_\. rundown
dive. Not the kind of place you'd
expect to find a girl like Edith, It's
definitely a tough joint. Well, if
Edith had managed to stay alive in
a place like this, there may be more
to her than you thought.

You get vour room key and lug
your grip up the stairs to your
room. Edith waits impatiently as
yvoul Loss your stuffl on the hed.

“Come on! Let me show you what

I've got on the [kons,” she says,
pulling you toward her room.

Edith unlocks the door to her
room and steps in. You stand just
behind her.

Make an Instinct Check.

If the Check succeeds, fipure out what
Indy learns; Bad Feeling, What or
Where. or The Big Picture. Then read the
matching entry below. If you roll a
Lucky Break, read The Big Picture and
apply the Lucky Break that's listed with
it.

If the Check fails, read the Tight Spot
entry. If you roll a Bad Break, read the
same entry and apply the Bad Break
that's listed with it.

Bad Feeling: Ediths room has been
ransacked. Papers are still Huttering in
the breeze, Something's Hshy here,

What or Where: The room's been ran
sacked. The floorboards suddenly creak
behind youl

The Big Picture: The room's a mess —it's
been ransacked. You whirl around to see
a burly, robed man charging toward vou.

Luckv Break: Edith. scared by the com-
motion behind her, shoves open the deor
to her room. A loud thunk and then a
grumt come from behind the door. The
door springs back, and a man stumbles
woaozily from behind it

Tighl‘ Epnt: Ediths rooam kas been ran-
sacked! Someone suddenly rushes up
behind you.

Bad Break: ust as the man gels near
you, Edith leaps back and throws you of|
balance. 50 much for getting cut of the
way. (The attacker's Attribute Ratings
are doubled For this attack )

advance.

's gold, you've : .
e plaving the parts of the plavers (Indy and

ordered not ta kill him

Gaon #2 is hiding in the room behind the
door. Goon #1 tries to wrestle Indy out

goons try o knock him unconscious,

Goon 51 Goon 2
Strangth 4 B0
Movement 1) Lk
Prowess i L H

HOW TO RUN THE FIGHT

The sel-up: There are two pooms walting
to attack Indy and Edith, Mormally, your
characters would not know this in

oiik 1 this epsode, you are
Edith) and the part of the Reteree [the
PO ROONS)

Edith and
toss her out the window, Several more
men &Te wailing
holding a stretched tarp. The goons don't
want fredy in the way, but they have been

I..EII' H'.l‘il"l."' want ko I'i,lr:-'!:l'l,'

below the w

Mo,

Cioon #1 05 in the hall behind [ndyw,

of the way while Goon #2 grabs ._-.I’u.:l 1f
Indy gets into the thick of things, the

Edith is no help at all. As soon as
things get hairy, she sags down in a near-

SO0,

The EfrOns have the Follow ing Allr b
ute Ratings:

I'he action: To start the fight, place
Indvs 3-D heure in the doorway an the
Flophouse Map. Put Edith’s figure inside
the room just in front of Indy: Put the
Goon #1 figure in the hall, and put the
Goon ¥2 figure behind the deor in the
room.

If Indy s Instinct Check failed, the
goons attack immediately. IF the Check
succesded, you should now decide what
yvou want fndy to do, The fight is on!

Remember, you're running both sides
of the fight, You decide the actions for all
four characters, and you make all the
dice rolls, The fight should end once
Edith is pushed out the window, If Indy
prevents this, the fi]:-.]'ll ends when |','|{."_5' %
knocked unconscious. or when the goons
are knocked unconscious.

WHO SENT THESE GOOMNS? AND
WHAT T THEY TALTAKNT INITH
EINTH?

What if the goons get away? What are
you going to do about it7 Well, vou're
going to have to learn how to move and

and FAST!

t'h;‘l-:t: |Z'|.'-.||a;|._' ¥
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ndy sprints madly through the camp, fleeing the

shouting guards, Bullets whiz around him, ripping

through tents and chopping up the grass. He scram-
bles headlong down inte a gully and cuts to the left, The
shouting slowly fades away _ . .

Your character’s going to be doing a lot of moving in
his adventures: chasing bad guys, running from hostile
natives, driving through crowded streets, and racing from
burning buildings. These are all forms of movement.

Your character can move in many dilferent ways. He
can crawl, walk, run, leap, jump, swim, swing, ride a
hease, v drive a var. All of these Lypma wi gwrvenment are
divided into two main categories: MOVING ON FOOT,
and MOVING IN VEHICLES, Riding animals is included

in the Moving on Foot section.

MEASURING MOVEMENT

ovement is measured in Squares and Areas. A
Square equals 5 feet, The Combat Grid is made up of

Squares. An Area is 25 feet. The Sleazy Dive Map is
made up of Areas.
You use Squares most often when your character moves
during combat. If Indy runs across a room to tackle a

thief, he mav cover a distance of about 15 feet (3
aguares).

You use Areas when your character is covering a large
distance in a single turn, as in a high-speed chase. Indy
leaps into the truck, slams it into gear, and roars out after
the Heeing car. The car is 4 Areas (100 feet) ahead of him,
Can Indy close the gap?

MOVING ON FOOT

our character's Movement Hating determines how

fast he can move on foot. The Foot Movement

Table on the Referee's Screen shows how far each
character can walk, run, leap, and swim in 1 combat
turn. The table also shows how far your character can
run in 1 minute and walk in 1 hour,

To find out how fast your character moves, find the
row on the Foot Movement Table that matches your char-
acter's Movement Rating, This row gives all the informa-
tion for your character’'s movement.

MAKING MOVEMENT CHECKS

Sometimes, your character will want to leap a little far-
ther, swim a little farther, or run a httle bt faster than
normal. When you want your character to move faster
than his normal movement rate (given on the Foot Move-
ment Table), you must make a Movement Check.

If the Check succeeds, your character can put out that
extra burst of energy (see Maximum Movement Rates to
tind out just how much that burst can do). IF vou roll a
Lucky Break, vour character might easily outdistance his
pursuers, or he might leap a pit and even land running.

If the Check fails, your character cannot move faster

| than normal. If you roll a Bad Break, your character
might trip, or he might find himself hanging by his finger-
tips to the edge of a pit.

You alse make a Movement Check anytime your char-
acter tries something unusual or acrobatic, For example,
it you want [ndy to leap from a moving car onto a mov-
ing truck, vou must make a Movement Check. Lucky
Breaks and Bad Breaks also apply to these Checks. If you
roll a Lucky Break, Indy might land a punch to the driver
as he leaps onto the truck. If you roll a Bad Break, Indy
might find himself dangling just in front of the tires!

MAXIMUM MOVEMENT RATES

Just because your character has made a Movement Check
'| doesn't mean he can run 70 mph. There are limits to how
fast vour character can run, how Far he can leap, and
how well he can swim. These limits are listed in the “Max-
imum” column of the Foot Movement Table. No character
) can ever exceed these maximums.

When your Movement Check succeeds, your character
can perform up to the maximum listed on the Foot Maove-
ment Table, but he can never do better than that amount.

SPECIAL TYPES OF MOVEMENT

SWINGING

When your character swings on a rope, vine, or whip,
he can swing over a number of Areas equal to the length
of his rope or vine (plus 1 Area). For example, Indy is
swinging from a 75-fool {3-Area) rope. He can then use
the rope to swing over 4 Areas (100 feet),

If vour character uses a whip, he can swing from 1
Area to another (25 feet),

CLIMBING

Your character can climb 5 feet (1 Square) every 5 sec-
onds (every 1 combat turn).

You must make a Movement Check for every Square
your character climbs. If the Check succeeds, nothing
happens. If you roll a Lucky Break, your character finds
some natural staircase, chimney, or other feature that
makes climbing easier. If this happens, he doesn’t have to
make any more Movement Checks while climbing. If the
Check fails, vour character slips down 1 Square. If yvou
roll a Bad Break, your character falls. Falling damage is
| explained in the Dangerous Events section.

ANIMAL MOVEMENT

Animals can walk, run, and leap just like humans. Ani-
mals also have their own movement rates, some of which
are listed on the Vehicle Movement Table.

MOVING IN VEHICLES

he goons have Marion, and they're

tossing her into that car] Quick! Jump into the
supply truck and tear off after them!

f Wait a minute. You know how to drive this thing?

17
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Moving in vehicles is usually faster than moving on
foot or on horseback, but it can also be a lot more dan
gerous,

The truck careens wildly down the mountain road and
veers into a sharp right curve. Can you keep control? Or
will the truck Hip over, slamming into the side of the
mountain?

You can control how fast your character drives a vehi-
cle. For example, Indy can drive a car faster than Willie
can run, but he may drive slow enough to let Willie catch
up with him.

Depending on the type of vehicle your character s
driving, however, you might not always have as much to
say about controlling it as you would like

VEHICLE PERFORMANCE

First, you have to get the thing going. It always takes 1
combat turn to start a vehicle, if vour character has the
key. If he doesn't have a key, he'll need Hotwiring knowl-
edee to start the vehicle (see the Enowledge section),

A vehicle’s performance is based on these specifica-
tions: Vehicle Rating. Acceleration, Braking, Turn Speed,
Redline Speed, and Maximum Speed.

VEHICLE RATING

This number is a measure of a vehicle's durability —
how much punishment it can take.
ACCELERATION

T'his number is the miles per hour by which a vehicle
can increase its speed in 1 combat turn. A car having an
Acceleration of 30 can go from 0 to 30 mph in 5 seconds
(1 turn),

BRAKING

This number is the miles per hour a vehicle can slow
down in 1 combat turn. A truck having a Braking of 20
can go from 20 mph to 0 in 5 seconds.

TURN SPEED

Lhus number 15 the maximum speed at which a vehicle
can sately take a corner. Most vehicles have a Turn Speed
of 30 mph.

If your character takes a corner at a rate faster than his
vehicle's Turn Speed, you must make a Movement Check.
If the Check succeeds, vour character takes the corner
without losing control. If the Check fails, your character
loses control and has an accident (see Accidents below)

REDLINE SPEED

This number is the speed at which driving a vehicle
becomes significantly riskier for both the driver and the
vehicle. If your character is driving at Redline Speed or
greater, his Movement Rating is cut to /2. Whenever
your character takes a corner at Redline Speed or greater,
you must make a Vehicle Check.,

Making Vehicle Checks: When vou malke a Vehicle .

Check, vou rell dice and compare the result tn the Vehicls
Rating of your character’s vehicle. If the dice roll is lower
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than or equal to the Vehicle Rating, nothing happens. It
the dice roll is higher than the Vehicle Rating, the vehicle
can't go faster than its Redline Speed.

If you roll a Lucky Break, you may increase the vehi-
cle’s Redline Speed by 10 mph. This increase alfects the
vehicle until your character comes to a stop. [F you roll a
Bad Break, the vehicle breaks down: a tire blows, or the
transmission locks, for example. You must then make a
Mowvement Check to see if your character keeps control of
the vehicle, If he loses control, he has an accident (see
Accidents below),

MAXIMUM SPEED

This number is the top speed at which a wehicle can

move, A vehicle can never go faster than this speed,

ACCIDENTS

Whenever your character loses contrel of his vehicle (as
the result of a failed Movement Check), or when he inten-
tionally runs into something solid (like another vehicle!),
an accident occurs,

ACCIDENT RESULTS
To find out what kind of accident your character has,
roll d100. Then add to the dice roll the speed at which

vour character’s vehicle was moving. Find the result on
the Accident Table on the Referee's Screen, The different

results are listed below.

Skid: Your character’s vehicle immediately slows to its
Turn Speed. lgnore this result if the vehicle is already
moving at that speed.

Wrong Turn: Your character tishtails, slides, and ends up
taking the wrong turn. The vehicle immediately slows to
its Turn Speed. If there is no other street for your charac-
ter to turn onto, treat this result as a Serious Skid.

Seripus Skid: In a squeal of tires, vour character's vehicle
skids and comes to a complete stop.

Spir: Your character's vehicle slides into a complete turn-
around and comes to a stop. [t's now facing in the direc-
tion from which it just came.

Bump and Run: ‘Your character’s vehicle slides, bounces
off some solid object (a fruitstand, garbage cans), and
then keeps going more or less in the right direction. The
vehicle slows to its Turn Speed. Each passenger must
make an Accident Wound Check {see Making Accident
Wound Checks below).

Double Blowout: Two of the vehicle's tires blow out. (1f
it's a motorcycle, only one tire blows out.) The vehicle
comes to a complete stop. [t can go no faster than 10 mph
until the tires are repaired,

Collision: Your character’s vehicle hits a solid object head
on. Each passenger must make two Accident Wound

Checks. The vehicle takes heavy damage and does not
run.

Flip: Your character’s vehicle rolls over on its side. Each
passenger must make two Accident Wound Checks. [f

19
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| your character gets it back in an upright position, the
vehicle will run.

Flip and Slide: Your character’s vehicle rolls over on its
side and slides for a distance of 2 Areas (50 feet). Each
passenger must make two Accident Wound Checks, The
vehicle takes heavy damage and does not run.

Flip and Roll: Your character’s vehicle tumbles end-over-
end (or side-over-side), tossing the passengers around.
Each passenger must make three Accident Wound
Checks, Then make a Viehicle Check (roll against the

Vehicle Rating). If the Check succeeds, nothing happens.
If the Check fails, the gas tank explodes and the vehicle

catches fire, In either case, the vehicle takes heavy dam-
age and does not run,

If a character is unconscious inside the vehicle when it
blows, another character must try ko rescue the trapped
character.

[

.
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MAKING ACCIDENT WOUND CHECKS j
You make Accident Wound Checks to determine if your
character comes out of an accident unharmed, or if he has
a Light, Medium, or Serious wound.
When you make an Accident Wound Check, you use
the vehicle's speed at the time of the accident instead of an

Attribute Rating. Think of the vehicle as a combat oppo-
nent that has its own Prowess Bating (its speed at the Hime

of the accident). If vour dice roll is Jower than the vehi-
cle’s speed, your character is hurt. Read the dice roll

result and use the Modified Check Table ("normal”

column only) and Check Result Table to see what level of |
damage your character suffers. The Vehicle Movement
Table on the Referee’s Sereen lists 1/z and /4 amounts for
all vehicles' speeds.

Example: You are running Indy through a grueling
chase. Indy loses control of his Duesenberg on a corner
and flips the car on its side. Indy was reolling at 50 mph
when he flipped the car. You must make an Accident
Wound Check. If you roll above 50, fndys all right. You

roll a 22 {less than half of the vehicle’s speed). Indy sulfers
a Medium wound. You then check the dice roll result
against the Action Results Table (Shooting column),

Indy's wound is to his chest.

MULTIPLE ACCIDENTS

Sallah's car is just inches away from the goons’ car, and
he suddenly loses control! Tn a situation like this, both
Sallah and the driver of the goons' car make Movement ||
Checlc to coa if thu:r! crach.

If your character’s car enters an Area where an accident
has occurred in the same combat turn, you must make a
Movement Check to see if your character misses the
wreck. If the Check fails, you must check on the Accident
Table to see what happens to your character.

CHASES

he villains have grabbed Willie and are

making a fast getaway in a sedan. What are vou

going to do about it? How about that motorcycle? ‘
Good enough. You leap onto the cycle, kick the machine
to life, and roar out after the villain. The chase is on!

Chases are pretty common events in the lives of Inds-
ana Jones and his companions. Sometimes, yvour charac-
ter will do the chasing. Other times, he'll be running for
his lite. Whether it's a run through crowded streets, a duel
between trucks on a lonely mountain road, or a race on
horseback across sand dunes, you need to know how
vour character can stay ahead in a chase.

It doesn't matter it your characters are using cars,

horses, or their own feet in a chase. You run chases the
same way for all three. /

RUNNING A CHASE

WHO'S GOT THE HEAD START!
Mlost chases involve two people, or two groups of peo-
ple. In either case, the person or group being chased is

called the Leader, and the person or group doing the
chasing is called the Follower.

You need to know how far apart the Leader and the
Follower are when a chase begins. Most chases cover
Areas instead of Squares. The number of Areas that the
Leader covers before the Follower takes after him is called
the Leader’s Head Start.

I'he villains who nabbed Fillie are already & Areas
ahead of Indy when he finally gets his cycle rolling. The
chase begins with the Leaders having a 6-Area Head
Start,

HOW FAST IS EVERYBODY GOING?

Mext, you have to figure out how fast the Leader and
Follower are poing. The Vehicle Movement Table on the
Referee’s Screen lists various vehicle speeds {in 10 mph
increments). Below each speed is the number of Areas a
vehicle going at that speed can cover in 1 combat turn.
For example, a car moving at 20 mph can cover 6 Areas
in a combat turn, while a car moving at 70 mph can cover
21 Areas in a combat turn,

L the Leader and Follower in a chase are on horseback,
you can also find the number of Areas they cover in 1
combat turn on the Vehicle Movement Table.

The villains in the sedan are rolling at 20 mph (6 Areas
per turn}, and Indys got the cycle up to 30 mph (9 Areas
per turn). So, how long will it be before Indy catches up
to the creeps wha've got Williel
HOW DO YOU CLOSE THE GAFP?

MNow thar you've found out how many Areas the
Leader and Follower in a chase can cover in a turn, you
can keep track of the distance between the two. To do
this, follow these steps:

1. Add the Leader's number of Head Start Areas to the
number of Areas he covers in 1 combat turn (based
on his vehicle’s speed). The result is the Leader's
Chase Rate,

The villains in the sedan have a Head Start of &
Areas. They move 6 Areas in the first turn. Their
Chase Rate is (6 + 6 -) 12.

2. Subtract the number of Areas covered by the Fol-
lower (based on his vehicle’s speed) from the Lead-
er's Chase Rate. The result is the number of Arcas
between the Leader and the Follower. The number

of Areas the Follower covered in the burn now 1’

becomes his Chase Rate,
The villain's Chase Rate is 12. Indy's covered @

Areas in the first turn. Subtract @ fram 12, The dis-
tance between the villains and Indy for this combat
turn is 3 Areas,

You fellow these steps for each combat turn in
which there is a chase. On each turn after the first
turn, however, you ignore the Head Start Areas,
Instead, you use the Chase Rates from the previous
turn and add them to the new turn's numkber af
Areas covered.

i
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Example: The villains and Indy go into combat turn 2
of their chase, The villains speed up to 40 mph (12 Areas
per turn). Their Chase Rate for the last turn was 12, The
villains add 12 to 12 to get their new Chase Rate: 24.
fnd'}-" revs his eycle up to 40 rnph (12 Areas per turn). His
Chase Rate from the last turn was 9. [ndy adds 12 to @ to
get his new Chase Rate: 21. Subtract 21 from 24. The
new distance between the villains and Indy is 3 Areas.

