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This 15 probably the single latest 1ssue of ABYSS
ever, and 1f anyone 1s to blase 1t 1s your loval, diligent
and overworked editor-in-chief. Unfortunatly the demands

_of pubhshxmf and completing my master's tnesis bore down

rather heavily this winter ang after #31 ABYSS publication
work slowed to a halt while I completed my analysis ot tne
English wine trade durmg the 14th century. This semester
things are ever so much better, what with ay oral exams
and dissertation research and I can certainly take out
lots of time to make up for my past failings. Thanks ftor
sticking with us and with any luck we will be resumina or
even catching on our schedule. We nave aiready
completed almost all of the work on #33 so 1t shouid
follow within a couple of weeks. After that we'll be
taking a break to work on some other backed up projects
and #34 w1ll be coming as soon as possible.  Your
suggestions and coments are as welcome as always.

I think you'll find this an interesting 1ssue. For
the first time we offer a complete game aid in the fora of
'By the Gods‘, a supplesent for To Challenge Tomorrow ang
Challengers, and certainly one of very few Ggames wnich
allow players to role-play qods. A scenario aid for ‘By
the Gods' will be out next issue. Conginuina this 1ssue
15 Vincent Burchett's 'Gods and Myths of Japan' wnich will
be concluded next 1ssue with the 'Japanese Best:iary'.
Also offered for your consideration are a selection of
other articles worth looking over, particuiariv Eric
Olson's 'Beggary' and Tad Rocef's 'Draw'. Finally, take
note of the demoaraphic survey results at theencofthe
‘plug page’, as they may help you find out more about your
fellow denizens of the Abyss. This 15 a mcely varied
1ssue, with something for even the most discriminating
palate.

Coming up next 1ssue are a number of interesting new
1tems, 1including the +first 1n a series on Atrican
aythology, new fiction from 'Ollazren the Storyteller',
Jon Sl:nuher on 'Learning from Violence', an article on
vehicles 1n TCT called 'Behind the Wheel', and a variety
of reqular features, as well as the possible return of the
aysterious Lew BrysoniLibrarian to the Stars:.

As usual, we welcome mail of whatever sort, comeents,
suggestions, even sucmissions. We may not be acle to give
everyone a personal response but we do read all the mail
we zet and q1ve any suggestions full consideration. reep
1 touch (DFR)




societies as well. These are the
forests which surround and
separate human communities and the
depths of the great oceans which

form the boundaries between
continents and kingdonms. Perhaﬁs
the vast expanse of the sky
presents a third reat locus of
mystery, but up until recent times
it has not beer possible to reach

There are two parts of the
world which inspire fear and
wonder in the mind of the middie
ages and in nore primitive

and interract with the sky in the
way that man had to face these two
traditional frontiers. It may be
significant that heroic fiction
and horror fiction which have an
ancient legendary tradition are
often closely linked to the
settings of the forest and the
ideep, while science fiction is the
fantasy of the skies and is an
jinvention of the last hundred or
so years.

The communal mind is always
fthe most fascinated with the
#elements which it must battle for
fsurvival but which are not yet
Mquite conquered. By the end of
the middle ages both the forest
and the ocean are well controlled,
with the expansion of agriculture
and forestry and the exploration
of the farthest reaches of the
Atlantic. However, in the darker
period from classical times well
into the 12th century these two
locales and wonder about them form
the core of a large body of =®myth
and legend.

In designin a fantasy
campaifn where myths and fears are
as real as we think they are, an
awareness of the power of the
forest and the deep is an
important asset. This awareness
‘is central to the best fantasy and
ghorror, particularly the work of
ffmasters like Joseph Payne Brennan,
#Avram Davidson, Gene Wolfe, H. P.
/MlLovecraft, Thomas Burnett Swann,
.‘|ui]lian Morris and Manly Vade

Wellman, Arthur Machen, among a
vast selection of others. As the
fantasy campaign mirrors nothing
so much as myth and fiction a

°_ nystery is essential.
The forest is grobably the first and oldest threat to the human community, as it has to
get at least somewhat through the forest before it can face up to the ocean. The dark
athways and hidden ways of the woodland are home to all manner of gods and bogeys. Gwyn
reyr, Njord, Diana, Dionysius, Pan, Cybele, Nerthus and Tezcatlipoca are all to be found in
forests. They are all deities whose realm is nature but they also share a common theme of
madness or sheer terror. They are the gods of the wild who protect wild things and care but
little for mankind. Even in Christian symbolism the forest image has been adopted as a
lace where dark deeds are done and the devil(a horned man like most of the pagan forest
ords) waits to tempt the weak willed. Perhaps the best examples of the nature of forest
deities are Gwyn and Cybele, though others could serve just as well. Gwyn is a deity who
crosses pantheons freely and is present from Ireland to France as Fxon._Gwyn, Guyon or Huon,
a mysterious horned figure ruling the woodiands and its fey children, riding the night as
master of the wild hun%. He is a strange and powerful deity. Those who see him can assume
that they are doomed to die, and he rides out at night to hunt men down and devour their
souls. He is an inspiration for the madness of poets and berserkers, a mystic vision of the
unknown which lies uf!hln the woodland and beyond the veil of death. Cybele is also often
shown as horned, and symbolizes many of the same concepts as do the other woodland goddesses
who share more than one major attribute with her. he creatures of the woodland are
Cybele's children, and harming them can mean death if she catches you. She is a bringer of
lenty and of blight. Particulariy interesting is the character of her worship which
ncludes self mutillation, human sacrifice and frenzied orgies, traits shared by many of

these deities and their followers. In addition, these deities are often paired as dual
aspects of each other, like the great Eair of Njord and Nerthus, who combine the horned god
and goddess into a brother/sister--husband/wife team for twice the terror. In addition to

their sylvan associations it is important to note that these deities are also aimost all
associated in one way or another with the moon(with the madness tie-in), and wusually
presented as bearing horns on their head, symbolizing both the stag(the animal lord of the
forest) and the crescent moon. . . X
Accompanying these deities of the forest are the numerous lesser inhabitants of this
shadowed world, the fairies and monsters who wait for those who stray from the proper path