SHOOTING IN A CHASE

Roaring through the streets of Hong Kong, Indy closes in
on the car delvoen L’by A e e ]ﬂ.itlﬁappurﬁ. He's got to stop
them! Indy steadies his motorcycle with one hand and
pulls out his revolver, Can he blow out one of their tires?
Or can he put a slug in the engine and bring them to a
stop!

Shooting is one of the most common actions that takes
place during chases, When you decide that your character
is going to shoot during a chase, vou must say if he's
going to aim at the car or at its passengers, Shots aimed
at the car cannot hurt the passengers: shots aimed at the
passengers cannot hurt the car.

During chases, you handle
f.]"lnl.'.‘nl:ing just as you wiould
i normmal combrag. Remember
that most cars provide
ij:‘!h‘"ﬁ'nHl'rh WI‘H'I COVEeT ff_'l]'

most of their bodies.

If your character hits a car when shooting in a chase,
vou check to see what level of damage he does to the car:
Light, Medium, or Serious (see Part 4: Determine Levels

of l:lam&ge in the Combat ﬁrc!il'rl*.:l. The results |,1F rhi;m,.e

damage ih‘ﬂ]h Are as fn”uw*c-.

Light: The vehicle’s Maximum Speed is reduced by 10
mph

Medium: The vehicle's speed is cut to hall of its normal
Maximum Speed.

Serious: The vehicle stalls out and comes to a complete
stop (at its Braking rate).

CHASE SEQUENCE OF EVENTS

You use the same sequence of events for running chases
1 that VLU USE for running combat (see Sl:s:p 3 Resolve
| Combat Actions in the Combat section). However, vou
B\ do not have to make Movement Checks to see who acts
Hirst in a turn. The Leader's vehicle always moves Hrst,
and betore anyone else acts, the Leader makes any
¥ Movement Checks that might be necessary, Characters
who are not driving still #et to perform actions as
explained in the Combat section,

CHAEGE EXAMPLE

Two goons have kidnapped Professor Sidnev Heron and
have hustled him into a waiting sedan, Indy and Jock,
who are sitting in a luxury sedan parked 4 Areas behind
the goons, rev up their engine as soon as they see what's
up

Combat turn 1: Both cars speed away from the curb at
lop Acceleration: 20 mph (6 Areas per turn}. The goons
have a Chase Rate of 10 {4 Head Start Areas + 6 Areas
covered). Indy and Jock have a Chase Rate of 6, The
‘?ﬂ distance between the two cars is (10 - & +) 4 Areas. }
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Combat turn 2: The goons speed up and try to take a
corner at 40 mph (12 Areas per turn), which is faster than
their car’s Turn Speed. Indy revs his car up to 30 mph (9
Areas per turn) as he goes into the corner,

The two cars go into the corner. Since the goons are
going Faster than their car's Turn Speed, the Referee
makes a Movement Check for the goons’ driver. He
makes it around the corner! Indy swings around the cor-
ner, too! {Indy was playing it safe so he didn't have to
make a Movement Check).

The goon in the passenger seat decides to take a shot at
Indv’s car. He fires and misses.

The goons’ Chase Rate from turn 1 was 10. They add
12 Areas for this turn to get a new Chase Rate of 22,
Indy’s Chase Rate from turn 1 was 6. He adds 9 Areas for
this turn to get a new Chase Rate of 15, The distance
between the two cars is (22 - 15 =) 7 Areas,

Combat turn 3: The goons keep rolling at 40 mph (12
Areas per turn}. Another corner is coming up. Indy
increases his speed to 50 mph (15 Areas per turn).

The goons' Chase Rate for this turn is (22 + 12 =) 34,
[ndy’s Chase Rate tor this turn is (15 + 15 «) 30, Indys 4
Areas behind.

Both fock and the goon in the passenger seat decide to
talia chote 2t gach aothor, But the care are about o Ao into
the corner! The Referee makes a Movement Check for
the poons, because they are still going faster than their
Turn Speed. The Movement Check fails. The Referee rolls
dice on the Accident Table. The goons’ car flips and
slides!

USING THE CHASE FLOW CHART

Characters will sometimes get into a chase in a city or
location where the Referee simply had not planned to
have one. If the Referee doesn't have the time to prepare a
street map, he can use the Chase Flow Chart, which is
printed on the inside back cover of this booklet.

The Chase Flow Chart is made up of circles that show
typical street intersections and Hazard locations. Arrows
that lead from one circle to another connect all of these
intersections. A number is printed next to each arrow,
These numbers represent the number of Areas between
the intersections or Hazards. The letters in each circle are
used only for reference in specific adventures. You don't
have to pay attention to them now.

STARTING A CHASFE (M THE FI{YW CHART

Ten of the circles are numbered from 1 to 10. These
circles are starting places, When a chase begins, roll 1410,
Start the chase in the circle that corresponds to the die
roll,

The number of Head Start Areas that a Leader begins a
chase with depends on the specific situation of the chase.

Flayers then make direction decisions based on the
intersection layouts given in the chart's circles.

A chase that's being acted out on the Chase Flow Chart
ends when the Leader manages to lose the Follower, or

J
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FINDING SPECIFIC LOCATIONS ON THE CHART

Sometimes, characters try to reach a specific location
during a chase; a road out of town, a certain city block,
or the docks, for example. To determine where a specific
location is on the Chase Flow Chart, roll 1d10 and place
the specific location in the corresponding numbered cir-
cle. If you roll the same number that you rolled for the
chases’ starting location, reroll the die.

KNOWING HOW TO GET AROUND ON THE CHART
If vour character is pretty familiar with the area where

a chase is occurring, and if he's trying to find a specific
lccnhi{!n, the 'Rcrcw:c COr lcll Fou wehich dircotion your

character should turn to get to his destination.

If your character is only slightly familiar with the area,
the Referee can have you make an Instinct Check at each
intersection. The Referee should only allow one Instinct
Check per car.

RUNMING INTO HAZARDS

A Hazard is some sort of obstacle or event that requires
the driver involved in a chase to make an immediate
Movement Check.

When your character enters a Hazard circle on the

| Chase Flow Chart, roll 1d10 on the Hazard Table (printed

below the chart). The Referee may also create his own
Harards.

Hazards apply to both the Leader and Follower in a
chase.

Example: Indiana squeals around the corner and heads
toward a crowded, bustling intersection.

“Hang on!” he shouts to Marion as he closes his eyes
and steps on the gas. Marion covers her eves and curses
Indy. Indy's player must make a Movement Check. The
Check succeeds|

Just as he plows through the intersection, Indy hears
squealing tires and some very nasty language (and it's not
even coming from Marion). He opens his eyes, He made
it through without a scratch! Suddenly, from behind him,
Indw hears more tires squealing crazily, and then the
grinding crash of metal echoes through the street. The
goons weren't so lucky,

CHASING NON-PLAYER CHARACTERS

When NPCs are being chased and you are using the
Chase Flow Chart, the Referee rolls 1d10 to determine
which direction the NPCs take in an intersection. For
example, if the NPCs are at a T-intersection, the Referee
rolls 1d10: 1 to 5 means the NPCs turn left. and & ta 10
means the WPCs turn right.

When NPCs are chasing PCs, the Referee decides on
the NPCs’ direction in an intersection by determining if
the NPCs can see the player characters up ahead. If the
number of Areas bebween two circles is lower than the
number of Areas separating the NPCs and the player
characters, the NCPs lose sight of the PCs.

It NPCs cannot see where player characters turn in a
circle on the chart, the Referee rolls 1d10 to determine
which direction the NPCs take when they get to the Area

when the Follower catches up to and stops the Leader. 3&@ player characters just left.
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o play this episode, you need the
Indiana Jones Character Dossier, a
piece of paper, the dice, and these
3D figures

Indliana Jones

|
SCENE 1: THE CHASE! |

[ luww yuu stasl Lhis cpisode dopeinda w
how Episode 2 ended:

Was Indy knocked unconscious? If so,
start by reading Soene 1A

[d the goons get Edith out the win-

Goon

T

dow while [ndy tried Lo save her? If so,
by reading Scene 1
Indy beat the goons and save

Edith? If so, start by reading Scene 1

B

Scene 1A: Your head’s throbbing
like an overworked piston. You grip
the table and slowly pull vourself
up, groaning all the time. Well, this
is just greal. Filteen minutes in
Krikambo, and somebody*s already
dropped a cannonhall on yeur head.
And Edith! You managed to get her
killed:

D Jo-o-o-opes! Help
meeeeeces! " A am driflts up
from the sireel, fading s
into the bustle of the tra
stumble to vour feel and rush to the
window . There she is! Just at the
corner of the sguare, some goon has
Edith slung over his shoulder like a
sack of potatloes.

You'll never get down the stairs
and out the door in time. Bul there's
a melon cart below you, and a beam
juts out of the hotel rool just above
the window, ¥ h
vour whip around the b

e 1B: “Dr. Jones!™ Edith

cks as she flies out the win-

. The two goons dodge vou and
race [or the door. You leap to the
window—hoy, you really did it this
time. You've been here 15 minules
and already Zot someone Killed,

Bl shes alive: And Kicking:
Some goon's running across the
square, with Edith draped across
his shoulder like a sack of pota-
toes. Only she's kicking and
squirming like crazy.

There's no way vou'll eateh
them if vou run down the stairs
and out the hotel door. But there's
a melon cart below vou, and a
beaim sticks outl of the hotel roof

above the window. Mavbe vou can

sScene 10°:
as he Mops limply to the floor.
Mavhe he’ll
punch him again
he and his buddy
count. You kneel next to them and
rummage through their robes, try-
ing Lo find some clues. Why did
these clowns jump you, anyway?

wrap vour whip around that beam
andl swing down to land on the
They'd never expect you Lo
» dlown that way.

Will Indy take the long route, or the

short cut?
You stand over the goon
wd up and you can

But it looks like
are down for the

“My papers!"” Edith cries as her

notes catch the breeze and futter
toward the window,

“Editht* vou shout, but she's
already dashing acr i
toward the window, snatching at the
scraps of paper, As she grasps the
last piece triumphantly, Edith turns

' Loward yvou with a smug look.

“See, Jones? 1've gol s

A lasso suddenly s

seltles around Fdith's shoulders., In

an instant, the rope jerks tight and

snaps Edith backwards out the win-

dow. Her papers arif 1220y own 1o
loor.

You dive forward, vour lingertips
just grazing her muddy boots. You
rush to the window just in time to
see a bunch of goons in the street
below catch Fdith.

She puts up a heck of a fight, but
one of the goon: over his
shoulder and sta 55 the
square. The other men scatter in all
directions.

You'll never catch them if you
take the stairs. But maybe vou can
wrap your whip around the beam
that jutls oul of the roof above the
window, and then you can swing
down to the streetl below,
What will lndiana do?
GETTING OUT OF THE HOTEL

IF Indyv's going to chase Edith's kidnap-
pers, he's poing to have to get downstairs
.j,l'u_| l.||,|!-\.|d.-|.'.

If Indy takes the stairs, it'll take time
4 combat turns, to be exact

If fndy swings out the window on his
whip, roll 41080, If you rall—

01-5: Indv sprains an ankle. His

Movement Kating is cut to

06-10: The fall knocks the wind out of

Indy. He has to spend 2 combat
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turns catching his breath

Blam! Indy lands right on top
of the melon cart. He's covered
with juicy melon pulp, and the
dealer is screaming at him., It
takes fndy 1 combal turn to get
aut of the melon mess, Well, at
loact melnne are cnfi)

21 or higher: Indy swings gracefully
ot the window and hits

the streel running

11-20:

Indy takes off across the sguare,
Remember, if ."r:.;.l'_'r was knocked uncon-
scious, or if he sprained kis ankle, his
Movement Rating is cut to 'z,

carrying Edith. They are d Areas (100
feett ahead of him. Add 1 Area Lo the
|.||‘.|._1,r|i_1-_' tor every |:l.|:'|'||.'l-:1 turn Indv
spends getting out of the hotel

CHASING THE GOON

Find out how many Areas fndy can
run in 1 combat turn {5 Areas at normal
speed; 3 Areas if his Movement Rating is
cut toe Ve or 2 Areas if his Movement
Hulir:y_ is out b 1 b

The goon carrving Edith covers 4
Areas per turn. This chase goes on tor 3
combat turns. indy is able to keep the
goon in sight throughout the chase.

Figure out how far Indh 18 from the
goon {using the rules from Kunning a
Chase in the Movement section} atter 3
combat turns, Then read Scene 2

SCENE 2: THE DISAPPEARING
ACT

If only that goon weren't carrying
Edith! With her flopped over his
shoulder, vou don't dare risk a
shol. At least she's still kicking up
a ruckus!

The goon darts around a corner.
You're in luck! Unless this old
town has changed a lot since vou
were here last, that corner should
lead right to a dead end.

You slow down, eock vour pistol,

ep around the corner. You

YETE =l end, Bul
there's no one here! You're star-
ing at three blank walls. Mavbe
they wenl through some sort of -
secret panel. You figure vou'd
better check it out.

Make an [nstinct Check.
[ the Check succeeds, Figure out
what Indv learns; Bad Feeling, What or
Where, or The Big Picture, Then read
the matching entry below. If you roll a

= ——

Indy rounds a corner and sees the goon

!




Lucky Break, read The Big Picture and
apply the Lucky Break that's listed with
1.

If the Check tails, read the Dead End
entry. If you roll a Bad Break, read the
same entry and apply the Bad Break
that's listed with it.

Bad Feeng: 1 heres definitely some-
thing weird here. (Read the Quick
Drecision entry below )

What or Where: There's something
strange about the ground vou're stand-
ing on. (Read the Quick Decision entry
bE|1'l'.-.-'.I

The Big Picture: Your footsteps sound
hollow as you walk toward the far
wall, (Read the Quick Decision entry
below. |

Lucky Break: You can hear Edith’s
vaice coming from below the ground
here. There's a straight crack running
along the ground below your feet,

(Read the Quick Decision entry below.)

Quick Decision: What do you want
indy to do? Inspect the ground? Or
leap back? Make your decision.

It Indy inspects the ground, read the
[Cread End entry below.

If Indy leaps back, make a Move-
ment Check. [f the Check succeeds,
read the Sate Jump entry below. 1t the
Check fails, read the Dead End entry

below.

Dead End: The ground below you
creaks ominously. Suddenly, it drops
out from under you, and you're
plunged into darkness. You fall for
several feet and plop onto a solt,
spongy surface. The fall steals your
breath, just the same.

You strike a match and find that
vou're in a small, damp basement,
standing on a rotting mattress. Rars
scurry out of the mattress and seatter
across the room, A wooden door stands
betore you.

The door is unlocked. If you open
the door, read Scene 3,

Bad Break: The wooden door stands
open, leading to a room it by torches.
An obese black man is sitting on a
throne along the room's far wall. Two
giant, black guards stand on each side
of the man. One of them is holding a
knife to Edith’s throat, The black man
smiles and points a nasty-looking auto-
matic at you.

“Dir, Jones,” he says, smiling, “I'm so
glad you came. I've been wanting to
talk with you.”

Read Scene 3.

Sate Jump: The ground before you
suddenly opens up, revealing a dingy
basement. From beyond the basement,
vou can hear Edith shouting and yell-
ing. Well, down is the only way to po,
but at least vou'll be ready

You climb down to the basement. A
woadon door stands closcd at e cind
of the room,

The door is unlocked. If vou open
the door, read Scene 3,

SCENE 3: FIRST IMPRESSIONS

Ilmmm. This doesnt look like a
very fun parly. Sitling across the
room, wedged into a throne of
rock, is an obese black man,
dressed in a hlack swil and red
vest, Two goons, all done up in
rohe andd on e ide of the
man. (One of them is holding Edith.
who's struggling like a wildcat,
despite the fact that there's a knife
at her throat. The black man looks
up just in fime (o see you level
vour gun at him. You've got the
drop on him,

up of cof e points Lo
a steaming urn that rests over a
small fire. “1 am Solomon Blag
and are Lhe greal Dr Jones.
We have mutual business to dis-
cuss,’

WHAT DOES THIS GUY WANT
WITH YOU7? AND WITH THESE
GOONS AROUND, HOW ARE YOU
COING TO GET OUT OF HERE
ALIVE?

Well, it looks like a shoot-out isn't going
by gave yrewr elian thice timae. ko, pou'd
better find out what this Black guy
wants. You're going to have to smooth-
talk vour way out of this one. And it
better be good!




allah leans over the table and says to Indy, “This

man we meet, Indiana, he is my friend. But he is not

an educated man like me. He does not like Western-
ers, and he only meets you because he trusts me. Be care-
ful what you say, Indy or he will not help us”

Indiana Jones looks up to see a wizened, old man tot-
tering past the crowded tables of the cale. Sallah waves
him to the table.

*Achmed, blessing of the Prophet be upon you!” Sallah
takes the tiny man’s hand. "Will yvou have coffee with
us?" The little man says no'hing as he sits down. He
turns slowly toward Indw, eveing him suspiciously.

Can Indy gain the old man’s confidence? Or will he say
something that offends the devout Muslim?

If you were [ndy, what would you say? Can you think
of something that would ease the man’s suspicions and
make him friendly to you?

You already know that you control your character in
the same way an actor plays a part in a play or movie. So
far, all of the decisions you've made for your character
have been simple actions—who you hit, where you run,
and how fast vou take a corner. But like any good actor,
vou also have to speak the part of your character. Talking
is pretty important, because it's the only way your char-

acter can deal with nthers

Why talk when one revelver is worth a thousand
words? Well, sometimes your character needs information
from a Friend or acquaintance, Or he may try to convince
someone to help him. Brute force won't get your charac-
ter too Far in such encounters.

Your character won't always be dealing with the good
guvs, however. You might want your character to try to
trick a goon, or you may have him make a deal with a
villain to save his skin,

HOW TO TALK TO NPC's

When your character's talking to an NPC, there’s one
thing you'll want to know: will the NPC do what your
character wants?

To Find out, you first tell the Referee what your charac-
ter hopes to gain by talking to the NPC. Then, like an
actor, you tell him exactly what your character will say.
You should try to put into these words the feeling that
you want to get across. It's not enough to say, "Indy will
be really charming and will say something nice to the hat
check girl" or “Indys going to get tough with the goon
and demand to know where Li laois”

Don't worry. You're not being judged as an actor, but
you should try your best. Good dialogue can add a lot of
flavor and excitement to your character’s adventures,

Example: You are playing Indiana Jones. Indy wants to
find Li Tao, and he's trying to squeeze a goon for the
information. You tell the Referee that Indy grabs the guy
by his shirt collar and pushes him up against a wall.
Then, in a tough voice, you say, “All right, pal. I dont
like vou, ‘cause you're ugly and you're dumb. But I'm a

| nice guy, so just tell me where 1

( Dealing with N __f
/_,_,A——/—-,

=

can find Li Tao and | won't use
you to mop the floor”

NPC REACTIONS

Once vour character has talked to an NPC, the Referee
has to figure out how the NPC reacts. In some cases, the
Referee already knows: either he may have decided, or
the specific adventure may only allow for one kind of
reaction from an NPC,

1f the Referee doesn’t know how the NPC will react,
yuru makc an Appcu] Cheel: to sec what kind of influence
vour character has,

APPEAL CHECK MODIFIERS

Several factors can affect and modify your character’s
Appeal Rating when you make an Appeal Check, For
example, if vour character is threatening someone with a
weapon, his Appeal Rating is doubled. If the goon that
your character is talking to doesn't trust or respect your
character at all, your character's Appeal Rating is cut to
iz,

The Referee should decide how a certain situation
between a player character and NPC affects your charac-
ter's Appeal Rating.

SUCCESSFUL APPEAL CHECKS

Once you've Found that your Appeal Check is success-
ful, you then determine how the NPC in the situation
responds, Will the NPC be “Neutral,” "Helpful,” or
“Friendly"?

You use the Modified Check Table and Check Result
Table to determine what effect your character has when
an Appeal Check is successful.

Each type of WPC reaction is described below.

Meutral reaction: The NPC isn't too keen on your charac-
ter, He doesn’t want to get involved, He tells your charac-
ter what you want to know, but only with great
reluctance. He doesn’t volunteer any extra information,
and he doesn’t betray his friends or his boss,

Indy twists the goon's arm a little harder. "Li Tao, pal.
Where is hel”

The goon squirms harder, “He's at the Green Parrot!”
he grunts finally. What he doesn't tell Indy is that Li Tao
is at the Green Parrot with four bodyguards.

Helpful reaction: The MPC doesn't feel too strongly one

way or the other about your character. He willingly gives
your character the intormation that he wants, but only it

it doesn't cost him any time, effort, or money. A goon or
villain will consider a deal with vour character if he
stands to get something out of it for himself,

The goon’s eyes widen as Indy tightens his grip. "Ckay!
Olkay!” he pleads. “Look, just let go of me. Li Taos hang-
ing out down at the Green Parrot. But he's ready for trou-
ble, Jones. If you think you can take him, go ahead and
try.”

Friendly reaction: The NPC likes and respects your char-




acter. He gives your character the information or aid he
wants, even if it takes him a great deal of etfort or puts
him in danger. If your character offers a decent reward,
even goons who react in 2 Friendly manner can be per-
suaded to betray their bosses,

The goon smiles broadly at Indy. “"Hey, okay. Jones,
Look, no need to get rough. I'd have told you. Just let go
of me, will you?”

Indy lonsens his grip, saying nothing,

"1 got no quarrel with you, Jones” the goon says. "Just
calm down. So you want to go gunning for Li Teo, Hey,
that's your problem, Just don't go telling him who told
you this, He nightclubs down at the Green Parrof, him
and a couple of his boys. Real mean ones.” The goon
winks at Indy. “Hey, Jones. 1hope he kills you”

Lucky Break: Your character learns all that he can from a
Friendly reaction, and gains even more, For example, an
MNPC might be so scared of your character that he acts as
your character's stoolie from then on. Or a goon might let
slip some tidbit that your character didn't know about.

“lones, the hat check girl at the Parrot used to date one
of Li Tao'’s boys. She's lookin' to get even, [ hear

FAILED APPEAL CHECKS

When you fail an Appeal Check, your character must
try harder to get the information that he wants out of the
NPC. He may use money, threats, arm-twisting, and even
some serious roughing up.

You'd better be careful, though. Your character's meth-
ods ot persuasion could backfire. The NIFC might decide
to take a swing at your character, or he might call on
some of his “friends” to help get rid of your character.
The Referee decides how an NPC reacts to further persua-
sion when an Appeal Check fails.

Bad Break: The NPC just doesn’t like your character.
He's not going to be any help at all. A goon or villain in
this situation might decide to try to cause as much trouble
for your character as he can.

OVERRULING APPEAL CHECKS

Depending on the situation, some Appeal Check results
just won't make sense in an adventure. For example,
Indy’s player makes an Appeal Check to see if Bellog will
give up Marion and the Ark of the Covenant. The Appeal
Check succeeds, but you know that Bellog is just not
going to oblige. In cases like this, you can either reroll the
Appeal Check, or the Referee can simply say that the
NPC does not react favorably to your t‘fmrach:r at that
time.

The Referee should make sure that he keeps the give-
and-take between player characters and NPCs balanced.
Sometimes, your character’s Appeal can pull him
through. Other times, an NPC’s greed or anger is just too
strong. The Referse should make these balance adjust-
ments based on the specitic adventure.

CONTACTS

Saliah looks around, and then whispers into Indy’s ear. "1
have a friend who can help us. Omar is his name, He has
a truck he will let us use. You can trust him, Indy. He is
my friend.”

Your character can't do everything alone in an adven-
ture. Onee in a while, hes going 1o need some help. Does
Jock need a place to hole up and heal his wounds for a
while? Does Sallah arrive in a strange city and need a
car? Does [ndy need to find someone in Tokyo? In these
cases, vour character could use some of his contacts for
help.

A contact is an NPC friend of vour character, Your
character may have met him a long time ago and done
him a favor. As the Referee plays through adventures
with you, your character may meet with NPCs who could
become conlacts in later adventures,

Contacts can always provide your character with some
kind of help in an adventure. Most often, they handle
travel arrangements, set up secret meetings, and provide
hiding places. Although a contact will put himself in dan-
ger to help your character, he won't join in an adventure
or go rushing into a fight that doesn't directly involve
him,
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Example: Indy and Sallah show up at Omar’s house.
Omar is 5aflah’s friend and contact. Indy and Sallah are
being chased by the goons of Rashid Khem, an antiquities
smuggler. Omar hustles Indy and Sallah up onto the roof
to hide.

The goons arrive at Omar’s house in a few mirutes,
demanding that they be allowed to search the premises.
Cnmar plays innocent. The goons have almost flnisbed
their search when, suddenly. Indiana sneezes! The goons
start ripping the place apart, and a fight breaks out.
(Omar gets into the fight, because he is defending his
hL"TT“’.

VILLAIN TACTICS
TORTURE

Villains often find torture a useful means of extracting
information. Although torture is an effective way for
villains to get what they want, it's also highly evill

When a PC is tortured: [f villains torture your character,
it's up to you to decide if your character talks. Your char-
acter could probably keep his mouth shut easily during a
normal beating, but torture can scar your character per-
manently; it can even kill him. Give some thought to
your character's options when he's in a bad bind like this.

If Indy knows that Jock is on his way to rescue him, he
might be able to hold up for a while. If things are looking |
bleak, however, Indy might be able to buy some time by
giving his torturers some false information.

When an NPC is tortured: When villains torture an {
NPC, the Referee should make a Backbone Check {modi

fied to v/2) for the NPC. If the Check succeeds, the NPC
does not talk, and he automatically passes out. If the

Check fails, the NPC tells the villains what they want to

know.
Bunning a torture encounter: In these situations, the ’

Referee doesn't need to describe what's happening in any
detail. Remember, the purpose of this game is to have
fun, not to distress the players with descriptions of pain
and torment.

ALCOHOL AND DRUGS

Just below using torture on a villain's vicious scale is
using aleohol and drugs to obtain information from your
character.

Effects of alcohol: All characters can have two drinks
without being affected. As soon as your character has a
third drink, however, you must make a Backbone Check
If the Check succeeds, the drink doesn’t affect your char-
acter. If the Check fails, vour character is drunk. Cut all
of a drunk character’s Attribute Ratings to /2,

Continue to make Backbone Checks for each drink a
character takes after his third. If he is drunk, his Back
howne Rating ic rut ba 175 when ywoar make thece Checke T
your character fails a Backbone Check when he is drunk,
cut all of his Attribute Ratings to /a. Now he is very
drunk. [f he continues to drink, you must make a Back-
bone Check for each drink he takes. If he is very drunk,
your character [alls unconscious once he fails a Backbone
Check.

Sobering up: To sober up, your character must either
sleep it off or be forced by some event into coming
around.

If he sleeps it off, he must sleep tor at least & hours.

If some event occurs that forces your character to try to
sober up (such as a shoot-out or an important confronta-
tion), make a Backbone Check for yvour character {using
your character's normal Backbone Rating). If the Check
succeeds, yvour character’s head clearc and his reflexes
start to come back. All of his Attribute Ratings return to

normal. If the Check fails, your character remains drunk
throughout the entire event.

Effects of drugs: The effects of specific drugs are detailed
where they are used or referred to in a specitic adventure 1




o play this episede, you need the
Indiana lones Character Dossier
paper. a pencil, and a friend who

wants to play the game. If you want to

use the 3-I) figures for this episode, you
need

Inaliana Jones

Woman in Safari Clothes

Solamon Black
[ Gaons

PLAYING WITH TWO PEOPLE

You play this episode difterently from the
first three: vou don't play alone. Instead,
you and a friend play the parts of Referee
and Indiana fomes.

SINCe You are pr l."I:'.t‘I’I!. pretiy Familiar
wht || Ihl: ruhﬂ_\ |:'l:. now, you should be tl‘:l?
Referee. and your friend should play
Indy. From now on, you should be the
only one who reads these episodes. The
episnde tells you when to read the scenes
to your Friend. You can either read a
scene aloud, or read it to yourself and
explain what happens in your own
words

GETTING READY TO PLAY

Before you play this episode, give your
friend the Indiana Jones Character Dos-
sier and let him play the part of Indy in
the first three episodes. While he plays
these episodes, act as a Referee and help
him learn the rules as he goes along. This
also gives you a chance to find out how
it feels to be a Referee

Once your friend has played the third
episode, vou may start this episode by
reading Scene 1 to your friend.

SCENE 1: THE DEAL

Torches sel ¥ ihe walls glow
dimly, casting shadows aboul this
dingy cavern. An obese black man,
impeceably dressed in a black suit,
sits on a stone throne along the wall
across from vou, Wrinkles and

scars line his face; his smile is
and sinister. Il vou

know i-I'IL',' o wi
weren'l feel
appressive Kri

around vou, vou'd swear

Just stepped ol of 2 G

Wiy,

Giant, ebony-skinned guards,
their faces hidden by linen hoods,
stand on each side of Solomon
Black’s throne. The guard to Black's
left holds Edith tightly as she
squirms Lo break free. The guards
don’l seem Lo move a muscle,
although vou know thev'd probahbly
move a lol of them—ast—il you

made one false _

And what's with all the glitter®
All around the room, the torchlight
dances upon dozens of piles of . . .
gold? Gems? Its too dark to be
sure, but obviously, this guy's a
heavyw il in more than one way.

W e Iy Fil k L!I__ln.'
waving his hand gracefully, “have
coffee with me. 1 have business that
viou and Miss Dunne can assist me
with.” The grin on Blacks lace wid-

*And lest vou doubt me, [

1 am not one (o treat busi-

ightlv.” His smile vanishes as
toward the guard holding
Edith. “VOHT!" he harks.

In a sudden. Muid motion, the
fuard jerks Ediths head back and
draws a gleaming knife elose to her
Lhroat.

=N, Jones
hali-sohbing.

“ A single word, one command,
and he will cut her throat,” Black
savs as he leans forward. “Now, Dr.
Jones, let us talk about the Thkons of
Ikammanen.”

2 Edith whispers,

RUNNING THE EPISODE

Don't read this section to your friend
This is for your eves only.

It's up to wour friend to decide what he
wants [ndy to do: Talk to Black? Shoot
at him? Go after the ;:;u.’ud ]'IL"]dihE
Editht Whatever he decides, read Black’s
Objectives below and decide how Black
reacts to Indy. Remember that as a Rel-
eree, you play the part of Soflomon
Black

Black's Attribute Ratings, as well as his
guards’ ratings, are listed below

Solomon Black

E—— ——— — ]
Strangth 2 Backbans -]
Movement u Imgtinet n
Prowess. 5 & prwad n

Voht (Guard #1)

—

Strength B Backboms n
Mavement T Instinct 5
Prowess i Appasl “
Weapon: knifn ipersonal, § when thrownl

Stremmgth 52 Backbone =2
Moy gment B Imstanct u
Prowess B0 Appaal 52

S— S —

e e e

BLACK'S OBJECTIVES

Solomon Black wants to find and take
the Ikons tor himselr, since he believes
that they are indeed made of solid gold.
He needs the !'ll,-:g'l of Dr. Jones, however
[o get Indy's help, Black is quite willing
to kill Edith Dunne. He realizes, though
that keeping her alive is probably the
only way he can be sure that [ndiana will
help him

Solomon Black is not a fool; he does
not stupidly risk his hite, It Indy has the
drop on him, Black calmly points out
that Indy may easily kill him, but then
Miss Dunne will surely die at Voht's
hands before Indy can react.

Az you play Solomon Black, keep in
mind that he wants to make a deal with
Iy

If Indv is reluctant to make a deal, tell
your friend that Black will most certainly
.'u|||. .rrh_.lli'qlrll.i F:fn’h 0 1!".1' '.§N.1! and be
done with them. Remind yvour friend that
Indy and Edith mighr at least have a
chance to escape later in the adventure
You might also remind your friend that
Indy is likely to be as curious about the
Ikons as Mr. Black, and that a truce at
this time might be a good idea

SCENE 2: THE VOYAGE

Once fndy and Black have nvade a deal,
Black prepares for the expedition. He
keeps Indy and Edith under guard, but he
does not harm or bother them. One of
Black’s goons retrieves Edith’s papers
from her hotel,

The next moming, the group leaves
Krikambo on a Czechoslovakian tramp
steamer,

You can give your friend this informa-
tion in any way you want. Since this is a
transitional part of the adventure, it's not
really necessary to go into great detail,

SAILING FOR THE TKONS

The captain of the ship tells Indiana
and Bilack that he has sailed the area
extensively, and he does not believe there
is an island at the spot marked on Char

lie Dunnes map. Edith insists that the I

Island exists, althouwgh she's never been
there. She says that her brother Charlie
Was ‘h{-n- and that he’-' took the El!'ll.'|'.l.'l-
graph of the tower there

Ask vour friend if [ndy wants to inves-
tigate the ship and talk to the crew-
members. If he does, he finds out the
following things:

1. There's no way to escape. Black has
made sure that Indy and Edith are care
fully guarded and watched at all times

2. Solomon Black hand [ic ked the




crew-members, and they are extremely
lowal to him, out of fear, respect, and

The stage is set for mystery and danger,
You'd belter sharpen your archasological

} greed. skills, because you may need them when
| 3, The ship is carrying a hold full of you start to search the island for the
explosives. Ikons of Ikammanen|
4, The ship maintains strict radio
silence, since it is Crechoslovakian and At g

LT o

doesn't want to attract the attention of
any German privateer U-boats.

Two days pass quietly at sea. Read
Srene 3 to your friend.

SCENE 3: THE ISLE OF MYSTERY
Late in the afternoon, a cry rises
from the ship’s forecastle. *Land o
starboard!” Suddenly, the ship
s with the sound of pounding
4 as the crew-members run to the
rails. straining to cateh a glimpse of
the island that shouldn’t be there,
ol everyvone | mmediately
for the deck. howesy Two men
stay hehind to shadow vou and
Edith.
dithi walks with vou ta the ship's
fing, You can see the island in the
distance, IUs a tiny flace, nearts
impossihle to spot. Misty clouds
hang low oy i
ally obscuring its s e, A lone
mountain peak juts we the haze.
The ship's caplain peers through
his binoculars, "1 was afraid of this
Mr Black” he savs, turning
momentarily Lo his employer,

sho ittered with abandoned % ‘:".g_
The poor souls must have rim %
ITiT1 ‘-\L %}{
“Ur they were lured in,” Black & §
SAVS. %‘ 3
“1"Il bring the ship no closer in. | 3 \\
have no mind to lose her om those 3
" e caplain replies, scowling .‘?_ :g
- 5 - 5 ] l::':.:.'.'_\q_‘q.‘ - %
aptain. 1 have oo s ot ] S ad _. i
ematnrely and ' ) w

end up as shark food,” Black turns
to vou and Fdith, = I'v Jones, vou
i ashore with two of my men
e, Miss Dunne may go
call, p
canne ron from me 4
Minutes ter, vou, Faith, and two
s are lowered over
the ship's side in a small boat, The
tiny outhoard engine sputters to life
and one of the goons steers the hoat
Lowaned the shoie,
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arcus Brody scowls and looks at the figurine Indiana j
Jones has handed him. “Are you sure this came from
a pre-Colombian burial site? It looks more recent
than anything else we've found”
“Marcus” Indy savs, smiling, "hey, yvou know I'm the
best there is. [ didn't =ay this thing was pre-Colombian,
only that I found it in that tomb up in the Andes.”

Each character in this game has some area that he
knows more about than other characters. These are your
character’s areas of knowledge. [ndiana fones is one of

the world's foremost archaeclogists. Marion Ravenwood
knows how to piq.-_]-, lacks. Each of theee charactore hae a

specific area of knowledge. Your character's areas of
knowledge are listed on his character dossier.

There are two types of knowledge— GEMERAL knowl-
edge and SPECIFIC knowledge. All characters have some 1
general knowledge, such as how to fight, or how to shoot
a gun. To gain a specific knowledge, however, your char-
acter must have had some Lraining or practice in a partic-
ular field. Your character can't just fly a plane; he

wouldve had to learn how to do it.

WHY YOUR CHARACTER HAS KNOWLEDGE

When your character is knowledgeable in a certain area,
that means he knows a greal deal abowut the subjot, aond
he can use skills related to that knowledge while on
adventures. If your character knows how to pick locks,
he'll find it pretty easy to unlock a door without a key. If
he doesn't have Lockpicking knowledge, your character
might as well break down the door or shoot the lock off,
because his chances of successfully picking the lock are
pretty slim,

HOW YOUR CHARACTER USES KNOWLEDGE J‘

Your character can apply his knowledge during adven-
tures. To determine how helpful your character's knowl-
edge is in a specific situation, you occasionally have to
make Instinct Checks. Some areas of knowledge do not
require you to make Checks for your character; your i
character simply applies his knowledge successfully. Each
knowledge description lists what you should do when
vour character tries to apply an area of knowledge in an k
adventure.