Tales of these creatures abound from different times and societies. There 1is always
something lurking beneath the branches to do ill to the unwise, and there is often a direct
relationshlﬁ between these creatures and the greater gods or spirits of the forest. Every
myth cycle has its woodland fairies, satyrs, fawns, dryads, centaurs, pixies, brownies

elves, spirits or what have you. The Celtic and Hellenic traditions are particularly




strong, accentuated by direct ties between woodland deities and spirits. Gwyn is the lord
of the celtic fairies, grim spirits of the woodland who are rather inimical towards men,
seeking to tempt and ensnare them. Pan rules the Greek woodland and is accompanied by the
fawns and satyrs which are among the primitive woodland spirits of his world. A similar
relationship exists in most other cases, particularly with Freyr and the Germanic elves.
Tales of elves and fairies have survived into relatively recent folklore better than older
tales of the gods, who tend to become assimilated into myth as the kings of the fairies.
The British isles are especially abundant in tales of men or women who get lost in the woods
and sleep on or near a fairy mound, becoming ensnared by the fairies and kept with them in a
sort of underworld to either never be released or be released much, w®much later. Even
Aserica has a few great tales of this sort, the most famous being that of Ri van Winkle,
which is directly descended from the Dutch/Germanic tradition of New York state.

Just as there are great woodland myths a similar tradition exists in literature, with
Robin Hood's Sherwood, Shakespeare's Forest of Arden, such tales as 'The Music on the Hill'
by Saki, The Devil in a Forest by Gene Wolfe, Lycanthia by Tanith Lee, Moonheart by Charles
de Lint, any of Manly Wade Weliman's John the Balladeer series, and many of homas Burnett
Swann's works. The forest is often the neutral place in literature where mysterious forces
work on the characters to brinf about a profound change.

In a fantasy cam{aign woodland gods and spirits can be a major asset in setting up
adventures and situations. The concepts of inimical woodland dwelling races like mandrakes,
elves and fairies are one route, while another is that of Genius Loci or spirits of places,
essentially supernatural guardians of things or specific locations, such as dryads, nymphs
or less fully defined spirits who watch over the woodlands. Deities can also be used as the
power behind all of these spirits or as the overseers of their activities. In many ways, as
in Druidic tradition, the woods are sacred places, and the very trees are hol{ in a sense,
part of the tendancy to sanctify that which we fear. The forest should not e some silly
wilderness of random encounters and stray happenings. It is a lace which 1s very wmuch
alive and even almost a self-aware entity where each element contributes its small piece to
a greater awareness. Along with this, characters and background characters should have a

heal thy awareness of the dangers and terrors of the wood. Forests should also be
differentiated as to their particular gersonalities, as some are deeper and darker and
perhaps more inherently magical than others, like Tolkein's Mirkwood. In some cases a
particular deity may watch over a wood or a part of it, having it under his protection, or
some woods may be more attractive than others to spirits an supernatural entities. In

short, don't let the forest of the fantasy campaign be little more than a bunch of trees
which provide good cover for bandits. They can be one of the great mysteries in a world,
and far too often they are underemployed.

The second great wmystery faced
man as he began to travel over the
wvaters to ish and trade. The
mystery of the ocean is
innescapable, and survives to this | s
day when the deep reaches are still
a mystery beyond our knowledge and
reach where Kraken may well dwell.
In many ways the mythology,
literature and fear of tKe ocean
depths follows a pattern similar to
that of the forest. The ocean has
its cruel and capricious spirits and
deities, ﬁarticularly go those
societies which depended on the seas
for sustinance, such as the Celts,
Scandinavians and classical Greeks.
The best examples of deities
embodying the mystery of the ocean
depths are probably the Fomori,
Rana, Aegir, Poseidon, Dylan,
Proteus and Dagon. There are many
other gods of the sea, but these
more than any others represent the
unknown depths, rather than commerce
and the storms which are the realms
of so many others. If the themes of
the forest are madness and terror,
the themes of the ocean depths are
probably mutability, the unknown and
inescapable doom, again none too
cheery. The best parallel examples
of the characteristics of the wa ery
realm can probably be found by
looking at the Fomori, Rana and
Proteus. Proteus is a minor
classical deity, often overlooked.
He is the son of Okeanos, and seen §
as the old man of the sea. The
important key to his nature is
change. He is blessed with the
ability to comEletely change his
form in the win of an eye, and
rules over the life which lives
within the sea, while Poseidon
dominates the destructive aspects of
the sea. Nothing about Profeus is
constant, in a way wmirrorin the
very nature of the sea itself
changing in an instant, and takin
anything given to it an
transforminng it into something 'new
and strange' through a mysterious
process. Proteus is a minor and not

unfriendly deity, a kin to the indifferently destructive mermaids and tritons. The aspect
of the sea as a place of doom is represented Eorfectlﬁ by the Viking goddess Rana. She is
the queen of a strange realm in the ocean depths which is populated by those who drown at

sea. Death at sea was a major concern to the seafaring peoples of the north and they
created an underworld for those who died there. What makes Rana more interesting {s the
aspects which she acquired as a witch of sorts, a sort of Circe or siren who deliberatly




g

lured ships to their doom in order to people her realm. Rana was seen as a great hidden
force beneath the waters, commanding the strange creatures of the sea and the source of the
ultimate doon for all seafarers. The Fomori form the Eertect synthesis of these themes and
a good examgle of the mysterious nature of the sea. They are a full pantheon of demon-gods
feared by the seagoing Celts, inimical to their own friendlier seagods like D lan, Llyr and
Manannan. The Fomori are a race of shapechangers who live in the depths of the ocean north
of Ireland. They can take whatever form they like, are stron ly inimical to humanity, and
seek to work destruction wherever they can. Their leader is Elathan the Golden, but perha
the most interesting is his son Bress, who is the clearest representation of the
changeability of the sea, who actually comes in and impersonates the ruler of the gods in
one myth, ruling undiscovered in his place. More than anything else, most of the Fomori are
monsters, creatures which are half human and half beast and lurk beneath the waves to
destroy men. The core of their nature is m stery, because they embody all the imagined
fears of men who live by and on the sea. The sea is an unequalled source of fear and
mystery because those who sailed it in small boats were completely at the mercy of its
capricious and ingressive might, and it is natural to wonder about the depths which seem to
stretch unfathomably below in darkness and where one might easily find oneself at the whim
of an angry deity.