When your character succeeds at applying his knowl-
edge, the Referee tells you exactly what your character
has learned, based on the specific adventure. For exam-
ple, if your character uses his knowledge to successfully
read an ancient scroll, the Referee checks his adventure
notes to see what the scroll is supposed to say, and then
he reads the scroll to you.

USING UNFAMILIAR AREAS OF KNOWLEDGE

Just because your character doesn’t have training in a
specific area doesn’t mean he can’t try his luck in that

A
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area. For example, vour =" character can tr1_.r to read an

ancient scroll even if he has no archaeological training.
Huowewver, your character succeeds only if you rall a

Lucky Break on the Instinct Check.

KNOWLEDGE DESCRIPTIONS
Your character can identify artifacts, recog-

ruze legends, and translate ancient writings.
When your character wants to identify an artifact,
make an Instinct Check, If the Check succeeds, your char-

acter can estimate the artifact's age, its purpose, its crea-
tore, and ite museum valua. If the Checl FJi.l-:.

character cannot identify the artifact.

When your character wants to recognize legends and
folklore, make an Instinct Check, If the Check succeeds,
vour character has heard the legends before, and he
knows the background and details of the story,

When your character wants to translate ancient writ-
ings, he must take time to do research. If the writing has
been previously translated (Egyptian hieroglyphics, for
example), and if your character has a book on the sub-
ject, he automatically translates the writing. If your char-
acter has no books relating to a previously translated
language that he's trying to decipher, make an Instinct

Check TF the Cheek sueeeeds. voaur character can trans-
late the writing. If the Check fails, your character must
study the language before he can translate it.

If vour character is trying to read a language that's
never been translated, he must study it (which means he'd
better got a hold of some research books). After your
character has studied for 1 week, cut your character’s
Instinct Rating to 175 and make an Instinct Check.

[f the Check succeeds, your character translates the
writing. If the Check fails, vour character must study
another week. You may then modifiy his Instinct Rating
to 1/2 and make another [nstinct Check. If the Check
fails, your character must study for 1 more week, Then
you make an Instinct Check against his normal [nstingt
Rating,

Your character can drive any type of car, truck,
motorcycle, or heavy machinery, Most characters know
how to drive, unless they come from an area that had no
vehicles, or they never had a chance to drive any kind of
vehicle.

Your character knows the ins and outs of
show business, and can sing, dance, and act pretty well,
Your character can get jobs in shows or nightclubs in any
city that has the proper facilities. Your character can also
use these talents to teach and train NPCs.

To prepare for 2 show, your character must have clean,
fancy clothes, time to do hair and makeup, and a com-
fortable setting—obviously things not readily available in
the wilderness. If the conditions are right, however, your
character's Appeal Rating is doubled when dealing with
MNPCs.
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main:al training. He can give first aid treatment to |

| himself, as long as neither of his arms is wounded.

Your character has learned, perhaps through |
construction work or military experience, how to prop-
erly handle explosives. He can set charges, make bombs,
and prepare explosives to be used as weapons.

When your character wants to set a charge or make a
bomb, he must spend 1 hour preparing the explosive.
When your character detonates the device, you must
mmake an Instine Chedk. If the Check succesds, the device

explodes properly (doing whatever your character wanted
it to da). If the Check fails, the explosives either fail to
detonate, or they blow up the wrong thing (the Referee
decides the actual result).

It takes your character 5 minutes to rig explosives to be
thrown as a weapon. Your character can always use such
a weapon successfully (no Instinct Check required). Your
character can also tell another character how to properly

light and hurl these explosives,
Your character has had advanced Red Cross

wounded characters. Your character can only use first aid
on a wound once.
If your character is wounded, he can apply first aid to

Treating Light wounds. [t takes your character 5 min- |I
ultes to treat a Light wound. Make an Instinct Check. If
the Check succeeds, the wounded character can begin
making Backbone Checks to see how Fast his wound
heals. If you roll a Lucky Break, the wound heals immedi-
atelv.

Treating Medium wounds. [t takes your character 30
minutes to treat a Medium wound. Cut your character’s
Instinct Rating to '/z, and then make an Instinct Check. If
the Check succeeds, the wounded character must wait 24
hours; then he can begin making Backbone Checks to see
how fast the wound heals.

Treating Serious wounds, Your character can affect a
Serious wound only if you roll a Lucky Break on an
Instinct Check. If you do, the wound's healing time is
reduced from 3 weeks to 1 week. If you roll any other
result, your character’s First aid has no effect, and the
wounded character heals normally, as outlined in the
Healing section,

m Your character is trained in the use of
artillery, anti-tank guns, and other heavy guns.

If your character is liring a heavy weapon with a crew
that is also trained in heavy weapons, use the lowest
Prowess Rating in the crew to determine if the crew hits
its target.

If your character is firing a heavy weapon without a
Full crew or with a crew that isn't properly trained, you
must make an Instinct Check each time he fires the gun. If
the Check succeeds, cut your character's Prowess Rating
to !/z, and then use that rating to see if he hits the target.
If the Check fails, the gun does not fire properly.

Your character can start a vehicle without
using a key, He starts cars by fiddling with the ignition

HOTWIRING

7

wires,

It takes your character 1 combat turn (5 seconds) to
hotwire a car. At the end of the turn, make an Instinct
Check for your character, If the Check succeeds, the car
starts. If the Check fails, nothing happens. Your character
can try to hotwire the car again the next turn.

m‘l’our character has karate training. When he is
Brawling bare-handed, he can try specific actions, such as

kicking the gun out of a goon's hand or knocking the
wind out of an opponent, without having his Prowess
Rating cut to /2 (see Specific Combat Actions in the
Combat section).

It you roll a Lucky Break on a Prowess Check when
yvour character is using karate, your character automati-
cally knocks his opponent unconscious, and he may
attack another opponent in the same turn.

m Your character can pick any kind of lock,
provi ¢ has some simple tool—a hairpin, a piece of

wire, or a lockpick.

It takes your character 1 minute (12 combat turns) to
pick a lock. After 1 minute, make an Instinct Check for
your character. If the Check succeeds, your character has
successfully picked the lock. If the Check fails, your char-
acter can try again next turn to pick the lock,

Some locks may be very difficult or very easy to pick.
These locks modify your character’s Instinct Rating. The
Referee tells vou when a lock is easier or harder than
normal to pick.

EEZE Your character is good at all kinds of
repairs, including electrical repairs. If he has the tools and
the time, your character can repair damaged automobile
engines and bodies. He can also make small electrical
repairs on items like radios, car engines, and light Fix-
tures.

The amount of time and type of tools your character
needs to make repairs depend mainly on the extent of
damage. If your character wants to fix a single bullet hole
in a radiator, he can do it in 1 hour. If the damage to a car
is major (broken axle, smashed transmission), your char-
acter needs at least 2 days and a place to work.

IF your character wants to make repairs and has no
tools, he can try to jerrybuild the damaged item. Make an
Instinct Check when your character tries this. If the item
is severely damaged, the Referee may modify the Check.
If the Check succeeds, your character repairs the item. If

the Cheel: kaile, your charaster cannot repair the item
without tools or equipment.

Only a trained doctor can apply this kind of
know . and only if he has medicine and equipment.
A doctor who doesn't have the proper equipment can
only practice first aid.

A trained doctor with the right equipment can treat all
types of wounds. The Referee makes an Instinct Check
against the doctor's Instinct Rating as soon as the doctor
treats your character. If the Check succeeds, you can

i
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immediately begin making Backbone Checks to see how
fast your character heals. You can ignore the waiting peri-
ods listed in the Healing section once your character has
seen a doctor. If the Check fails, your character heals
normally as described in the Healing section.

A doctor can alter the healing process for wounds in
other ways as well,

Treating Light wounds. Suppose that a doctor is treat-
ing your character's Light wound. If the Referee rolls a
Lucky Break on the doctor’s Instinct Check, the Light
wound heals immediately.

Treating Serious wounds. The Referee must cut the
doctor’s Instinct Rating to '/« before he makes an Instinct
Check to heal a Serious wound. If the Check succeeds,
healing time for the wound is reduced from 3 weeks to 1

week. The wounded character can then begin making
Backbone Checks as outlined in the Healing section.

Your character can have a wound treated by a doctor
each time the wound gets better or worse (goes from Seri-
ous to Medium, for example).

w Your character has made parachute jumps,
can pack and care for a parachute. He can jump
safely and can give others quick instructions on how to
jump.

If your character tells another character how to jump,
the other character’s player must make a Movement
Check when the character lands. If the Check succeeds,
that character lands safely. If the Check fails, the charac-
ter suffers one Light wound to a leg (either one).

Your character does not have to make any Checks
when jumping

m Your character can take and develop pic-
tures. vour character takes a picture, make an
Instinct Check. (Remember, cameras in the 1930s were
not as easy to use as they are today!) If the Check suc-
ceeds, your character has gotten the focus, exposure, and
shutter speed right

You must make another Instinct Check to see if your
character properly develops the film. If your character is
thinking, hell take several shots of a subject to make sure
he's gotten at least one good picture.

L
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Your character can easily lift items out
of the pockets and purses of others without being noticed.

When your character tries to pick someone’s pocket,
you must make a Movement Check. If the Check suc-
ceeds, your character easily takes the item. If the Check
fails, your character cannot get the item this turn. If you
roll a Bad Break, the person whose pocket your character
is trying to pick notices the attempt,

The Referee decides if a specific situation makes it
impossible for your character to even try to pick some-
one’s pocket.

AL Your character can fly any type of plane. Your
character must make a Movement Check anytime he tries
a tricky or dangerous maneuver. If the Check succeeds,

the maneuver works. If the Check fails, the Referee
decides if the P]nnr crashca.

SR Your character is a skilled sailor. He can use the
stars to navigate, and he can handle and command any
type of ship. In some cases, your character needs a crew
to manage a ship.

If your character has a map, a surveyor's

transit, and the proper directions and distances, he can
locate digging sites. Since landmarks may change, how-
ever, you must make an Instinct Check when your char-
acter uses this knowledge. If the Check succeeds, your ]
character finds the proper location.

If your character tries to find a location and he doesn't
have the proper equipment or instructions, cut his Instinct

Rating to /2 before you make the Check. If the Check
succeeds. your character finds the right location.

ADDITIONAL AREAS OF KNOWLEDGE :

Of course, not every type of knowledge is covered in this
section. Your characters might meet an NPC who has
training or background in an area with which vou are not
familiar.

If an NPC that has an unusual area of knowledge is
introduced into an adventure, the adventure notes explain
to the Referee how the NPC can use that area of knowl-
edge. =




he villain, smiling evilly and slicing the air with his
sword, approaches Jock slowly. Instinctively, fock
rearhes for his gun But its not therel Time ka
improvise. . .

Obviously, having equipment makes your character’s
adventures a whaole lot easier. He might need a rope to
climb out of a pit, he might need a machete to get
through a jungle, or he might need a gun just to stay
alivel

This section features lists of equipment that your char-
acter will find useful on adventures. These lists include
weapons, vehicles, and general equipment. If he wants,
your character can also find iterns that aren't listed here,
depending on where your character is, and how much he
can spend.

Some items include specifications that describe how an
itern iz used and what kind of effect it has.

This number notes how far a character can
shoot or throw a weapon (see Range in the Combat sec-
tion tor details).

This specitication refers to the type of dam-
age a weapon does {Brawling or Shooting). Some weap-
ons can do both types of damage (see Damage in the
Combat section for details).

Some weapons are more effective than others
in doing damage, This specification refers to the number
of damage levels that a wound increases or decreases
when a character uses the weapon. For example, when a
character causes a Medium wound with a weapon that
has a "+1" Severity, the wound increases to Serious. When
a character causes a Light wound with a weapon that has
a “-1" Severity, the character causes no wound.

PUE This specitication lists how much, in U.5. dol-
lars, an item costs. If “black market” follows the cost for
an item, a character can buy the item at that price, but

only through illegal sources (such as gangsters or smug-
g_lpr-:j

When an item's cost isn't set, the Referee can decide
exactly how much the item costs in a specific situation,

ESTIl This specification lists any special effects that
an item has, Also, same weapons have Danger Ratings,
which are explained in the Dangerous Events section.

WEAPONS

hese are common weapons that your character can

use in his adventures. The weapons given are general

{such as rifles and knives), rather than specitic. [
you want, you can describe your character’s weapons in
greater detail. For example, if vour character has a pistol,
you may describe it as a steel-blue .45 Colt automatic, or
as a hefty, Webley revolver, These descriptions don't
change how a wea pon works, but H'“E'Y des help add calar

oy ywonr adventures

\
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BLACKJACK [STONE AXE, CHAIR, LOG)

Range: personal

Combat: Brawling

Savenity; 2

Cost: none
Blackjacks are special weightad clubs; they're normally loaded with lead
shot and used to knock people unconscious. Other heavy clubs (such as
chairs or bogs) are usually used as weapons as a last resort —your char-
acter grabs them in the middle of a fight when there's nothing else
around. These kinds of items generally produce very satisfactory results,
however.

BOW AND ARROWS

Bows and arrows come in many different shapes and sizes. They are
most commonly used by natives.

CLUE (ROCK, BOTTLE, MUG)

Range: 0

Combat: Brawling

Severity: 1

Cost: none
A club is any heavy, hand-held weapon that your character uses to hit
someane or something. If your character throws a club within a 26-foot-
square Area and hits his tanget, the club causes the same damage that it
wiould cause if your character had swung it.

These clubs are different from blackjacks and other beavy clubs in
that they can be easily swung with ane hand.

A derringer is a palm-sized pistol; it has virually no barel or grip. &
character can fire two shots before reloading. It takes 1 combat turn to
reload a derringer, A character can easily conceal a derringer in a coat
pocket or purse,
GRENADE

Range: thrown [distance in feet equal to thrower's

Strength Rating)

Combat: Shooting

Cost: 550 (black market)

Special: Danger Rating - 130; affects all characters in same

Area

All grenades, whether they are German stick grenades or American
pineapples, work in the same way. Your character pulls the pin and
throws the grenade. After 3 seconds lone-thousand one, one-thousand
twio, one-thausand BLAM!I, the grenade explodes, showering metal
fragments all around.

An exploded grenade affects all charactees in the same Area. The
player whose character threw the grenade makes Danger Checls for all
characters affected by the grenade, Grenades have a Danger Rating of

130. If the player rolls a Bad Break on the first Danger Check, the gre-
e 15 @ dud, 11 he rols 3 Bad Break on the second Danger Check, me

grenade exphodes, but has no additional effect on characters,

J




KNIFE (SHARP STEAK KNIFE, DAGGER, BROKEN BOTTLE)
Range: personal |0 when thrownl  Cost $1
Combat: Shooting
A knife & any sharp, shon-bladed weapon that's used for cutting or
stabbing. A character can throw his knife, but he may be throwing away
his only weapon!

MACHINE GUN
Range: 4/8/16

Combst: Shooting

The machine gun is & heavy, automatic weapon. Nommally, it takes two
men to fire a machine gun effectively, one to aim and fire, and one to
feed the ammunition into the gun. Characters must mount or set the I
gun in place (using a bipod or brace) before firing it.

A machine gun can fire up to three shots in 1 combat tum. Ammo
can be fed in by drums or behs. A drum can hold up 1o 100 rounds of
ammo; & belt can hold several hundred rounds. It takes 3 combat tums

Cost: $500 (black market)

1o reload 3 maching gun.

PISTOL
Range: 1478 Cost- §20
Combat: Shooting,
Brawling (when usad as a club)
Severity: ‘1 |when used as a club)

A pistol can fire six shots before it needs reloading, It takes 1 combat |
turn to reload a pistal,

RIFLE
Range: 4/3/18
Combat: Shooting,
Brawling (when used as a clubl
Severty: +1lwhen used as a clubl
A rifle is a standard, single-shot, bolt-action military rifle. A character
can buy a rifle that has a six-shot magazine for $60. It takes 1 combat
turm to reload a single-shot or six-shot rifle
SPEAR
Range: personal, Cost: none
01112 twhen thrown)
Combat: Shooting,
Brawling lwhen used as a club)
A spear can be a carefully made weapon with a metal tip, or it can be |'
nothing but a straight stick with a gharp point. Spears are most effective

Cost: 50

when they are used as hand weapons.
SUBMACHINE GUN \
Range: 21418 Cost §200 (black market]

Combat: Shooting
The submachine gun is a Bghtweight automatic weapon, It can fire up
to three rounds in 1 combat turn. Submachine gun magazines can habd
gither 20 or 50 rounds. It takes 1 combat turn to refoad a submaching
gun,

SWORD (FOIL, MACHETE, SHARP SKEWER)

Range: parsonal Cost: $10

Combat: Shooting
A sword is any long-bladed weapon used for cutting or stabbing.
Swords are not particularly effective when they are used as clubs.

/ / \/{’ﬁ >
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Cost- 45
Special: No goon can move adjacent to a character who is
using a whip, unless the goon makes a successful Backbone

A whip is a standard bullwhip that has a short, heavy handle and a 10-
to 15-foot-long braid of supple leather, Besides using it for combat, a
character can use a whip as a rope in emergencies. A character can also
wrap a whip around an object and haold it tight for a short period of
time.

VEHICLES

his list includes cars, trucks, and airplanes that

your character may use and even purchase during an

adventure. As in the weapons listings, these descrip-
tions are only general. If you want, you can jazz up the
names—calling your character's luxury sedan a Cadillac
or Lincoln—to add color to your adventures.

These descriptions include specifications that are

explained in detail in Vehicle Performance in the Mowve-
ment sechon.

AUTOGYRO

Range: 250 miles Maximum Speed: 110 mph

Acceleration: 20 mph No. of Passengers: 1

Braking: 20 moh Cost: $8.000
The autogyro is the forefather of the heficopter, although it looks more
like a plane; it has a propeflor, an airplane body, and a rear tail. Instead
of having wings, however, the autogyro has a large, overhead rotor,

An autogyro can take off and land in a very short space, although it

£an't go straight up, hover, or come straight down when it lands. An
autogyro needs a space of 80 feet for takeoff and 20 feet for landing, It
can carry one passenger and a small amount of equipment, and can be
fitted with pontoons.

BIPLANE ftwo-seater/
Range: 400 miles Maximum Speed: 120 mph
Acceleration: 20 mph No. of Pessengers: 1103
Braking: 10 mph Cost: $6,000
The two-seater biplane was still a common sight in the 1930s, as many
weere used for commercial and military purposes. A biplane can camy
two passengers and a moderate amount of equipment, or three passen-
gers (one riding on the wing) and very little equipment. In the latter
case, the plane can travel only half its range. A biplane requires a take-
off and landing area of 300 feet. A biplane can be equipped with extra
fuel tarks, and with pontoons.

HEAVY TRUCK
Vehicle Rating: 70 Rediine Speed: 40 mph
Acceleration: 10 mph Maximum Speed: 50 mph
Braking: 20 mph No. of Passangers: 1 to 3 (in cab)
Tun Speed: 20 mph Cost: $2,000 to 56,000

This type of truck is the workhorse of most military and construction
groups. It normally has a standard flatbed and a canvas top. Its cab has
a hardtop. This truck can camy up to 3 tons or 20 men in the back.

%




LIGHT TRUCK

Vehicle Rating: 50 Redline Speed: 40 mph
Accelevation: 10 mph  Maximum Speed: 50 mph
Braking: 30 mph No. of Passengers: 1 to 3 in cahj
Tun Speed: 20 mph Cost: $1,000 to $3,000

A light truck can be a pickup, panel van, or small utiity truck. Thess

trucks are good for hauling loads over short distances, and for towing
small trailers or equipment. One of these trucks can carry up to 12

tons of 12 men in the back.

LUXURY SEDAN
Vehicle Rating: 50 Rediine Speed: 70 mph
Acceleration: 20 mph Maximum Spead: 90 mph
Braking: 30 mph No. of Passengers: 11o 8
Turn Speed: 30 mph Cost: §3,000 to $3,000

The luxury sedan is a four-door, high-ticket automobile. Although most
makes are hardtops, convertibles are available. This car's craftsmanship,
styling, performance, and reliability are far superior to a normal car's.
Lunury sedans are normally symbols of power and wealth,

MOTORCYCLE

Vehicle Rating: 20

Acceleration: 3 mph (20 mph wisidecar)
) Braking: 40 mph
| Turn Speed: 30 mph (40 mph wisidecar)

Rediing Speed: 50 mph (40 mph wisidecar]

Maximum Speed: 30 mph |60 mph wisidecar)

No. of Passangers: 1 or 2 (1 to 3 wisidecar)

Cost: $500 ($800 wisidecar)
The motorcycle is the standard heavy cyche used by most police and
armed forces. These cycles are rugged and dependable; they're not built
for comfort.

ROADSTER
Vishicle Aating: 50 Redlline Speed: 30 mph
Accoleration: 30 mph  Maximum Speec: 140 mph
Braking: 40 mph No. of Passengers: 1or 1
Turn Speed: 40 mph Cost: $3,000 1o §25,000

Roadsters are the top line of commarcial cars avallable. Most roadster

designs are based on racing cars; in fact, roadsters can easily be con-

verted into racing cars. All roadsters are convertibles. Because they ane
50 expensive, roadsters are very rane.

A sedan is any standard two- or four-door automabile.
It can be either a hardtop or a convertibile.

SEDAN
venicie Hating: 0 Heamne Speed: U mph
Acceleration: Wmph  Maximum Speed: 70 mph
Braking: 30 mph No. of Passangers: 1t0 B
Turn Speed: 30 mph Cost: $500 to $2,500

| GENERAL EQUIPMENT

his list includes items that your character might

use while on adventures. A list of common items

(iterns that don’t need to be explained) is on the Ref-
eree’s Screen,

Dwnamite, or TNT as it is commonly called,
is a usetul, but highly dangerous material. It isn't a very
stable explosive either: it's prone to going off at the
wrong time.

I your character is carrying dynamite and takes a fall
or goes over a large bump, the dynamite could go off.
1 Anytime that dynamite falls 10 feet or more, or anytime
characters handle it roughly, the Referee should roll d100.
If he rolls a Bad Break, the dynamite explodes.

A single stick of dynamire has a Danger Raring of 80,
When a stick explodes, it affects all characters in the same

Area, For each additional stick of dynamite used in 2
single explosion, add 20 to the explosion's Danger Rating.
You also add 5 feet to the Area that the explosion affects.
For example, a bundle of 14 sticks of dynamite has a Dan-
ger Rating of 340, and affects a 90-foot-square area.

| m& flashlight can shine a beam up to 50 feet (2
Areas), clearly illuminating everything within the beam.

Beyond 50 feet, however, characters using a flashlight
can’t see anything clearly.

[ESERI - lantern can shed enough light for characters
to clearly see the Area they are in. The lantern also lights
up all adjacent Areas (including diagonal Areas).

Remember that lanterns (and fires and flashlights, for
that matter) work both ways: characters who are in the
dark can easily see any characters who are standing in the
light.

Radios can send and receive messages to and from
stations up to 50 miles away. Beyond that range, radios
pick up only static,

When your character tries to receive a signal on a
radio, you must make an Instinct Check. If the Check
succeeds, your character receives the signal. You must

also make an Instinct Check when your character tries to
seand a vadiv signal, I the Check sucoeeds, your characrer
finds the right frequency, and someone receives the mes-
sage.

Although radios are portable, most are clumsy and
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hiz section explains how to handle certain events

that may onlv occur once in a while during your

character's adventures. In most instances, you'll
hope they NEVER occur, but just in case . . |

DANGER RATING

ires, drowning, explosives . . . all are events that

could cause your character a great deal of trouble,

and some damage as well. How do vou tell if your
character has been hurt by one of these dangerous events?

UEING DANGER RATINGS

Whenever a goon hits your character, the Referee uses the
goon's Prowess Rating to determine what kind of damage

I

the goon does to your character.

When your character is confronted by a dangerous
event, think of the event as a combat opponent that has
its own Prowess Rating. Instead of a Prowess Rating,
though, some dangerous events have their own Danger
Ratings. For example, it your character is caught in a fire,
the Referee checks to see what the fire's Danger Rating is.
Then he makes Danger Checks, based on the fire's Danger
Rating, to see if the fire damages your character, and if it
does, how badly it hurts him.

DANGER RATINGS OVER 100

You know that Prowess Ratings never go above 100, so
when a goon hits your character, the Referee makes one
dice roll against the goon's Prowess Rating.

Some dangerous events, however, have Danger Ratings
over 100, In this situation, the Referee divides the Danger
Rating so that the first Check he makes is against a Dan-
ger Rating of 100. That's a pretty high rating, and it
means that the dangerous event is probably going to hurt
your character in some way.

After the Referee makes the first Check against a Dan-
ger Rating of 100, he takes the remainder of the Danger
Rating and makes a second Check against that number.
There’s a chance, then, that your character takes two or
more wounds from a dangerous event.

Example: Two sticks of dvnamite land a few feet from
Indiana fones! The Referee knows that the explosives
have a Danger Rating of 160,

The dynamite explodes! The Referee makes the first
Danger Check against a Danger Rating of 100 to see what
kind nf damage Indv takes The Referee rnlle 71 1laing
the Modified Check Table [“normal” column only) and
Check Result Table, the Referee determines that Indy
takes a Light wound.

The Referee then makes another Danger Check against
60 (the remainder of the Danger Rating) to see if Indy
takes another wound, He rolls 53, Indy takes another
Light wound.

LUCKY BREAKS AND BAD BREAKS
When the Referee rolls a Lucky Break on a Danger

|
|

Check, the dangerous event causes more damage Lo the
character than it normally would. The Referee decides
how much extra damage the dangerous event causes in
this case. When the Referee rolls a Bad Break on a Danger
Check, the dangerous event doesn't hurt the character at
all.

USING THE ACTION RESULTS TABLE

Whenever the Referee determines that a dangerous event
has hurt a character. he then uses the Shooting column on

the Action Results Table to find out where the character is
hurt. Uac the Action Reoulta Tekble for all Danger Clnr.c].-:a,.

except when a character is drowning.

EVENTS THAT USE DANGER RATINGS

There are four dangerous events that use Danger Ratings:
falling, drowning, fires, and explosives,

There may be other instances where the Referee must
use a Danger Rating for a specific situation. The adven-
ture notes tell the Referee when these rules apply.

FALLING

hen your character falls and hits something solid,

the fall is siven a Danger Rating, You determine a

fall's Danger Rating by multiplying the distance
fallen (in feet) by 2. For example, if Sallah falls 60 feet,
the Danger Rating tor his fall is 120. 1n this instance, the
Referee makes two Danger Checks to see if Sallah is hurt
in the fall —one Check against a Danger Rating of 100,
and anocther against a Danger Rating of 20,

DROWNING

our character could find himself close to drowning

in a number of ways. He could be swept overboard
in the middle of the ocean; his plane could crash into
an icy lake; or he could be trapped in a room filling rap-
idly with water. Your character can swim, but not forever,

TYPES OF DROWNING

There are two situations in which your character could
drown: when he is trapped totally underwater (as in an
underwater room), or when he has to stay above the sur-
face to get air (as in a lake or ocean).

If your character is trapped totally underwater, he must
find an escape, or he drowns. Unfortunately, that's all
there is to it.

If your character is Highting to stay above the surface,
he may swallow water and drown, For each combat turn
that your character floats, treads water, or swims in a

) body of water, you must make a Movement Check. If the

Check succeeds, your character easily stays above the
surface. If the Check fails, your character may acciden-
tally swallow water.

To determine if your character swallows water, find out
what kind of water your character is floating or swim-

]




ming in. Different types of
water have different Danger
Ratings:

small strearm - §

calm water - 20

flowing water - 30

rapids - 8

torrent - 87
['he Reteree must then make a Danger
Check against the water's Danger Rating
to see it your character swallows water,

Onee your character has swallowed
water six Himes, he drowns. If yvour
character swallows some water and
then manages to reach safety, he
recovers in 10 minutes. If your
character swallows more water
after he has recovered, ignore any
failed Danger Checks the Referee
rolled for yvour character before he
h.a.d a l"lq'-]]"l';'i-'“ h'_'l recoVer,

FIRES

i etting caught in a fire is one

of those things that

could happen to yvour character
anytime—although
it'’s not likely to be a common experience. Obviously,
fires can be very dangerous, but if your character is care-
ful, he’ll be able to escape these disasters with little more
| than smelly clothes,

DIFFERENT TYPES OF FIRES

Fires are broken down into three simple categories
small, medium, and large. Each type of lire has a Danger
Rating,

Small fires (burning cars, large campfires, blazing cur-
tains) have Danger Ratings of 20,

Medium fires (burning rooms, bonfires, prairie fires)
have Danger Ratings of 60.

Large fires (firebombs, furnaces, forest fires, blazing
buildings) have Danger Ratings of 80

The Referee must
decide if your character
has a chance of getting hurt
when he is caught in a fire.
Jock could be standing in the
middle of a burning
building, but he may be
in a spot where the fire
has not yvet reached.
When your character is caught in a fire, and the Referee
has determined that your character is hurt by the fire, the
Reteree makes a Danger Check against the fire's Danger
Rating to see how badly your character is hurt,

Example: Willie and Short Round are trapped in a
burning room! Flames lick the walls and reach toward
the roof, Willie and Short Round make their way to the
center of the room, where there is still no fire. It's the
only sate place for now, but they won't be able to stay
there long,

Choking on smoke, Short Round looks to see if he can
tind an escape. He sees a window along the far wall, but
the curtains that surround it are burning. It's their only
chance!

Short Round tugs at Willies skirt and points toward the
window, They race across the room, wrap their hands in
rags, and rip the flaming curtains down. As flames encir-
cle the window, Short Round and Willie leap through,

The Danger Rating for the fire rear the window is 20,
The Referee rolls to see if Short Round is hurt. He rolls
43, Short Round jumps safely through the window. Then
the Referee rolls to see if Willie is hurt. He rolls 18. Willie




jumps through the window, but the fire has singed her
dress and caused a Light wound to her arm

TAKING PRECAUTIONS IN FIRES

l Characters can reduce the chance of getting hurt in a fire
by getting wet, covering their heads and bodies in blan-
licts, or trying to beat deven the [lames,
The Referee decides if any of these precautions keep

characters from getting hurt. He may cut the fire's Danger
I Rating to 'z, or he may cut it to Va. e
|
|

EXPLOSIVES

ynamite, grenades, and other similar items are all

explosives—things that have the nasty tendency to

g0 off with a great deal of force and much noise, The
best thing to remember about explosives is that for your
character, they're very dangerous: explosives can hurt
more than one character when they go off; they can do a
great deal of damage in a split second; and they can very
easilv be used incorrect]y

HOW EXPLOSIVES HURT CHARACTERS

All explosives have Danger Ratings. The Danger Ratings
for specific types of explosives are given in the Outfitting
section.

The most important thing to remember when vou are
figuring out how explosives have hurt yvour character is

+|-IH? F'"l'rll:ﬂ‘{i".rl:'i AT 11||r'|‘ J‘rll rh:lr.‘-urlnr:. rl'lﬂl =l l'll"’.'lfl1&lI
when they go off, For example, if a grenade goes off in a
25-font-square Area occupied by three characters, the
Referee must make a Danger Check for each character to
see iF he is hurt

OF course, this characteristic of explosives can be help-
ful when your character wants to take out a whole bunch
of goons at once, but before a character tosses explosives
into the middle of a group, he'd better be sure that none
of his companions are in that group!

HOW TO USE EXPLOSIVES

When your character throws explosives, you tell the Ref-
eree where you want the explosives to land. For example,
vou might tell the Referee, "Jock s going to boss this stick
of dynamite into the middle of that pack of Nazis,”

You then make a Prowess Check. If the Check succeeds,

{ BOOM! The explosives land where vou want. If the
Check fails, the explosives land somewhere else.

USING THE SCATTER DIAGRAM

Because explosives affect entire Areas and not just one
person, it's important to know where they land even
when they miss their target. This effect of explosives is
called scatter.

If your character throws explosives and misses, roll
1d10 and check the Scatter Diagram on the Referee's
Screen. Find the number that matches your dice roll and
the arrow that matches the EEIIE‘TH] direction of your char-
acter's throw. The explosives land and go off in the Area

that has your dice roll number in it. For example, Indy
throws a stick of dynamite at a target straight ahead of
him and misses, His plaver rolls 1d10 on the Scatter Dia-
gram. He rolls 6, The dynamite lands off to Indy's right.
If the Area in which explosives land on the Scatter Dia-
gram is blocked by a wall or other obstruction in your

adventure, roll again on the Scatter Diagram for a new
location.

“CANT MIS5” SHOTS

Sometimes, your character throws explosives that you
are sure can't miss their target. When this happens, the
Referee tells vou that you don't have o make a Prowess
Check to see if the explosives land in the right place.

Remember, explosives are bad news! One grenade-
happy character can really get a lot of his friends blewn
up. 5o watch the other plaver characters, and make sure
:hey know what they're doing when they start lighting
uses!
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POISON

f all the dangers your character may face, poison is

one of the worst. After all, it's bound to take more

than one gunshot to take your character out of a
shoot-out, and a fistfight is more exercise than anything

else. But poison! Poison can kill your character in an
inctant, and with only tho clightect eoratch.

Poison is a peril that can await your character at every
turn. There are poisonous snakes, natives who use poi-
son-tipped darts, assassins whose knives are envenomed,
even poisonous plants that could turn your salad into a
dinner of death!

Fortunately for your character, even villains are hesi-
tant ko use poison as a weapon, They never know when
one of their goons might get the bottles mixed up!

There are many different types of poison. Some work
quickly, while others take effect gradually. Most paisons
cannot kill your character. but they can certainly make
him sick and feeble for a long time.

The three most important questions that you need to
answer when your character is poisoned are:

1. How long does the poison take to work?

2. How dangerous is the poison?

3. How long does it take your character to recover (if
he survives, of course)?

When a poison is used in an adventure, it's listed with
four notations that coincide with these questions. These
notations are called the Poison Rating.

Tha four notatiene in a Poison Bating refer tas 1) the
amount of time between Backbone Checks; 2) the poison's
strength (how it affects a character’s Backbone Rating); 3)
the number of Backbone Checks a character needs to
recover from the poison’s effects; and 4) how long it takes
a character to recover from the poison,

HOW LONG DOES THE POISON TAKE TO WORK?

Poisons can take from a few minutes to several hours to
take effect. When your character is poisoned in an adven-
ture, the Referee tells you how often you have to make
Backbone Checks for vour character. For example, if a
poison works very slowly, you might have to make a
Backbone Check every 24 hours (game time).

Most poisons require more frequent Backbone Checks,
such as one every 1 hour or one every 10 minutes. When
a poison is used in an adventure, the first notation listed
in a Poison Rﬂ!iﬂz ic the amount nf Hme the character
must wait between each Backbone Check.

The poison does not begin to work on your character
until you make the first Backbone Check, So, if the Poi-
son Rating requires that you make Backbone Checks
every 30 minutes, your character is not affected at all for
the first 30 minutes after he is poisoned.

HOW DANGEROUS IS THE POISON?

When your character is poisoned, the Referee checks the
second notation in the Poison Rating to see if the poison

z

is Extremely Weak, Weak, Dangerous, or Deadly, These
lewels atfect your character’s Backbone Rating,.
If the poison is Extremely Weak, vour character’s Back-
bone Rating is doubled (=2) when you make the Checks.
If the poison is Weak, your character’s Backbone Rat-
ing stays the same when you make the Checks,

If the poison is Dangerous, your character’s Backbone
Ratng 15 cut to */z when you make the Uhecks.

If the poison is Deadly, your character’s Backbone Rat-
ing is cul to /s when you make the Checks,

The third notation in the Poison Rating tells the Referee
how many Backbone Checks your character must make
before he can start recovering. Your character may have
to make from 1 to 4 {or more) Backbone Checks when he
is poisoned,

The first time you fail a Backbone Check when your
character is poisoned, he becomes weakened. All of his
Attribute Ratings are cut to /2.

The second time you fail a Backbone Check when your
character is poisoned, he becomes severely weakened. All
of his Attribute Ratings are cut to 1/a.

The third time you fail a Backbone Check when your
character is poisoned, he becomes incapacitated. He can-
not perform any actions.

The fourth time you fail a Backbone Check when your
character is poisoned, he dies.

HOW LONG DOES IT TAKE TO RECOVER?

The fuurth notatlon in a Folson Raring lists the amount of
time it takes your character to recover from a poison's
effects once you have finished making Backbone Checks.
This time is listed in seconds, minutes, hours, or days.

It all of your character’s Backbone Checks are success-
ful. he recovers fully, and he can ignore this step. If he is
weakened, severely weakened, or incapacitated, however,
he must wait the full recovery time.