Just as there are mystic creatures of the woodland, there are dangerous denizens of the

seas, operating on all levels of our awareness, with some interesting paraliels to opposite
numbers in the woods. Some of the most interesting of these come from the realms of eltic
myth, such as the Kelpie, Silkie and Roane, all of whom offer dangers to the wunwary

fisherman or sailor. Classical myth is equally rich, providinf us wit sirens, mermaids

tritons, nymphs, nereiads and many more. Even Scandinavian egend offers a few choice
horrors, particularly the nicor and kraken. Interestingly, many of these beings are not
unattractive or bestial, but rather creatures of mystery and allure who Ilike the mermaid,
siren or silkie seek to lure the unguarded to a watery doom. One 1nteresting parallel is
between those woodland spirits who seek to change the paths of the woods to deceive
travellers much in the way that sirens seek to draw men from their paths. Such creatures
are often in league with aptroprlate gods, for example Dylan is often seen as the leader of
the Roanes and Poseidon as the leader of the Tritons. On the whole oceanic spirits and
creatures seem to be a bit cruder and more ruthless in their dealings with men, perhaps
because their realm is a bit less accessable and familiar than the woodland.

Good use of sea gods and creatures can be found in the work of a number of authors
Joseph Payne Brennan has a particularly good sense of the terror of the sea, and Thomas
Burnett Swann presents a somewhat more charitable view in a number of his books. My Po
Lovecraft's deep ones could be seen as a modernized embodiment of this tradition. Sea
creatures of one sort or another are ﬁarticularly popular in short stories of modern
horror/fantasy as practiced by such authors as Avraa Davidson Anthony Boucher and L.
Sprague de Camp.

In a fantasy campaign much can be
done with the sea and its dangers.
Travel by sea is not unfrequen in
most campaigns and relevant, well
thought out encounters with aspects of
the general threat of the unknown
depths will helg bring about an ¥
awareness of jus how vulnerable a
small ship is in a vast and largely
unknown ocean. As with forrests
particular creatures have particular [
domains, and at sea many types of [
creatures seem to band together into
organized cultures or communities,
perhaps following the model of seals
fish and other natural creatures, so
that you find schools or even kingdoms
of mermaids or tritons. Much wmore
than the society of the supernatural
forest, the society of the sea seems
to mirror and mock that of humanity.
Territorial rights and heirarchy play
an important role here, and a sense of
activity and awareness is to be e
encouraged. The sea is not just a
surface to be travelled over. In a
world where few people know how to
swim and navigation is a wmatter of
guesswork the sea offers dangers and
mysteries as great as the riches to be
gained by venturing abroad by boat.

Man fears that which he must deal
with but has not yet conquered, and to
;ven the adY:nC§d dpriniti;es of the
antasy wor the depths of the ocean
and the forest should be sources of 4 GANE, OF. SHADOY AND" L1GHT
curiosity, nﬁstery and sheer terror
These fears have dominated myth and

legend throughout history and still A Game of Shadow and Light challenges
¢rop up as part of the underpinnings 4-8 characters of 6-9th level with a
of modern horror fiction. Use these

elements to your advantage and you can mirage haunted desert and super-
add deﬁth and feeling to.a campaign. natural slavers. It is suitable for
Make the unknown places of your world use with AD&D and similarly
real ly be unknown to encourage players

to throw off the preconceptions of a constructed systems. Available from
modern world where we have tamed so DARK ELF PUBLISHING, Box 138,

much of our environment and there is
so little left to wonder at that we

Wellington, OH 44090. Beware the
nust turn to the great voids between swirling sands! $5.00 postpaid

the stars for the mystery and horror
which hide behind the modern myths of
science fiction.




DRAW!

with the approaching ubiication of
Guns at Noontthe fourth background
expansion to To Challenge Tomorrow), a
problem with applying the mechanics to
the needs of this peculiar place and time
arises. The mechanics for handling
tirearms in the system are good, but they
are rather generalized and feature some
potential glitches, ﬁarticularly vhen
applied to a society where the use of the
handgun was raised almost to the level of!
religiontshades of Glenn Ford).

The requirements of a wild west
setting for more definition and
flexibllity in the firearm ruies wurges
some modifications and additions to the
system which can be made fairly easily,
even in a short space like this

To Challenge Tomorrow combat is / B 12
centered around‘kctivity Points, a tfund 5 i =t @ A
of points which each character has to ¢r£\ C;/ \ f‘t;*\(. . - f; \r
spend every round to do whatever actions ] 1 S 7, 3 g
he undertakes. Different actions all ,: ?{ /L f(ﬁ(( ¢ (7
have their own set costs. In combat the q g | 5 r gy (s o Y \
main expenses are Attack and Defense. In {8/ | - Famirg ot s
this case these are represented by the N 4% CON L R een 4
numerical values Missile Attack Rating A PR 5 = . 7’25y%ﬁ/
and Missile Defense Rating. To use one's
MAR or MDR one must spend AP. The AP cost to fire a pistol of this period is 24. The AF
cost to fire a rifle is 30. The cost to defend is 20. Note that these may vary tor

weapons of later or earlier periods. Each character will have between 10 and 100 AP to
spend each round, based on characteristics. with the typical character havin around 50.
AP are normally spent during the round with any leftovers vanishing at the end of the round
and the full value being restored at the start of the next round. How they are spent can
vary a little bit. A character may borrow AP from the next immediate round to make an 'all
or nothing' action. This means he can take up to half the AP from round 2 and use them in
round 1. added directly to his total. The cost for this is that he loses twice the AP he
borrows, so if he takes 20 he loses another 20 as well, and if he takes the full half he
loses all the AP for the next round, though in emergencies he may borrow from the round
after that, but this starts a vicious circie which rarely pays off. Another oﬁtion is

spending less or more than the standard AP for an action. It a character spends alf the
required AP he gets half the resuits. If he doubles the amount required he increses
results by half. Thus, in combat he might spend only 12 to fire a pistol, halving his MAR
as the result(reducing his chance of hitting). This would iet him shoot faster. The AP
cost may be halved or doubled more than once in a round. Another important factor in gun
combat is an additional AP cost which is tacked on when drawing the weapon. The standard

APC is for firing and aiming the gun. In the round when it is first drawn an additional
cost called the Base APC is also paid. The BAPC is based on the 5un type in question.
BAPC is only paid when drawing the gun, when raising it from a roun or more in an ‘'at
ease' or 'lowered' position, or after loading(which has its own APC, equal to the BAFC for
each bullet loaded). BAPC cannot be increased or decreased just by choice. These are the
basics of combat and its variations, ciarified a bit for this context. A final note on
weapons and AP is needed. No gun made prior to 1855 had the 'double action', which
combined cocking and firing the gun, so guns before that period had to be cocked separatly.
The result of this is a bit of slowness. In effect, on every shot after the first shot the
gun must be cocked, adding an additional 10AP to the cost of firing. |If the second hand is
free to cock or 'fan-fire' then this addition is reduced to 20-DEX per shot. Almost all
guns made after the 1850s will have double action. Some classic gunfighters used single
action ?uns and acquitted themseives quite well.

In the American west gunfighters exceeded the normal limits of skill and involvement
with their weapons, and some specialized adjustments are demanded. Normally AP are just
spent loosely enmasse in the round. This just won't do for a gunfight/quick draw
situation. In these situations, take the AP of the two characters. Subtract the lower AP
from the higher. Halve the difference and note that value. This is the amount of AP which
the faster gunfighter(the one with more AP) can expend before the other gunfighter can use

any of his. For exampie, Texas FPete might have 45AP while Marshal Bill Tilghman has ©63.
This would mean Bill could s¥end 9 before Pete spent any, getting a bit of a head start on
the draw, though theoretically their start is simultaneous. Bill just moves faster. After
that spending 1s simultaneous until the end of the round when Bill would have 9 left over
to spend. In this type of situation AP would be spent slowly, perhaps in simultaneous

groups of 3 or 5 to see the sequence of events. Note that AP spent for defense always come
out of the general total of the characters for that round, subtracted before anything else,
reducing the total, and that defense applies for the entire round, no matter what.

Now, this increases the realism of the duel, brininging it into a nice time-frame, but
it does nothing to_cover the unique skills of the §unflgh er, as AP are based all on
characteristics. To solve this problem we can add the skill 'Fast Draw', which is the
skill of pulling a weapon with unusual speed as opposed to the standard aiming skill for
that weapon. Fast Draw should have a Training Point Cost of 5 per Skill Level learned.
Each SL has the potential to add 1 to the AP of the character for the round when the draw
is made, applying after defense but before AP are compared and the difference determined to

see who gets the head start. There is a cost for these bonus AP. The require advance
concentration. Each AP gained costs 5AP from the previous round counting backwards. Thus,
to add 12AP a character would have to have 60 available in previous rounds. If he doesn't

have that many AP per round he can borrow from the next earlier round, but he cannot borrow
it there is any other action intervening. For exanple, if Texas Pete had 12 SL of Fast




Draw and 45AP, he could draw in round 3.
he did nothlnﬁ to
e

to stop when

to borrow 15AP and couldn't
3 added AP of his potential 2.

interfere.

got to the point where the other AP use occured,
o into round 1.

However,

Having this skill

borrowing 45AP from round 2 and 15 from round ! if
if he walked in round 2(costing 20AP,,

he would have

so he wouid only
If he has only 15AP avaiiable he may only use
can help even out the odds a bit.

be able

PISTOL/MAKE CAL MAG BAP RAN DAM DATE NATION RIFLE/MAKE CAL MAG BAP RAN DAM DATE NATION
Adams A5 6 14 6 131872 Berthier Baa 3 18 11 10 1890 France
Aserican Aras A 274772 TN 1868 (15 Colt Revolver 36 6 28 11 10 1855 LS

eo .4aa 6 12 5 111889 Italy Colt Revolver 56 b6 M 11 24 1835 LS
Chicago Protector Bea 7 9 5 B8 1892 Colt Shotgun JJ5 6 55 7 M IBS S
Colt 2 07 9 5 418138 Krag-Jorgensen 30 5 B I3 91892U8
Colt Baby Dragoon .31 5 11 4 B 1848 Lebel Bea 8 33 17 10 1886 France
Colt A5 16 6 918% LS Lee Navy bam 5 24 15 41879 US
Colt Navy 3% 6157 10 1851 US Lee-Net ford .303 10 27 1191883 K
Colt New Navy 386 9 4 101800 Mannlicher 6.5 5 32 18 7 1893 Austria
Colt Lightning 8610 A 1LBTTUS £ Mannlicher Baa 5 30 16 9 1895 Austria
Colt Derringer A2 6 2 1IBTS LS Mannlicher llsa 5 40 12 15 1886 Austria
Colt Lightning A1 6 12 5 121877 1S Marlin 40 7 33 10 131870 US
Colt Peacesaker M6 024 10 151872 Mauser Jea 5 32 17 B 1893 Spain
Colt Frontier M 6 1B 7 141872 Mauser 7.92@ 5 32 13 10 1898 Germany
Colt Aray 1848 M6 25 B 141848 US Mauser lisa B8 42 I3 15 1884 German
Colt Army 1860 M6 14 b 131860 US Mosin-Nagant  7.62em 5 34 13 9 189! Russia
Colt Army Frontier .45 & 16 7 14 1873 LS Reaington 35 05 B 12 111875 U5
Deringer 28 1 5 3 71850US Reaington A5 36 11 16 1870 US
Deringer A1 7 2 1018508 Sharps A0 1 32 12 16 1874 US
Derinnger .48 1 9 2 1418508 Sharps A5 1 36 13 20 1850 US
Dimancea A5 5 145 13188 K Sharps 30 1 40 12 24 1854
Enfield A76 6 16 6 16 1880 K Springfield 30 05 30 12 91883 US
Evans 36 1 B 3 101850 US Winchester 94 L3 15 3 13 91894 US
Evans S0 111 3 151850 US Winchester Henry .44 5 40 12 1860
Fagnus 45 6 15 5 13 1875 Belqiua Winchester 73 44 B 40 12 161873 1S
Gaiand e 6 14 5 101874 Belgxu- Winchester 92 448 3% 11 171892 U8
Basser 9 6 11 5 91876 Austria Winchester 86 45 B 38 12 181886 US
Gasser 11.3e 6 20 & 13 1870 Austria Winchester High Wall.51 8 42 10 22 1885 US
HA XL2 2 05 8 4 61872018 Winchester Spencer .56 7 44 11 24 1885 US
Herlich 42 1 8 3 111850 Winchester Shotgun 129 B 45 6 35 1887 US
Herlich A5 1 10 4 121850 US Winchester Shotqun 109 8 50 5 40 1887 (S
Kynoch A5 6 19 8 171886 K b :
Marlin XXX 30 5 8 4 1875 US A note should be inserted here on multiple
Mauser 119-zag ma 6 11 4 9 1878 Germany weapons. When using a pistol in both hands. all of
Merwin M6 15 6 12187718 the AP costs for ‘the second weapon, including
Reichsrevolver 10sa 6 14 5 11 1879 Gersany aiming and drawing AP are halved, while the primary
Resington 719za9 .22 & & 2 1860 US gun remains full cost. : . )
Res1ngton 3B 05 9 4 1LIBT3 LS One limiting factor which remains is the Base
Rea1ngton A2 B 3 111878 AFC or drawinE or readying cost. To start with you
Resington Army 61 .44 & 16 7 13 1B6L LS will notice that in the tables provided with this
Reaington Arey 74 .44 & 14 & 131874 US article a realistic revision of these values has
Ripperton Pepperbox .22 8 12 § 1864 US been provided along with other pertinent
Rogers & Spencer A 6 21 9 131858 US information. Now, just as gunfighters improved
Savage Navy 36 6 2 10 9185% S their skiil, they also improved their equipment.
Sharps #1 22 4978, .S98%9°1S Now, of course we are dealing with a matter of
Sharps #2 30 4 12 4 71883 LS money. This is a society where a person would be
Simpson 55 01 13 03 181850 US fairly well off if he took home a couple of hundred
Se1th & Wesson 38 S 10 4 11 1887 S dollars after a long cattle drive and room and
Saith & Wesson M6 16 7 131870 S board runs less than a dollar a day. Naturally.
Tranter A5 b6 16 6 14 1878 K prices for weapons vary, and the economy went up
Velo Dog 5508 S5 &6 3 1895 and down rapidly on a regional basis, but a pistol
Karnant .38 6 10 4 10 1880 Belgiua should be in the $10-20 range. In general, a gocod
Webley 38 6 10 3 11189 K tformula for price is $50-(Curren Year-Year of
Webley M2 6 14 5 14 1887 K Make), with nothing for less than $10. The newest
Wesson 2 2 5 3 S180US flashiest guns will cost the most and the older