At the end of the recovery time, make a Backbone
Check (against your character’s normal Backbone Rat-
ing). If the Check succeeds, your character is fully recov-
ered. If the Check fails, yvour character recovers one level
{For example, he may go from severely weakened to
weakened). Then he must wait another full recovery per-
iod before making another Backbone Check. If your char-
acter is weakened and the Check fails, he recovers fully,
unless you roll a Bad Break.

LUCKY BREAKS AND BAD BREAKS

If you roll a Lucky Break while you are making Backbone
Checks for poison effects, your character suddenly recov-
ers from the poison. You don't have to make any more
Backbone Checks, except for the Check at the end of the
recovery period. In effect, you treat a Lucky Break as if
vour character has found an antidote For the poison (see
Antidotes below),
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If you roll a Bad Break while you are making Backbone
Checks tor poison effects, yvou have to add one extra
Backbone Check to the number of Checks you are
already making for that poison.

EXAMPLE OF POISONING

Rattleanake pnienn. rontrary to what most peaple
believe, seldom kills people. It can make them quite ill,
however.

[ri this game, rattlesnake poison has the following Pai-
| son Rating: 30 min. / Weak ¢ 4 Checks ¢/ 24 hrs.

A rattlesnake bites Indiana Jones, You have to make
four Backbore Checks, each 30 minutes apart (game
time}, against Indy’s Backbone Rating (since the poison is
Wealk, his rating stays the same).

After 30 minutes, vou make the first Backbone Check.
The Check succeeds. After another 30 minutes, you make
the second Backbone Check. The Check fails, and fﬂE{U is
weakened. His Attribute Ratings are now cut to 142,
Another 30 minutes pass, and you make the third Check
(remember, fndy s Attributes are cut to 14z now). This
Check also fails, and Indy is now severely weakened, His
Attribute Ratings are now cut to */a, Finally, another 30
minutes pass, and you make the final Check. Despite the
fact that fndy s Attribute Ratings are cut to ', your
Check succeeds! Whew!

frdy now has to recover for 24 hours. This gives him
plenty of time to think about how much he hates snakes.
Aftor 74 howire (garmo Firmn), fonin T alre a RBarkhione Check
{using Indy’s normal Backbone Rating). The Check suc-
ceeds. [ndy recovers fully from the effects of the snake
poison!

After an ordeal like that, you'd hate snakes, too.

ANTIDOTES

Waost Poisons have antidotes or antitoxins, If yuur{'hﬁrac_‘-
ter knows what he has been poisoned with, and if he gets
to a hospital, the doctors or nurses there can prepare an
antidote, Antidotes automatically cancel any Backbone
Checks that haven't already been made. Your character
still has to rest for the poison's full recovery time, how
ever,

IRRATIONAL FEARS

verybody gets scared once in a while, [F a person
I|ILr"".w"l“

character is no different. At some point, he's bound
to come up against something that scares the daylights
out of him,

Most of the time, your character faces his fear and goes
about his job. Sometimes, however, a fear simply para-
lyzes yvour character, and he can’t de anything. How do
know when your character is really frightened? And how
do you have him react?

Dealing with irrational fears is something that relies on
vour ability to act the part of your character. As a player,
of course, you know that your character's fear is just part

doean’l Bel ac ared, he®s not hunan!

|

of the game, but the trick is to react to the situation just
]'IIH:.H '!"'i"l.]l_' :;h.draftrfr Wlﬂ{l_!d. ]h h‘L' H{'i]]'[_"[].? ;{[}W :=jt'd|‘l_'n:l i.‘_i
hel You decide, and if you're a good role-playver, you
react the way vou know vour character would. You know
that Indy wouldn't pick up a handbul of snakes and drape
them owver his shoulder like they were so much spaghetti.
He'd probably rather cleep on a bed of nails]

| here are all ditterent kinds of wrrational tears. Fear of
snakes, bugs, and heights are three fairly common ones.
Any irrational fears that vour character has are listed on
his character dossier in the Evidence File.




HOW TO REACT #

it.

Make a Backbone Check. If the Check succeeds, your
character grits his teeth and presses onward. You can
continue to make normal decisions for your character. If
the Check fails, your character is frozen in fear. There’s
no way he’s going to come any closer to the thing he
fears. He can run away, go for help, or shout encourage-
ment to the other characters, but he just can’t come any
closer,

When your character is confronted by something he fears,
yvou must check to see if he keeps his cool or starts to lose

4?:

Example: Indiana Jones has an irrational fear of
snakes. He is exploring an old ruin when suddenly, the
Hoor collapses under him and drops him into a deep pit.
Indy struggles to his feet and shines his light around the
pit. A small staircase leads to a doorway out of the pit.

As Indy draws closer to the stairway, he sees that
dozens of huge, ugly snakes are coiled around the door-
way. AARBRRGGIIT

You make a Backbone Check for Indy. The Check fails!
Although he knows that the doorway is probably the
only way out, Indy can't bring himselt to move any closer
| L&) tllt? .‘iPIL"IE'Q.t":-. iil'?l::}" 1[:'—';|:rl'r;1tn:'!}: ]“'Fin‘i HI'.IF('!'I.ir‘;.Z inr
another way oiil of the r.ljt.

Eventually, Indy discovers that the snake-filled door-
way is indeed the pit's only exit. After wasting several
minutes in the pit, Indy steadies himself and races
through the doorway, cringing all the way. In this case,
you do not have to make a second Backbone Check.

MODIFYING BACKBONE CHECKS

Some Backbone Checks for irrational bears are modified.
If the snakes from the above example had been coiled
around a rare, exotic artitact, Indiana would've overcome
his fear and taken the artifact. JTn:J’_y:a' Backbone Rating
wolld be doubled in this situation.

The Referee decides when and how a character faced

l with something he fears has his Backbone Rating modi-

fied,

SUPERNATURAL EVENTS

hrough the ages, legends and tairy tales have hinted
at and referred to supernatural powers and events
things like talking spirits and living ghosts.

Even in the world of Indiana Jones, myths and legends
persist, despite the fact that most civilized men dismiss
these sorts of things as just a bunch of superstitious
mumbo jumbo. Magic is just trickery, spirits are only
imagined, and unusual events can always be explained by
the physical laws of science.

Can't they?

If your character is confronted by an event that just
can't be explained by science, how does he react? What
would you do?

HOW TO REACT

Your chararter rearts 1o -r.nr\-:-rn-_'llnrﬂ avente and encoun-
ters the same way he reacts to irrational fears.

Make a Backbone Check for your character. If the
Check succeeds, your character can easily deal with what
has confronted him. Your character doesn't have to
explain or analyze the event: he only has to deal with its
consequences, if there are any. If the Check fails, your
character cannot deal with what he has seen. He reacts as
if he has been overcome by an irrational fear.

Alfter all, what would you do if you suddenly came
upon a real “live” ghost?




he good guys and the bad guys; even though it may

be hard to tell them apart sometimes, their actions

always give them away. Indy and Bellog may both
want the same artifact, but Indy won't be willing to mur-
der innocent people to get it. After all, Indiana fones is a
hero, and Bellog is a dangerous killer,
f Your character's goals in an adventure and how he

achieves them are important in judging how you play the

game. There are many ditterent types of goals in this
game. Some apply to yvour character, some apply to you
as a player, and some apply to the Referee,

MAJOR GOALS

hough they may be obvious, the most important
goals in playing this game are to have fun and
to get into the spirit of the adventure,

HAVING FUN WHILE YOU PLAY

You obviously want to have fun when you p]a}r thm
game. Otherwise, you're not going to. pia i
Remember, though, that 1..rm.'t- ;
yvou have, as well as how ¢
If you spend a lot !
about the rules
what yoar cha

GETTING INTO THE ADVENTURING SPIRIT

When you play THE ADVENTURES OF INDIANA
JONES™ Game. you're not just deciding what Indys
going to have for dinner, You're making bold and heroic
decisions. Many times, Indiana Jones and his companions
are up against life-and-death situations, and it'll be up to
you, working with your friends, to pull your characters
through.

Sure, some situations can be pretty risky, even treach-
erous, But that's what makes a good hero! The most dan-
gerous of adventures are those that pit your character
against an svil. power-hongry villawm ar thinee that male
it necessary for your character to rescue someone from
certain death,

In these adventures, your charagter's goals are much
more important than just providing amuseum with valy-

able artifacts, These kinds of an:lvr.*nmﬂ:s cail fﬂr [hﬁ m»ﬂst i
hﬂ'ﬂlt of actlﬂns-

-'mrm msm GUYS

why doesn’t Indy just Bun down anyﬂne who gets in

vayl. Wh}r d‘ﬂESIi th just &5 mean as the villains?
: his neck in the first place:
ere are certain things he
]’\clp e-ihq_r:]'m nc-i:dl ﬂ_ﬁ_“t h{' :.




should never kill anyone unless he's forced to, and that he
should be as fair and honest as possible in all his dealings.

When you play your character, you're playing one of
the good guys—one of the people who has a code of
honor. You have to make sure that your decisions in the
game reflect that code,

If the Referee thinks that vou are having your character
do something he wouldn't normally do, he can ask you to
make a Backbone Checle. If the Check succeeds, yvour
character does not perform the action. If the Check fails,
you can have your character do what vou want,

Example: “You are plaving Indiana Jones, You tell the
Referee that Indy’s going to steal a little old lady's purse.

The Referee decides that this action isn't something Indy
would normally do, and he asks vou to make a Backbone
Checl:. The Check succeeds. The Referee tells you that
Indy can't steal from the lady.

If you want vour character to do something wrong or
unusual for a specific reason, make sure you explain the
circumstances to the Referee. He may decide to let your
character perform the action.

EARNING PLAYER POINTS

hese rules are optional. If you don't want to earn
points in an adventure, you can ckip thic part of
the rules. However, these rules can help your charac-
ter and mavybe even save his life when things get sticky.
Mow you're interested, right?
To show that you and your character have both been
doing well in an adventure, you can earn Player Points.

WHAT ARE PLAYER POINTS?

Player Points are rewards for achieving your character’s
goals in an adventure, and for having fun and playing the
game intelligently. Both you and the Referee can earn
Flayer Points.

HOW TO WIN PLAYER POINTS

PC AND NPC OBJECTIVES

At the end of every adventure, and at the start of some
episodes, lists of PC and NPC objectives are given. These
objectives list the goals that yvour characters are supposed
to achieve during the adventure or episode. The Eeferee
should note what those objectives are, but he should not
tell the players what they are until the end of the adven-
ture.

Some commaon objectives for PCs are recovering an
artifact, rescuing someone, and escaping lrom villains.
Some commaon objectives for the NPCs are capturing the
plaver characters, making sure the villains keep an arti-
fact, and getting the player characters to go to a specific
location,

When the adventure is over, the Referee should decide
which objectives the player characters met, and which
objectives his NIPCs met. Each objective is worth a spe-

ma:ific number of Player Points. Each plaver gets the speci-

z

fied number of Player Points for each objective his
character meets.

PLAYER AND REFEREE AWARDS

The players and Eeferee also award Player Points to
each other at the end of an adventure {or episode). Each
person can get up to 3 Player Foints, based on how well
he played, and on hew much fun he added to the game,

You give out and receive Player Points by answering
these three questions:

1. Did the person make the game fun to play?

2. Dd the person play the part of his player character
l:or l'riq ["Ip(:u:l 1?{:“?

3. Did the person have good ideas?

First, the Referee applies these questions to each player.
For each question that he answers “yves” to, he gives that
player 1 point. Then the players, in a group, apply the
same questions to the Referee. Keep in mind that if you
want the Feferee to be fair with you, you've got to be fair
with him,

Special award: If a player sacrifices his character’s life to
save another character (PC or NPC), he automatically
earns 15 Player Points to use for his next character.

PLAYER POINT LIMITS

In most cases, the Referee should try to keep from award-
ing more than 5 Flayer Points to each player in an adven-
ture or episode,

You can accumulate Player Points from adventure to
adventure, but you can't have more than 15 Player Points
at any one time. You'll probably earn more than 15 Player
Points over the course of your character’s lite, but you
should make sure that you don’t go over the limit at one
time. If you earn Player Points that would put your over
your limit, you lose the extra points.

Obviously, you'll want to stay under the limit. So how
do you spend Player Points?

SPENDING PLAYER POINTS

Player Points are a good measure of how well you play
the game, but they do serve one other, very special pur-
pose. Player Points can help heal your character,

For every-5 Player Points you spend, vou can reduce
the severity of one of your character's wounds or injuries
by one level (making a Serious wound a Medium wound,

for example), Once vou spend the Player Points, they are
gone. Subtract them trom the Player Foint total on your

character sheet.

If you want to spend Player Points to reduce the sever-
ity of a wound or injury, you must spend them as soon as
your character is hurt, You can't decide to spend the
points 14 rounds after your character was hurt,

If vour character is killed and vou still have Player
Points, you can apply those points to your new character.

[
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PAYING THE BILLS

l ell, look Marion, I'd like to stand here and talk to
vou all day,” Indiana says, “but I've got a class to
teach. And if | den't teach, the college doesn't pay

"

me.

Well, now vour character knows how to go on adven-
tures, and itz a pretty expensive business. His clothes
keep getting ruined, he has to keep springing for plane
tickets and doctor bills, and hey, he's got to eat! So
where is all the money coming from?

Let's Face it. vour character needs a iob. Ideally. he'd
fFind a job that lets him travel all over the world, going
from one adventure to the next, Unfortunately, there
aren’t many employers in the world who are willing to
pay for that!

HOW TO EARN MONEY

} Characters in this game can earn money in several ways,
but the two most effective ways are finding a regular job,*
and hiring out as an archaeologist or digger.

REGULAR JOBS
Indiana Jones has a regular job as a professor at Mar- -
shall College in Connecticut. Besides teaching courses,
Indiana travels the world, obtaining rare artitacts tor the
Mational Museum, which is associated with the college.
If your character has a regular job, it is listed on his
character dossier.

FREELANCE ARCHAEOLOGY

Your character may be able to hire himself out as a
archaeologist. For example, a collector may hire your
r,]'-..-:r.ﬁ:,l'er [¥h] F:nd a rare statue T l'll.':’ I'u; rbar ti'l;l: r,11|]:_4;_tnr

of your character’s expenses, including food, lodging,

paid any debts that he runs up on the adventure,

recover artifacts. After all, he's the best archaeologist
around. He can’t do it all alone, however; he rl&"F*l]H help.
fﬂfh"‘l [deﬂ'lLl'lt F':.:lr dan +'-':p§.|li|t“}ﬁ '11:1‘- to cover "'l.l“ com-

his triends.

! KEEPING TRACK OF MONEY

lodging, clothing, and basic supplies. Since your charac-
ter starts most adventures by being hired for a job, he
doesn't need to WOrTy about travel EXPENSES, either: his
emplover takes care of them as well. [n fact, when your
character begins an adventure, his employer probably

takes care of all your character’s expenses (within reason,

of course!),

4
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pays vour character for finding the statue should cover al

T
travel, and guides. The fee should also be large enc-u;c,h 50

that a nice sum is left over for your character after he has ~

Indiana Jones is the character most likely to be hired to
panions’ expenses, because Indy is responsible for paying

four characeer never has o worry abouor paying for food,

j Money becomes a problem for vour character if he
suddenly finds himself without any employer or Friends.
The Referee can try to help any character who gets into

this kind of predicament,

Just because most of your character's expenses are
taken care of doesn’t mean that he can forget about
money altogether, You should still keep track of how
much money your character has in an adventure. For
example, if your character tries to bribe a goon in the
middle of an episode, your character had better have the
money on him.

. Your character mav start the game with a set amount of
money, which is listed on his character dossier.

.

\ TRAVELING
our character is a world traveler. After all he has
tee be. Those rare archaeological finds won't just
show up in his backyard. They always seem to crop
up in the most inhospitable places known to man: steam-
ing jungles, blistering deserts, and rugged, Frozen moun-
tain ranges. These are the homes to the wonders of
[ mankind’s past, and your character has to get to them
someho
When your character travels over long distances, he
usually goes as a passenger. There are four ways your
character can travel long distances: by ship, plane, train,

?‘or car,

a4




When your character travels by sea, he may have a
warm, comfortable cabin on one of the finest luxury lin-
ers of the day. OF course, he may also find himself sleep-
ing in the cargo hold of a rusty, broken-down tramp
freighter manned by a bunch of pirates. It all depends on
where ha's gaing and how much he can afford to spend.

If your character is sailing between major ports—New
York ko Calais, for example, or San Francisco to Tokyo—
he easily finds a respectable ship on which to travel. Once
vour character gets off the beaten path, however, things
start getting interesting. Chances are that any ship run-
ning from Macao to New Guinea is no yacht!

AIR TRAVEL
In the 12300, commercial air travel ywas an industey in its
infancy. Planes rarely traveled long distances in those
days; instead, airlines made several stops between major
cities. For example, a New York-to-London Hight might
make refueling and repair stops in Newfoundland and
Ireland. Your character can easily find seats on commer-
cial Hights between major cities. The broken lines on The
World of Indiana Jones map denote these commercial
airline routes,

Onee vour character starts looking for flights from
places like Tunis to Benghazi, good luck! In these situa-
Hons, your character's best bet is to try to hire a pilot to

take him where he wants to go. Keep in mind that some
of these pilots might be Aying two-seaters held together
by chicken wire and string! When your character wants
to find a pilot, he's going to have to ask around the local
airfield and hope that he gets someone dependable.

RAIL TRAVEL

Traveling by train is far and away the most dependable
way For your character to get from one place to another,
In most cases, your character can at least find a third
class seat on a train that's going where he wants to go.
Unfortunately, trains can't cross oceans, so not all of your
character’s transportation problems are solved.

CAR TRAVEL

Traveling long distances by automaobile is best left to the
adventurous characters who have time on their hands. In
many countries, roads in the 1930s were little more than
dirt paths. Cars took terrible poundings on these roads.
Also keep in mind that there weren't a lot of service sta-
tions along the way at that time. What happens if your
character’s out in the middle of nowhere and his car
breaks down? He can't flag a taxil

TRAVEL TIMES AND COSTS

The World of Indiana fones map is printed on the back of
the Combat Grid, The map gives the world political
boundaries that existed in the late 1930s. At the bottom of
the map is a map scale you can use to determine travel
tirnes and costs. The Map Scale lists figures for sea, air,
and rail travel.

To determine travel time and cost for a trip, first pick
the type of transportation that your character is using.
Then measure the distance between your character's start-
ing point and his destination_ (You can use the edge of a
piece of paper to do this.) Next, line this measurement up
against the bar on the Map Scale that matches the type of
transportation your character is using. The number above
the bar is the trip's cost {in U.S. dollars}; the number
below the bar is the number of daye the trip takes.