models(except classics) will cost less. For_rig]gs

start at a top price of $80 with a minimum of $15. For foreign pistols use the rifle
formgla. and for rorei}n rifles increase cost by 30%. Guns can be improved for faster
draulns. BAPC can be lowered through the services of a §ood gunsmi th. Bhen the BAPC is
lowered the cost of the gun goes up. BAPC decrease should be in increments of 5% and each
gecrease should increase cost by 50%. BAPC should never go below 75% of the original, so
there can only be 5 steps of improvement. For example, in 175 a Colt .44 might only cost

about $12, but if bought at $42 it could have its BAPC lowered from 25 to 8,

makin it
competitive with the more current Colt .44. The GM should also remember that

availabllity

of the most recent guns may be far less than the availability of good gunsmiths. These
modifications can be made on the same basis for rifles. Costs can go even further for
non-functional and decorative modification. Lots of gunfighters liked to 'inprove' their
weapons beyond any necessity just to feed their egos.

Rifles are also fiven on the accompanying chart. All of the items mentioned above
apply to them as well as to pistols. hey sEould be applied logically, put the mechanical
ditferences are minor. Even Fast Draw is possible vitg rifles. The skiil must be Ilearned

separatly for pistols and rifles, at the same cost, and they contribute to each
tor each 5 levels of 1| you get | free level of the other.
Now that the fast draw is squared away, another area of promising modification to the
basic TCT pistol mechanics is firearm damaBer.1 Instead of the traditional die range, the
AM)

other, so

accompanying charts give a single damage ( number for each gun. This is because
firearms tend to do more consistent damage and a slightly different system might work
better. When a bullet hits, roll two 10-sided die. | nore the lower of the two numbers
and multiply the hi;her of the two by the DAM value. ivide the result by 10 and that is
the damage done. I[f doubles are rolled, consider the biow a critical, add the two numbers
together and use the total times the DAM value divided by 10 as the damage. This system is
potentially quite lethal and averages high, but keeps things more realistic. You may find

that the critical rule is a bit too gory and can be omitted.
used with hand weapons.

Another interesting addition to the damage system, borrowed fr
expansion four) is the idea of stun or AP damage, which makes combat a b
even more convincing. What this means is that when a bullet hits, it both normai
damage and AP damage at the moment of impact. AP damage is a loss of AP caused by the
'punch' of the bullet. To find AP damage take the lower of the two D10 rolled when doing

Note that this variant is not

Challengers(TCT

o
i less gory and

~n
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deing camage and multiply this by the DAM value of the firearm. This is the number af the
AF which the wounded character loses immediatly. At the point when he has hit he has the
option to fire if he is aiready in the process of firing, using the MAR appropriate to the
number of AP he has already spent. He may still borrow AF or use whatever AP he has lett,
but the AP from bein§ shot are subtracted immediatly and carry over to the next round if
any are left-over. n the case of a critical treat AF damage as the total of the two
numbers times the DAM value. Note that this relationship o% AP and real damage is the
inverse of that found in Challengers. To make combat go a littie longer and a  bit more
enjoyably the AP damage works fine if halved, but it s ould be reduced no further than
that. e
As they stand, these modifications considerably improve the
TCT firearm system, but some special circumstances and facts
should be considered. First, the concepts which apply with
these weapons and skills should apﬁly throughout combat, and
second tactics and strategy can make a huge difference, as can
the very situation of the fight. The sgacing of AP given in
the section on fast draws applies with hand to hand weapons or
in combination as well. Thich allows the traditional favorite
technique of the historical Bill Tilghman, who liked to stand
near gunfighters when they drew down on him and instead of
drawing he would fell them with a solid punch to the jaw(the
aiming APC of Punch is only 16 and there is no BAPC...the
ultimate first-strike). Punch and hand-held clubs do more APC
damage than firearms so by the time the unman had recovered
Tilghman could draw his own Winchester rifle and stick it right
up their nose, much to their embarrassment. As far as
situations and strategy, not all gunfights are on main street
at high noon, and terrain, conditions and the choices of the
characters should make a large difference. Quite often the
quick draw is irrelevant, as the situation or dumb luck may
give one character the chance to sneak up on or fool the other.
Another incedental area of improvement which is possible is
that of weapon range. Not all weapons are as accurate at
great range, and this is handled by the added characteristic
RAN found on the charts which are provided. The RAN means two
things. First, it is the number of yards of range at which the
un 1s accurate with no special modification. Second, it
indicates the range intervals at which modifications are made.

In short, for every increment of RAN in yards the target is
away from the character firing the gun "5 is added o the
target's MDR(defense). Thus, for a gun with a RAN of 10,
within 10yds there would be no bonus to the defenders MDR.
From 10-20 there would be a bonus of +5. From 20-30 the bonus
would be +10. From 30-40 it would be +15. And so on, so that the farther away a target
is, the harder it is to hit. Note that this bonus MDR modification is automatic and has no
AP cost for the person being shot at. Adding this modification will make a large
difference in sngper and ambush situations.

One final example should pull this all together. One day Texas Pete(AP45,Fast Draw
Colt .45--BAP12) steps out on the main street of Booker Texas to face down Bili
ghmantAPGB.Fast Draw 8,Colt .44--BAP18). All things considered Bill has a 14AP edge,

ing a 7AP jumg on Pete. Pete has 37AF to attack with after defending and Bill has

+ assuming both defend fully. It looks extremely even, because Bill's natural ability
palanced out by his old but customized gun. They draw. After 10AP Bill has 32 left
'til he fires, while Pete has spent 3AP and has 33 left to go. Pete is a sharp guy, and he
realizes the old lawman has a slight edge, so after 34AP, when he has spent 27, he fires at
half aiming effectiveness. A foo idea, but unfortunatly he misses. He now has 10AP |&ft,
his gun is out, and at 42AP Bill fires with full aiming (MAR), hittlng where he aimed, dead
in the center of the chest. He rolls a 5 and a 6, so he does 7(6x12/10) points of real
damage and 60(5x12) goints of AP damage, knocking FPete down. At this point Pete has spent
8 of his remaining 10AP for the round, originally planning to carry on to the next rcund
for 16 more AP to complete his shot with full MAR. As it is, he realizes he was hit,
though the wound is probably not fatal unless unattended. So, he squeezes off a snap shot
at a third effectiveness, aimlns for the chest, getting lucky and hitting Bill in the left
arm. He rolls a 3 and a 6 for damage, doing 7(6x12/10) points of real damage and 36(3x12)

oints cf AP damage. Bill doesn't take a snay shot and at the end of the round Fete now

as -56AP and a serious chest wound, while Bill has -27AP and a mangled left arm which may
be broken. However, Bill is right handed and perfectly willing to wait into the next round
to recover and finish the job. In the second round Bill has 3-27-20(defense)=16AP while
Pete has 45-58=-13AP, essentially a helpless babe. Note that the quick draw bonus does not
count on rounds when drawing is not an issue. As Pete is essentially down and out for the
round, Bill feels no hesitation in drawing a full 31AP from the next round, Qrogplng his
detense to a quarter normal(+15AP), and raising his MAR by 50% three times(62A Y With
Fete having no detense, it's bullet in the head time for him, but Bill rolls _terribiy and
hits him in the right arm, rolling 1 and 7 for damage, doing 8(7x12/10) points of real
damage and 12(1x12) points of AP gamage. Fortunatly that's enough to break Pete's arm, and
Marshal Biil Tilghman, victorious again can claim that he actual y aimed for the arm out of
mercy, blowing his legendary status to even greater proportions. With his right arm broken
and a major wound in his chest the feared Texas Pete is hapTy to be on his way to see a
rison doctor. In retrospective, note that if Bill had rolled a little worse he would have
een left in round 3 wit OAP while the unhappy Pete would have had 45-13(carried
over)-1Z(from the new wound)=20, enough to either defend himself in his paranoid state or
get off a partial shot without defense at the flabergasted marshal who sent a bullet into
the dust at point-blank range, though Bill would probably borrow enough from round 4 to at
!east defend. But the guys in the white hats tend to win, and there was only: a, 1 in 50
chance that Marshal Tilghman's tactic would be a total failure. ! .
There isn't room to go into every detail of wild west combat here. We could fill twice
this space on brawling alone. | hope that this does provide useful guidance for improving
tirearm use in TCT, and since so many other role—playing scenarios have such a strong echo
cf the west you may find it useful as a general application to your cam ai?n. Even 1f you
don't play TCT, most modern systems use some form of AP and you can probably adapt it with
some ease. If you don't use an AP system there's enough explained here to tack one onto
your current system. Follow your own trail and let's hope it doesn't lead to a dusty main
street and the smell of blood and bullets.
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Buddhism was introduced into Japan by Korean missionaries in 538ad. Buddhism combined
readily with shintoise and create a harmonic synthesis of explanations of thee material and
spiritual world. Buddhism met with some opposition at first but gained popularity with the
support of the regent Prince Shotoku annd from the early 600s to the 800s buddhism continued
to develop in Japan. Meanwhile, the buddhist monks tried to familiarize the Japanese with
the ideas of karma, retribution and faith in salvation as associated with the buddhas,
bodhisattvas and devas. In looking at TSR's Deities and Demigods it is hard to see how they
could have overlooked this important pantheon of Japanese myth. They say not one word about
buddhism, though they do mention some deities primarily associated with it. e is ‘also
important to note that the word 'shinto' itself originated with the advent of buddhisn to
differentiate the two religions.

The important deities of this pantheon fall into four main classes as detailed here.

THE NYORAI CLASS

The nyorai class of Japanese
buddhist deities is the first and most
important of the four. They are the
tathagatas or buddhas in the Japanese
pantheon. Some of the members are:

Shaka-nyorai

Shaka-nyorai is worshipped in most
monastaries in Japan with the exception
of those of Amidist persuasion. For
the majority of believers today he
arouses respect rather than true piety.
He is not really a source of immediate
aid, rather an imbodiment of buddhist
virtues. His statues show him with his
right hand pointing to the sky and his
left to the earth showing that he has

spiritual possession of both. His
priests are often in conflict with
3 those of Amida-nyorai. He is

identified with the buddha Sakyamuni.
His festival is on April 8th which is
also his birthday.