You don't have to use the Map Scale when your charac-
ter flies on a regular, commercial flight. If your character
flies on a commercial plane, the trip takes from 3 to 24
hours and costs between $100 and $1.000. The Referee
decides the exact duration and cost of the flight, based on
\‘-'J":Er“ yaar ﬂ'h;u"!ﬂ‘h.'r " E-_':|-1;“H-

Remember, vour character's employer covers most
traveling costs, If vour character is on his own, however,
he must pay his own way when traveling. Of course, he
can always stow away on a ship or jump a freight train
and travel like a hobo, if he's broke. There's always some
way of getting around,




he rest of this rules booklet is for the Referee. The

first section, “The World of Indiana lones” outlines

some of the events of Indy's time. [t also Features
descriptions of famous archaeclogical sites and mysteries.
The second section, "The Referee’s Job,” gives guidelines
and tips to the Referee on how to run a successful Indiana
r Jones game. The final section is made up of the conclud-

ing episodes of “The lkons of [kammanen.”

The Great Depression grips the world . . . Adolf Hitler
rises to power . . . Gangsters enjoy a reign of terror on

American streets . . . Prohibition is repealed . . . The
world was far from asleep in the 1930s. In fact, that dec-

ade was one of the most turbulent in world history, serv-
ing as an ominous prelude to the Second Warld War,

This is the world in which Indiana Jones lives, a world
of economic uncertainty and political instability. When
you run adventures in this world, you should try to
remind your players about some of the historical events
1’ that mav shape their characters’ actions.

1930 1931 1932

VIOLENT RIOTS AGAINST  UPRISINGS OCCUR IN BOLIVIA AND PARAGUAY
THE BRITISH BREAK OUT  BELGIAN CONGO. BEGIN THE CHACO WAR.
IN INDIA. REBELLIONS ARE MANCHURIAN WAR
REVOLUTIONS TAKE CRUSHED IN ETHIOPIA. CONTINUES.
PLACE IN BOLIVIA, PERU,  jppan INVADES MAN JAPAN ATTACKS SHANG-
ARGENTINA, AND BRAZIL  chuRiA HAL
dudga J.F. Crater, of the REVOLUTIONS TAKE REVOLUTIONS CONTINUE
Mew York Suprema Court,  pLace (N PANAMA, PERU, [N CHILE AND PERLL,
walks around & street CHILE, PARAGLIAY, AND MORE UPRISINGS OCCUR
comar s disspposrs EL SALVADOR, IN BELGLAN CONGO.
PR First solo fight around the  Erangin 0, Roosevelt is
world is completed in B gacind prsidant of the
days. Unitad States.
Bloodiass coup in Stam
ovarthrows the mosnchy
thara.

!

HISTORY OF THE 1930s

ome of the major events and movements of the

decade are described in this section, Try to use

some of this information to create a mood for your
players. You might also base some of your NPCs' reac-
tions to the player characters on the events of the day.

The information given below is far from complete;

thousands of books have been written on these subjects.
If you'd like more information about a certain topic,
check your local library. The more vou know about a

place or event, the more color and excitement vou can
add to your game. Your players are bound to appreciate
thatl

The Great Depression: In 1929, the world economy col-
lapsed. The value of money plunged, and factories, busi-
nesses, and banks were forced to close, The Depression
had long-lasting, worldwide effects. In fact, the Depres-

sion gripped the world for most of the decade.

1933

1934

1935

ARMY REVOLTS INCUBA.  ARMY SUPPRESSES ALY ATTACKS ETHIORIA,
JAPAN TAKES CONTROL  UPRISING IN SPAIN. MALARIA EPIDEMIC
OF MANCHURIA; WAR RIOTING BREAKS OUT IN RAVAGES CEYLON
BETWEEN THE TW0O MOROCCO. RIOTS BREAK OUT IN
COUNTRIES ENDS. CHACO WAR CONTINUES.  RHODESIA AND ON THE
MORE UPRISINGS OCCUR  The Sovist Union joins the  CARIBEEAN ISLAND OF
IN BELGIAN CONGO, League of Nations, 5T WITTS.
CHACO WAR CONTINUES.  gunacal strike s called in REVOLUTHONS TAKE
The United States recog-~ San Francisce. PLACE IN GREECE AND
nizag the Soviet Union. US. troops withdraw from " EMEZUELA
Adolf Hither becomes Haiti, CHACD WAR ENDS.
Garmany and Japan quit slavia Is asssssinated in Versailles, which fmited
the League of Nations. France. the size of the German
U 5. Marines veithdraw Adeolf Hitler purges th military.
from Nicaragua. Brownshirts in the " Nught Sialin begins punges of the
Albert Emstoin fles ta tha  ©f tha Long Nrives” military and chvilian
Us. Chinase Communists begin =508t grOUS in the
ther Long Marnch 1o escaps Soviet Union.
ta the Philippines,
Balloon flight by Explorer (1
reaches an altftude of 14
TGS,
The firat airmail flight
across the Pacific reaches
Maniila in 7 days.
indians Jonas stmbles
onto *Tha Temple of
Poam."
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Unemployment and unionism: The high unemployment
caused by the Depression led to increased union activity
in industrial nations, such as England and the United
States, Because of the hard times, however, union activity
met with bitter resistance from business owners. Strikes
occurred often, and many led to riots and bloodshed.

Rise of fascism and communism: Not surprisingly, the
governments in power at the time of the Depression were
blamed for much of the hardship. Increased political dis-
content led to increased political activity, and one of the

results was the rise of fascism and communism through-
out the world. Fasciat dickatora—auch as Flitler in Geir-

many, Mussolini in Ttaly, and Franco in Spain—took
complete control of their countries, These dictators built
up their military forces dramatically during the 1930s,
bringing the world closer to war.,

Communism appealed to many people during the
Depression because it set forth the idea that wealth should
be shared equally by all. As a result, communism in
industrialized nations grew as a movement during the
1930s.

1936 1937 1938

CIVIL WAR BREAKS OUT SIND-'APANESE WAR RIOTING BREAKS OUT IN
IN EPAIN, BEGINS. TUMNIS, TUNISIA.
ITALY CONQUERS ETHIO- SPANISH CIVIL WAR SPANISH CIVIL WAR
PIA, CONTINUES. CONTINUES.
RIOTING BREAKS OUTIN  Japen simks U5 gunboat Germany peacefully
GREECE, PALESTINE, in China Sea. occupies Austria and
POLAND, AND TANTIBAR. Gokden Gats Bridas i Crechoslovakia.
JAPANESE LAUNCH completed.

ATTACKS IN MONGOLIA. e dirigiislo Hindanburg

Germany peacefully explodes and burns in New
occupies the Rhincland of ~ Jersey.

Frarms. haly cuits the League of

King Edword VIll abdicatos  Nations.

from the throne of England jergans tones sravels o

and marties B COMoner. Liberia to fird “The lons

President Roosevelt is re- of Raammanen.”

dlected,

Attermnpind coups in Chile

and Tokyo are crushed.

Rosmse-Barkin axis is formed.

A general strike of mari

time workers on hoth LS

costs tes up ol msjor

ot

Indiava Jones recovers the

Ark of the Covenant. The

U5, government hushas up

the discovary.
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Colonial uprisings: Colonies all over the world had been
trying since the First World War to gain independence
from their empires, Because of the Depression, rulers of
many empires had a difficult time controlling unrest at
home, and thus found it even harder to maintain control
over colonies. As a result, uprisings were frequent and
bloady.

Indiana fones and his companions often have adven-
tures in these colonies, and they aren't always welcome.
In the 19305, white men represented the oppressors to
those who lived in the colonies.

TIMELINE: 1930 - 1940

To help vou put some of these movements into perspec-
tive, a timeline of events for the decade is given here.
Events that might directly affect your characters are in all
capital letters. Many of the events listed took place in the
underdeveloped nations of the world. A good deal of ‘
your characters’ adventures are likely to take place in
these nations.

1939 1940

GERMANY INVADES ITALY INVADES GREECE.

POLAND. WORLD WAR 0 RIOTS BREAK OUT IN

BEGINS. RHODESIA,

THE SOVIET UNION INVADE

INVADES FINLAND. %ﬂmu SN

SPANISH CIVIL WAR GERMANY INVADES

ENDS. DENMARK, NORWAY, AND

Ialy octipies Albaria. FRANCE.

Reguisr tranastlants THE SOVIET UNION

cosmamercial air senvice OCCUPIES ESTONIA,

begins. LITHUANIA, AND LATVIA.
Radar ressarch begins in
us



ARCHAEOLOGICAL SITES
OF THE WORLD

anted: Knowledgeable guide to interior of

Indochina. Must be experienced and available for

one month or more. Interested parties contact Profes-
sor fones, New Peace Hotel Hanoi”

Most of Indiana Jones’s adventures center around the
discovery and exploration of ancient ruins. These places
are the sites of strange and wondrous mysteries. But first
fondy las b Giod thew, and as Referer, so do you.

ARCHAEOLOGY IN THE 1830s

By the 1930s, archaeclogy was an accepted and popular
science. Since the late 1880s, archaeclogists had made
fabulous discoveries, including King Tutankhamen's
Tomb, and the seven cities of Troy. The world waited
eagerly for the next breathtaking treasure, but most dis-
coveries were of the type that could excite only a trained
archaeologist—things like a collection of writing tablets,
an ancient brick village, or a rotted Viking ship.

This section features a list of two types of archaeclogi-

cal sites—historical and legendary. Many of the historical
stres had been discovered by Indy’s hime; others had et

to be found. The legendary sites are those that have only
been rumored to exist.

You can use these sites as adventure backgrounds for
Indiana Jones and his companions. For more information
about archaeclogy and the sites deseribed here, check
your Jocal library.
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HISTORICAL SITES

Abalessa, Tunisia: A small burial
chamber, discowvered here in 1925,
poses a riddle, In the tomb was
the skeleton of a all woman. The
skeleton is unlike any of the
others found in the area, The local
Avrabs have said that Princess Tin-
Hinan was buried in the area
where the tomb was found. Was
she the tall woman?

Angkor Wat, Indoching: This
jungle city, which had been aban-
doned for centuries, was rediscow-
ered in 1868, It was bkt E_'\-',r the
Fhmer and was the conter ol (e
civilization. The city is burned
deep in the thick, Asian jungle,

Craig Phadrig, Scotland: The
wealls of this Celtic fort are made
of fused stone, melted glassy
srnooth by temperatisres of 1,300
degrees Celsius or higher, How
was this doneT

}

Fort Chimo, Canada: Eskimos
claim that this collection of rock
walls and piled blocks was built
by giants who spoke an unrecog-
nizable language. Vikings or
Indians may have built the struc-
ture, but there is no proof.

Gethsemane, Palestine: These
burial crvpts, Found in 1972, were
hidden under the foundation of
the Church of Getbsermnane, [t has
been said that the Virgin Mary
was burled In a tomb much like
ong of these,

Iron Pillar of Meharauli, New
Deethi, India: This 22-foai-high
iron shaft was built sometime in
the fifth century as a memaornal to
King Chandra. What makes this
pillar unusual is that, although the
iron appears to be normal, it does
not rust, Why?

Mada'in Salih, Saudi Arabia:
Thus collection of tombs carved
inte rocks is hidden in a small,
dry valley. The natives say that
each tomb holds a sacred stone

& that is the home of a god

Mycenae, Greece: This pre-
Crecian city was discovered in
1816. Legends say that it was the
city of Agamemnon, a Greek hero
of the Trojan War, The city was
abandoned in the course of a few
years, and the culture that thrived
there simply vanished.

Manmatol, Ponape Island in the
Caroline Islands: Hidden away
on this tropical islamd 15 a Stone
Age village that has rock walls, a
sea wall, and a canal. The city,
which was ahandaned hefare it
was finished, is unlike any other
in the area. What tribe or group
built this town, and why did they

leave?

Memmut Dagi, Turkey: The
remains of several 30-toot-tall
statues are scattered throughout
this rocky, mountainous area, An
altar also stands here. This area is
rumoared to be the site of the tomb
af Antiochus I, an ancient Syrian
king. Dangerous earthquake
activity has prevented archaeslo-
gists from exploring the treasures
of the ancient king’s tomb.
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Petra, Jordan: Hidden deep in the
dry valleys of this area iz a collec
liom of bulldings carved right into
the mountainside. The buildings
in 16812, Mo ane
knowes what |.|'>|,' arnabe il.l.llli!":h"
wiere used tor,

W ':IIHI AveTe

Duala’at al Bahrain, Bahrain: A

bES O L m'v‘-l- red mounds

of this island
thai the

=

s ONE {'rn

ually

Ancient

o he b

be the remains of a cty

Sumerian legends Indicate that the

city was onge the center of Para

dize and was the only land 1o

survive the Flood.

5t. Peters Basilica, Htaly: When
rxeavations were made in 1930,
ar."arnlr'ﬂi:.'n foumnd a crypt

|,'r~|, ler this church’s foundation
Popular accounts seggest that the
bones Found there are the remains
of 5

Peter.

sarere once thought

Santiago de Compostela, Spain:
Blegalitha (huge standing stones)
and rock paintings by pre-Chris
tian tribes Fill this area. Before the
coming of Christianity, this area
was considered to be a powertul

myatical site, Primitive pilgrims
from all ever Western Europe

Fravelad i thic willlags

Stomehenge, England: The most
tamous of the ancient megalith
structures, Stonehenge is built ol
several rings of standing stone.
Heww Stonehenge was b
mystery, but why it was built =till
5. Was it an observatory For
ancient astrologers, or the site of
|1'..:|t'_||.';|| Diruad rituals?
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LEGENDARY SITES

Atlantis= This clvillzatior

bW

said to have existed before the

Greeks, The great culture

Adbantis supposedly vanished

when its izland sank bene

sea. For centuries, men h

ta prove that Atla
pxisbed, bt no o
Some B4y Arlant
isiand in the Medi
others belieyve it
continent in

Was a

Was a

CAnean,

ath the
ave tried

succpeded

volcanic

sl

the Atlantic Ucean.

El Dorado: When the Spanish

Conguistadors

Woarld,

th L heard tales a
Dorado, a fabulous city of

reached the Mew

at El
gold

The « by was said to be so rnich
with gold, the king was dusted

with gold every morning
Congquistadors pushed fa

tarther into the jungles of
but they

amd South Aumerica,
never ‘|I.I iJ.".I.E F.i '-Jl L1 e |(1

The Fountain of Youth:

The
rther and
Central

r‘l FACE (JI."

Lean sought this fabled fountain
i the swamps of Flomida.
Although the Indians said the
[ountaim exist I.'L]_. My O EVET
Found it. OF course, Florida today
& ewvilized, so it's mol 'iikv]y kal

such a fountain exists. ls

it?

while

Himalayas, Mepal: These moun
tains, the highest in the world, are
rumired to be the home of the
fabbed Yeti, or Abominable Snow
man. This creature is a glant man-
ape that supposedly lives in the
snowy highlands, Many sightings
and claims have been made, some
of which have proved to be
hoanes, s the et real?

The Hollow Earth: There are
those who still believe today that
the earth is hollow and that entire
lamds wait

to be discoversd inside
Supposedly, the hollow earth is it
:!:l}' 115 W SR 'nl:'ull CAn I'H' &n! rl'Tl'l,:-
through apenings at the MNorth
|'||'|I:] 'T\!'l'.:r}" P-l'llll""«. !'{'.-1E'r|-\.|'=\- a‘l‘h 1 ‘a}-
that light from the internal sun
escapes al night to form the
aurora borealis, or northern
lights.

The Kingdom of Prester [ohn:
Medieval scholars, their nations
pressed by invading Mongals
belseved that a Christian kingdom
ol vasl power and wealth lay far
to the east, beyond the plains of
Asia, Many Europeans tried
desperately vo Hind the kingdom
whuose ruler, it was rumored, was
the only one who could turn back
the seemingly invincible Mongols.,
No one ever found the Kingdom
nl Pracker Inlin Rdany nowe
believe that the stories were
distorted tales describing the
Chinese Empire.

The Lands of the Odyssey: The
If}n:]'j.'.-:.'e-.p' tells the story ol U‘-{!r"
sseus 10-year travels abber the Fall
of Troy. Historians have consid-
ered many of the stories from
Homer's l':?ni: to be .'\.Jl:'hr'lly' Hetion,
but some of the lecations [rom
The Cdyssey have proved to be
real. Could the Land of the Lotus
Eaters actually exist] [s there an
I!il-l' ot c.'i TCe, OT amn ]F]I_"' I'lr
Polyphemus?

Loch Mess, Seotland: Seotzmen
maintain that some Fr\ﬂ_':-.i_blu;'.ril_'
creature lives in this long, deep
lake in the Scottish hills, but no
onie has been able to provide any
proo

Seven Cities of Gold: Matives
claim that the seven cities of
Cibolawere were magnificent
treasure troves. Like El Diorado,
the Conquistadors tried to find
these cities of gold, which were
thought to be somewhere in the
southwest part of North America,
but they never found them, Were
they enly cliff-dwellings (as some
hawve suggpested]. or did these
treasure-filled cities really exist]
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s a Referee, you're in charge of the game. Your play-

ers rely on you to keep the action moving and keep

the adventures interesting. Sound simple? Well, it
is, once you've learned some of the basics. This section
explains how you run adventures that are produced as
supplements to THE ADVENTURES OF INDIANA
JONES™ Game:; it also gives details on how you can cre-
ate your own adventures,

RUNNING ADVENTURES
WINGING IT

au're right in rthe middle of a rip-roaring

adventure when one of your players suddenly

drops a bomb. He wants his character to do some-
thing that isn't explained in the rules; it's not even some-
thing you thought could happen. What do you do?

First, don't tell your players, “No! You can't do that,
It's not in the rules” If a player comes up with some unu-
sual and creative action for his character, let him give it a
try. Don’t bind your players to following the rules to the
letter,

Second, don't panic! Listen to your players idea, and
make a decision about how his character might be able to

perform the action. Any decision is better than none at
all.