Amida-nyorai

Of all the deities of the Japanese
buddhist pantheon Amida-nyorai is the
closest to the western idea of God.
The help asked of him is almost always
of a spiritual nature and involves
peace of mind or some ultimate purpose.
He is the great refuge that one thinks

S
of in the hour of death. Of all the buddha statues in Japan, such as the Great Buddha of
Kamakura, those of him are the most common. He is identified with the buddha Amitabha.




Dainichi-nyorai o

Also known as the buddha Mahavairocana, Dainichi is the personification of the absolute
tform of a supreme, omnipresent buddha. His statues show him as a man with red skinn, wearing
a red halo, and sitting on a red lotus with his fingers and palins brought together inn a

triangle shaped gesture of concentration. Other versions change his color to white, blue or
sometimes even green.

Yakushi-nyorai

Yakushi is sometimes identified with the buddha Bhaisajy, a guru who reportedly made a
vow to cure all sickness. A little medicine jar is usually seen in the left hand of his
statues. He is also said to have been known in early Japan as the 'King of Medicines'. His

sanctuaries still attract piigrims seeking cures of their ills and reportedly some do leave
his sanctuaries genuinely cured.

THE BOSATSU CLASS

The bosatsu are the bodhisattvas or 'buddhas-to-be' of Japanese buddhism. They are the
ones who chose to remain on earth to help mankind instead of reaching Nirvana and
nyorai(buddha) status. Some of the members of the group include:

Miroku-bosatsu

Miroku is identified with the bodhisattva Maitreya and has been a well known character
since the early days of buddhism. Like the buddha Sakyamuni, he will be reborn scmeday to
save all living beings. Statues of him exist from the seventh and eighth centuries although
he fell from popularity around the thirteenth century.

Kannon-bosatsu )

Kannon is sometimes identified with the bodhisattva Avalokitesvara and 1is the perfect
embodiment of the ideal bodhisattva. He is always concerned for the sufferings of man and is
said to be an ocean of compassion. He listens to every prayer, ensures peace and safety,
performs countless miracles and can assume any shape to do so.

Monju-bosatsu
Monju is identified with the bodhisattva Manjusri and personifies supreme wisdom. He
appears seated on a lion with either a book or a scroll in one hand and a sword in the other.

Fugen-bosatsu

Fugen, identified with the bodhisattva Samantabhadra, represents innate reason and
concentration. He is often seen with Monju and together they are often with the buddha
Sakyamuni.

Jizo-bosatsu

Jizo, identified with the bodhisattva Kshitigarbha, 1is more involved with everyday
Japanese life than most other deities of the pantheon. He 1is loosely connected with the
lower world and sometimes appears as the protector of the dead.

Kokuzo-bosatsu

Kokuzo, identified with the bodisattva Akasagarbha, is the opposite of Jizo-bosatsu in
many ways. He is connected with the upper worid and is the protector of the especially good
spirits of people who have just died.

THE MY0O CLASS

The members of the myoo class are the vidya-raja or the 'Kings of Science' in Japanese
buddhist myth. They exercised their wrath against the forces of evil and the wicked. They
are also the personification of the mystic formulas of sovereign power. Some of the members
of this class are:

Fudo-myoo
Fudo the 'Immovable' is also known as the vida-raja Acala. He is regarded as a pillar of
support in all things needing strength of purpose. He witnesses anyone taking a vow. His

most famous shrine is in Narita, an impressive sight located near the international airport

Aizen-myoo

Also known as the vida-raja Raga, Aizen's name literally means love. He represents the
loving passion in people and love transformed into the desire for enlightenment. His body is
red and has eight arms; two of which are holding a bow and some arrows, the classic symbol of
love. He has three eyes and bristling hair with a lion's face. As a deity of love he |is
worshipped by prostitutes, tavern keepers and musicians.

THE TEN CLASS
The members of the ten class are the devas or 'God-Kings' of Japanese buddhist myth.
Some of the members of this class are:




BY THE GO.

INTRODUCT ION

the Bods 15 a curious aid designed to serve several
functions. In essence 1t 1s a game aid and systea for playing
deities of a variety of levels of power and 1influence 1n
situations appropriate to myth and legend. As presented here the
orientation 1s towards the exploits of minor deities, demigods
and herces, but play on hl?h!? levels 1s certainly possible. "BT6
15 a supplesent to To Challenge Tosorrow, intended to be used as
an independent campaign background an:dgne systea 1n combination
with the basic systes of TCT and the 1tional powers featured
1n Challengers(the TCT based superhero role-playing systes). In
addition, as far as background 1s concerned, B{ the Gods ties 1n
with Pantheon, the coaprehensive sythological resource to be
sublished by kagnarok in early 1986, It 1s a simple aid and
expansion, and should be easy to adapt to other game systems as
well. Featured here are all the additional rules and inforsation
you need as well as several adventures in different back?rounus.
and 1t 15 certainly possible to use BT independently from
Challengers.

SETP

The core of the system 1s a set of skills and powers. These
are bought by characters usxmz Bonus Points, as assigned 1n
Dullmrs. and ex1st 1n addition to the characteristics and
skills tound 1n basic TCT. For the most part you use the
character creation rules from Challengers, with the powers given
here added to the general list of powers, with both DEIH?
avallable to the characters. This follows the general pattern o
the TCT rules. but with characteristic msaxisuss lifted and a
general fund of 130+1D20 points to spend on characteristics as a
whole, rather than in the four group divisions.  Another change
15 that characters under this systes get Skill Benefits on powers
as well as skills, with the SBs for powers being one at -3, one
at -2, and one at -1. Finally, 1n addition to Training Foints
each character gets a general fund of 100 Bonus Points which can
be spent directly on characteristics or as TP, or on the powers
added 1n Challengers, but at least 40% of these BF must spent 1n
a primary area and at least 20% 1n a secondary area‘i.e. FPowers,
Characteristics or TP). In all areas BP work just like the other
points 1n that area.