Third, you can allow characters to do just about any-
thing. The emphasis is on “just about” Indy wants to dive
olf the skyscraper, catch the wing of the passing biplane,
and then use telepathy to stop the pilot's heart. There's a
chance (a slim onel) that Indy could actually hang onto
the plane, even though the rules don't cover that sort of
action. There's no way he's going to be able to use telepa-
thy, however. That sort of action is simply beyond the
scope of the game,

USING ATTRIBUTE RATINGS

Almost any action your character performs, no matter
how crazy, is based on his Attributes. When a player
wants his character to perform an unusual action, pick
the Attribute that most closely fits that action. Then
decide how difficult the action is and modify the chaszc-
ter's Attribute Rating aceordingly. Tell the player what
Attribute you are using and what modifier you've applied
to it. If the odds for success are slim, the player may
decide to forget it. If he persists, let him try it. If he suc-
ceeds, more power to him. If he fails, well, those are the
breaks,

BEING DESCRIPTIVE

As Releree, you are a storyteller and actor. Most of what
your players do is based on what you say and how you
say it. Here's an example of how your words can make a
difference to your players. First read this description:

You're in a long, narrow room. A bar runs down
one wall. There aren’t too many people in the bar.
There’s one bartender in the place. You see the

J man you are looking for; he’s sitting at the far end

of the bar. You walk up to him and say hello. He
looks at you and turns away. Three large men
from a nearby table stand up and come over to
you. One of them says, “Why don’t vou leave our
friend alone?”’

Not very exciting, is it? The description gives your
players the basic information, but it doesn’t give them
any flavor. So how do you spice it up? By adding details
and colorful language, you can make the same encounter
much more exciting. Read this rewritten version.

You Rick open the door and step into the bar. It's
a dinky joint, with a heavy, wooden bar running
along one wall. Tinny music blares from a radio in
the corner. There's only about 20 people in the
place, but it seems like it's packed. Customers are
talking, shouting, and laughing in coarse voices. A
couple of big, hairy dockworkers are straining in a
fierce armwrestling match near you. Their pals
shout encouragements and slap money down on
the table. In your worn jacket, battered hat, and
dirty boots, you fit right in. Nobody's even looked
up at you.

Through the haze of cigarette smoke, you see
your contuci—small, rumpied, and unshavemn—
slouching on a barstool at the end of the bar. He
fumbles for the glass in front of him. Great. Looks
like he's ripped. You shoulder through the patrons,

scrape a barstool across the wooden floor, and sit
i down beside him. The bartender, a red-faced man
with a huge handlebar mustache, leans across the
bar. “Whattya have, bub?" he shouts. You wave
him off: you've got business.
|  Youturn to the little drunk. “Long time no see,
pal. Let’s talk.” you say. He looks at you with
bleary eyes, mumbles something unpleasant about
Your parents, and then turns away. Suddenly, a
buneh of thugs get up from a table and surround
f vou. The biggest leans over you—so close that you
can smell the sour booze on his breath—and jabs a
dirty finger right under vour nose.
|I “You. We don’t like you.” he drawls slowly, “Why

don’t you just buy us a drink and clear out?"

Besides getting a lot more information from that
description, your players also get a lot more excitement
frnm it. Tl'!." o remember that ROIF [‘Ilﬂ-}rl}ru have mora
than one sense. Use descriptions that tell them what their
characters hear, smell, taste, and feel, as well as what
they see.

{ USING PROPS

You can use props to help make the game visually mare

exciting for the players. When the characters are fighting
or exploring, you may want to use the 3-I) figures to set
up rooms or streets on the Combat Grid. If you want,
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you can also use the Adventure Backdrops on the Ref-
eree’s Screen to provide backgrounds for the rooms and
streets that you build,

The Evidence File also includes props that you can use
to pass information to your players. Details on how to
use the Evidence File are given on the first page of that
booklet,

You're in the middle of a hot car chase, but you suddenly
forget what kind of cars your characters are driving.
Then you torget who is in the cars, and then you torget
where the chase is taking place. Where does that leave
your players? Frustrated and bored, while you fip fever-
ishly through the rules booklet!

Betore you run an adventure, take the time to prepare
for the game. If you do, your players will appreciate it.
Here are some of the steps you can take to make sure
you're ready for an adventure:

B Have the place where vou are playing ready to go.
Make sure there are enough chairs, dice, paper, and
pencils for players. Have your Referee’s Screen set
up and your rules booklet at hand.

B Eead the adventure that you are going to run. If
you are running an adventure that vou created
yourself, have all of your notes at hand,

B [f you are using any props, such as 3-D figures or
character sheets, make sure you have them ready to
g0,

SOLVING PROBLEMS

Even in the best-run adventures, problems can arise. Here
AFD COTMG SOTTnoan prr.tllrl]-nrn': and howr to deal with them.
CHARACTER DEATH

Player characters can die in an adventure, although it's
a pretty rare occurrence. Normally, when a player charac-
ter dies, the player just takes on a new character. But
what happens when a player is miserable over his charac-
ter’s death, and that character is very important to the
adventurel

If wou think it's important that a particular character
stay alive, vou can explain that the character really isn't
dead, but that he collapsed. Tell the player that his char-
acter slowly revives later, opening his eyes to find that
{for example) he's in a hospital bed, or is being held cap-
tive by the villains,

You shouldn't revive dead characters very often, how-
ever. From time to time, characters are just going to die,
and that's that. You don't want a player to start thinking
hie character 1s irrlrnnrlzl_ hecanse the adventires will Tnce

all their sense of danger and challenge.

ARGUMENTS

You might find that one of your players doesn’t agree
with something that happens in a game. In such a situa-
tion, be fair. Listen to the player's arguments. Sometimes

z

| = player might present a sensible point that you hadn't

considered.

Other players might argue about everything because
one thing didn't go their way. That's just too bad. You're
the Referee, and your decisions are final. Explain your ¢
decisions to the players, and try to get them to under-

stand, but don't let one unhappy player ruin the game for
everyone else,

FEUDS

You'd better do your best to settle arguments when they
come up. Otherwise, they could turn into feuds in which }
two players refuse to cooperate with each other and
threaten to ruin the whole game. Ask the feuding players
to be fair to the others. If they still keep feuding, make it
clear that the villains could easily gain the upper hand in
the adventure because the characters aren't sticking
together. This sort of action usually calms things dewn,

If you're angry at a player, don't take it out on his
character. Don't sic 200 goons on the character just so
vou can get the player out of the game, That isn't fair,
Take time to cool down, These problems wsually pass ina
few minutes, anyway.

WINNING AND LOSING

Remember that in this game, there are no winners or
losers. Just because you often play the bad guys doesn't
mean that you're going to have a lousy time. All of the
players are working together toward a common goal, and
yvou should try to make it as fun and as challenging for
themn as possible,

When an adventure is over, your players may have
achieved a goal, but they're not the winners. If you play
the game well, you're all winners!

HAVING FUN

This is the only rule in the entire rules booklet that
REALLY counts: Play the game to have funl

Remember to use the rules in this booklet as guidelines;
they're not set in stone. If vou and your plavers get into
the spirit of the game, you're bound to enjoy yourselves. f

CREATING ADVENTURES

o what do you do when you run out of adventures?

What happens when your player characters have

recovered the Lost Ark, found the Temple of Doom,
and discovered the lkons of Tkammanen? Well, TSR, Inc. |
will be producing more adventures for THE ADVEN-
TURES OF INDIANA JONES™ Game, but in the mean-
time. you can create your own!

Dresigning your own adventures is one of the best ways
for you o ger even more out of this game. ¥When you
create an adventure, you're using your imagination and
your own ideas. There's no limit to how far yvou can take
Indiana Jones and his companions,

There are a couple of ways to create adventures, One
way is to let them create themselves—let your player




characters explore where they want, for whatever reasons
they want. This can be fun sometimes, but it often leads
to long and boring adventures. The best way to create an
adventure is for you to prepare one ahead of time, Follow
these steps when you prepare an adventure.

PREPARING FOR THE ADVENTURE

1. Pick a setting. Decide where you want most of the
action to take place. You can use the archaeological sites
from The World of Indiana Jenes section as possible set-
tings, or you can choose your own,

2. Choose some dangers to fit your setting. If an adven-
ture takes place in Africa, you can have characters come
up against angry natives, lions, poisonous snakes, croco-
diles, or army rebellions. Make sure that the perils fit the
location, however.

3, Choose an adventure goal. Decide why the player
characters are going where they are. Are they trying to
find a lost artifact? Recover a rare item from a master
criminal? Prevent important documents from falling into
the wrong hands? Make sure that your adventure’s goal
is easy to understand and possible to achieve.

4. Create a major villain. Of course your player charac-
ters can't just waltz in, grab what they want, and head
home. Every adventure needs a strong (and preferably
rotten) villain—someone whose goals are at odds with the
characters’. Use the rules for Creating NPCs (given later
in this sectivn) lw wueale a villain,

Take some time to give your villain some personality.
After all, you'll be playing the role, What are his goals?
What are his resources? Is he rich? Does he have a faith-
ful band of followers?

5. Work out a sequence of events. This is the real nitty-
gritty of creating adventures. Now that you have the
overall adventure plan, you need to decide what events
take place during the adventure and when they occur,
How do the player characters become involved in the
adventure! What kind of clues do they find? When do
they first encounter the villain? How can the characters
achieve their goal? How can they escapel

Be sure that you place all of the events in a logical
order, and keep in mind that you want to build tension
and excitement as you go. If the major villain gets tossed
in the slammer 10 minutes into the game, there won't be
anyonc for the characsters te confront!

6, Choose key episodes and work them out. This step
builds on the sequence of events. Now that you know
what will happen and when it will happen, decide on
which adventure episodes you actually want your player
characters to play out. Do characters come upon a really
strange site? Do they confront the villain at a specific
timel lf an episode is more than just explanation or tran-
sition, you should plan on running the epizode for your
player characters.

|
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Try to make each episode unique in some way. For

example, if the episode is a standard brawl, set it in some
exotic location.

7. Start your players in the adventure. Try out some of
the adventure on your players, but don't try to play it all
at once. After you've played an episode or two, take
cnme Hma tn think ahook what's happened. Be ready ta
make some changes, as the players may not be doing
what you expected. If they aren’t, don't force them to
change: alter the rest of vour adventure to fit what's going
on.

Don't be afraid if this sounds like a lot of work,
because it isn't. The adventures that TSR, Inc. produces
for THE ADVENTURES OF INDIANA JONES™ Game
include many details and carefully prepared maps and
handouts. The adventures that you create don't have to
be nearly as detailed. In fact, you only need to write
down a few major points, as long as you've got a good
idea in your mind of what you want to happen. In gen-
eral, it's best to generate these things for your own adven-
ture:

L

]

the character’s goal(s).
the major villain and his Attribute Ratings, as well as any
goons he has and their Attribute Ratings.
the important maps {ruins, streets, etc.).
significant events and clues, and where and when the
player characters come upon them.

If you want to write out your adventure in great detail, that's
okay, too. Just be prepared to make some changes!

CREATING NPCs

When vou create non-player characters for your adven-
tures (whether they are villains, goons. or contacts), fol-

| low these steps:

1. Make a photocopy of the blank NPC sheet from the
Evidence File.

2. Decide if the NPC is a villain. goon, or normal person.

3. Roll 4100 for each of the MPC's Attributes. Write
down the results in the “normal” column under “Attribute
Ratings” If the NPC is a goon, add 10 each to his
Strength and Prowess Ratings. If the NPC is a villain, add
10 to each Attribute Rating. Make sure, however, that no
rating goes over 100!

Goons get Strength and Prowess bonuses because they
are hired for their muscles and fighting ability. No vil-
lain's going to surround himself with a bunch of thugs
who are sissies! Villains get Attribute bonuses because
they are usually so clever. Indy and his companions will
have their hands full with these guys!

4, Multiply each normal Attribute Rating by 2. Write
these numbers in the “x2" column.

5. Divide each normal Attribute Rating in half. Write
these numbers in the “1/2" column. If a number is a frac-
tion, round it off to the nearest even number.

6. Divide the Attribute Ratings from the "1/2" column in

]




half. Write these numbers in the /4" column.

7. Give the NPC a weapon, if he needs one. Make sure
the weapon Fits the character, Dockworkers, for example,
wouldn't have pistols; they'd have boards, pipes, or
chains. Guards would have nightsticks, pistols, or if
theyre really nasty, submachine guns.

8. Give the NIPC some special knowledges that he might
need for an adventure, Obviously, the captain of a ship
has Sailing knowledse,

|'?'|‘_ {;i‘k"l‘_" 1.hf' N‘I’[-‘(: dn:.' 1.“'1.'“]‘[.”‘!1?[11 I'Ii"l ['HI"E‘{IH_ ."il,]l"ll"l ds a4 Car
nr radin

10, Give the NPC anv special characteristics that you
want—features that make him interesting and fun to play.
ls he friendly? Is he loud and boisterous? Keep in mind
that it's not necessary to develop a personality for every
MPC in your adventure; yvour players don't need to know
that the goon about to brain them silly collects teddy
bears and likes to tap dance.

BALANCING THE ADVENTURE

Creating adventures is a learn-by-doing process, Don't get
discouraged if your first few adventures are a little rag-

ged; with practice, you'll get better. Here are a few lips
for your first adventures:

B Keep the first adventures simple. Don't overwhelm
vour players with an impossible mission. After a
while, vou'll get a feel for how much your players
can handle in an adventure.

B Don't reward the plavers too heavily, If they get a
lot of points for an easy adventure, theyll expect to
really clean up when the adventures gel tougher,

DESIGNING CAMPAIGNS

A series of adventures that link together and continue the
exploits of Indiana fones and his companions is called a
campaign. You can link adventures in many ways: by
time, by area, and by goals.

When you link adventures by time, you create a cam-
paign in which one adventure takes place right after
another. The amount of time that passes between adven-
tures then becomes very important,

When you link adventures by area, you create a cam-
paign that takes place in one part of the world.

When you link adventures by goals, vou create a cam-
paign in wihich the charactars are givan a uu-,d in tha firet
adventure. They may work through many adventures,
trying to achieve that goal, and may not succeed until the
third or fourth adventure,

Keep in mind that when you run a campaign, the char-
acters can carry information and equipment that they
have acquired from adventure to adventure.

Don't worry too much about setting up a campaign
until you've gotten comfortable with creating and running
vour adventures

BUILDING A WORLD OF ADVENTURE

Alter you've created and played a few adventures, yvou
begin to create a special world all your own. Locations
and NPCs that appear in one adventure can also appear
in others. For example, characters may betriend a contact
in the Green Drragon Fub in Hong Kong. Keep track of
these details, and if the characters are in Hong Kong in
another adventure, they may look up their contact,

Keeping track of these adventure details gives players a
sense of continuity about their characters and what they
have done. Soon, they'll have friends and enemies all
across the globe!

|




Reteree. To run this episode, you
need the [ndiana fones Character
Diossier and the [kammanen Village Map.
If you want to use the 3-D) figures For this
episode, yvou will need:

indiana Jones Woman in
7 R Colard Ml
Ship Captain
PC OBJECTIVES

Have Indy discover the Ikons without
being hurt (worth 1 Player Paint)

Hawe Indy learn how the lkons were
made (worth 2 Player Points),

NPC OBJECTIVE
Have natives capture Indy and Edith
(worth 2 Player Points),

SCENE 1: ON THE BEACH

Start by reading the boxed text to vour

The waves slap against the side of
the hoat as it chugs toward the
island, (e ackh i
steering th
rette and squinting ;
hug the island's shore.

vou draw closer,

pate island

w Edith gasps and wh
“Iw dosies, the jungle—it's all
black!"” Indeed, bevond the golden.
sandy beach, the jungle rises up in a
wall of ta [ nis—and every
plant is black. Black trunks, black
leaves, black vines, evervthing—
black!

“All right, vou,” the goon sleering
the boat growls, “we're g
beach, so jump oul and
thing ashore.” He waves his .45 at
you for emphasis. The gther goon
splashes into the knee-deep water
ud begins heaving the boat closer

Lo the shore,

Have Indys player make an Instinct
Check. If be succeeds, tell him that Indy
chanld kalie roviar TF the reeult fo Tt

or Where,” fndy hears clicks in the jungle
as the first goon steps ashore, IF the result
is “The Big Picture” Indy sees arrow
points sticking out through the leaves, If
the Check Fails, don't give vour player
any chaes. Just deseribe what happens
next.

The beach is booby-trapped. When the
first goon steps ashore, a shower of 100
arrows flies from the jungle, The goon is
instantly killed.

his episode is for one player and a ~

If Indy doesn't take cover, 10 arrows
shoot toward him. Each arrow has a

Danger Rating of 30, Edith automatically |

does whatever Indy does. [ndy can take
cover by diving inte the boat or lying
behind it. The goon steering the boat

dives for cover as soon as the arrows fly. }

Preccure plates bencath the sand trig
ger the arrow traps, Anytime a character
steps on one of these plates, a shower of
100 arrows flies forth. The trap can Fre
three more times before it runs out of
Arrows,

The goon in the boat peers over the
rim and scowls at [ndy: “Well, what are
vou waitin’ for, palT You better be care-
ful goin’ ashore. I'm stayin’ herel” If Indy
refuses to go, the poon threatens to shoot

Edith.

Goon

B e ]
Strength B Backbons Bl
Movemant B Instinct 54
Prowess ™ Appeal W
Weapon: pistod (248

If Indy tries to dash across the beach,
the arrow trap fires three more times (10
arrows each toward Indy and Edith).
Indy can also meove forward carefully,
searching for pressure plates. If he does
this, double Indys Instinct Rating and
have his player make an Instinct Check
for each step Indy takes. After three
successful Instinet Checks, consider the
arrow traps empty. IF Indy’ player fails
an Instinct Check, the trap releases
another shower of arrows.

Indy s best bet i to empty the trap by
throwing items onto the beach before
walking on it

SCENE 2: THE IKON VILLAGE

The thick, black jungle thar lies beyvond
the beach slopes upward after a few feet
and leads to a small, slanted volcanic
cone. The jungle is eerily quiet. After
Irdy and Edith have climbed the hard-
ened mounds of lava For 30 minutes or
T4 H'u-].r reach the tn nf the cane Shoos
your player the fkammanen Village Map
and read aloud the following boxed text,

You peer down i
crater, There it is! A tiny village
surrounds the lower that vou saw in
Charfie Dunne’s photograph. It
really does exist! The huts of the

to the voleano's

village are all one or two stories
high. Some have high, triangular
roofs, while others have rounded

domes, All are made of wood and
thatch. It seems so qu
there . ..

If Imdy successtully uses his Archaeol-
ogy knowledge, tell his player that Indy
has mever seen an African village similar
tu s v, I copmesenis a »ArANEE, TRwW
culture.

It takes Indy and Edith another 15
minutes to climb down into the crater.
The village appears to be deserted. If
they poke around the huts, they find that
the huts are furnished with typical
items—such as mats and pots—that are
very old, bul appear to have been used
recently.

The central bower s a massive struc-
ture of wood and stone. The inside of the
tower is a hollow cone that rises up to a
single opening in the roof. A circulas
s