Casnalotiy 15 one of the keys to setting up a good BTE
caspaign. In creating characters 1t 1s 1mportant to consider the
setting 1n which play will take place, particularly the nature of
the culture and pantheon 1nvolved and the powition of the
characters in that setting., It 1s also possible to use mixed
E:nthems or interraction of cooperating or opposing pantheons.

aracters should know where they stand in the realm of gods and
sen. They should know who their parents are and where 2hey f1t
in the heirarchy. Cooperation between the GM and player to
select and deve{w an appropriate background for the character.
Many of the central characters in syth form a good model, such as
Heracles, Gilgasesh, Perseus, Sigurd, 11, Huon and countless
others of greater or lesser power, though we recomsend the realm
of half-deities, those mortals of ancestry or 1nner greatness
sufficient for thes to aspire to god hood and to associate with
qods.

Supernatural powers are what separate gods from sortal and a
qood basic selection of powers which make characters more than
fusan are provided in Challengers. In addition to these powers,
which are available for By the Bods characters there 15 a set of
special god-powers specifically for BTG characters. These powers
are learned like skills, with {he purchase of additional levels
at the same cost as the original level mcreasm? effectiveness.
There are three basic classifications of powers for By the .
They are ‘Awareness Powers', 'Manifestation Fowers', ‘Atfinity
Powers'. They have different effects and costs, and are
described below. These supplesent the basic powers list 1n
(hallengers.

Amareness Powers

he first thing that sets deity characters apart fros normal
husans 1s the potential for heightened levels of awareness.
while this 15 an uncomson capability 1n heroes 1t 15 coemon to
ainor deities and even some demi-gods. There are three basic
awareness powers, Vision, Hearing and Knowledge. These are
possessed DY the character and have limited range. Normally such
a power would cover a radius centered on the character. but 1t 1s




also possible to center 1t on a particular point, area or locus
of interest to the character. In addition to these two options a
combination 1s alsc possible, with multiple loci, both around the
character and 1n more than one specific focal point. What's
more, the locus can be a specific being or object which A3y be
mxle. illmm? observation of key persons at 1ISL each. Loci
should be established when the character 1s created and very hard
to change. The character should leam levels of the appropriate
power for each locus separatly., Range radius 1s determined by
the nusber of levels the character has for the qiven locus. The
powers say also be combined for a fuller awareness. Awareness
powers and their functions are detailed below. Note that each
skill has a cost per level given which 15 the cost for each skill
level acquired.

The radius of range of an awareness power around
point 1s skill level squared in miles. SR/,

There are limits on the use of the power, as explained below.
In addition, there 15 a chance of success when a power 1s used.
or more properly brought into focus for search or close
examination which 1s equal to 100 percent minus the rangeimi) of
events from point of focus 1n 1 times 30, divided by skill level
percent. Chance of Success=100-((Range x 30)/SL)%

Vision: This power allows the character to see events and
act1vities in areas which are not specially protected and which
are within 1ts range. The character only observes events when he
chooses to look around, but there 1s a (é.xMT)/lO‘l chance that
he will notice any unusual or noteworthy action 1n that area.
This power provides only sn?ht not sound. Actual examnation,
observation and searching o ‘he area of awareness costs an
amount equal to range(m] of events observed from focal center
divided by skill level times 10. APC=(Range/SL) x B. Cost/SL=7

Hearing: This works essentially in the same way as the skill
above, but 1nvolves mlz hearing. ~The chance of noting somethin
incidentally 15 somewhat higher at (SLxRAT)/BY. The cost 1n 0;
Eos: éf :ouma higher as well, at (Range from locus/SL) x 10.
0st /SL=

Knowledge: This i1s a sosewhat more general power which allows
the character merely to sense the tone and tenor of events in the
area of awareness. [t provides no sxght or sound and no specific
details, but gives a feeling for events which bode good or 11l
proseting ﬁotmtxal ersonal interest. Chance of being attracted
1s fairly high at (SLxRAT)/6X. There 1s no AP cost, because this
power 1s constantly in effect and cannot be focused beyond the
basic awareness of good, bad or curious events. Cost/SL=5

1ts  focal
i

Manifestation Powers

There are five basic manifestation powers, all related to the
appearance or presence of the deity. These cover a numsber of
variiations and consist of the powers Presence, Image Projection,
Vocal Projection, Incarnation and Fors Alteration. "Powers can be
used 1n combination and 1ncreased skill levels increase
effectiveness. Certain variables apply with all manifestation
powers. These are AP cost, range, cost to learn each level and
specific effects. These are explained with the descriptions
provided below.

Fresence: This power instantaneously transports the character
to a specific point or locus, but 1t must be a target which 1s in
the range of an awareness skill which he uses to detersine his
point of arrival. Levels of presence determine the range to
which the character may transport himself from the spot where he
1s, though he must be able to sense his target 1n sose way.
Maximus range 1s (SL)2x 3mi. AP Cost per use 15 50+((distance
traveled/R)x100). Cost/SL=9

lge Projection: This allows the character to project and
direct an 1mage exactly like himself within the sase limitations
as the previous power, with the sase range and awareness
requiresents.  The AP cost 15 lower at 30+(distance
covered/SL)x30). The character 1mage may only act and gesture,
not speaking or manipulating physical objects. Cost/SL=6

Vocal Projection: This is exactly as the previous skill but
projects only vocal sounds created by the character. The two
will work 1n combination and all the costs are the samse. They
sust be learned separatly. Cost/SL=6

Incarnation: This 1s a considerably more advanced sort of
skilT and one esployed only rarely. It allows the character to
direct his own spirit and essential nature into the body of a
newly born infant so that as the infant matures it will becose a
f , earthly incarnation of the deity, while his core 1dentity
resains in the godly reals. In this situation awareness 1s
shared by the two personas, and in most cases the incarnate fors
developes attributes far beyond the husan nors, 1including a
growth and maturation rate accelerated by SLxS0Z. This power 15
not for everyone, and involves some significan GM arbitration.

There is a percentage chance of successful 1ncarnation, which
also serves as a K:n:mtage of sxnlarﬂ between the sature
mortal fors and the original. This 1s Range limitations

and awareness requiresents are as with the powers given above.
AP cost 1s 5004(50000/SL). Note that 1f sore than one
incarnation 1s attespted the chance of success 1s halved with
each successive incarnation created. Cost/SL=8

Fors Alteration: This i1s rather different from the other
powers 1n this group, and 1s essentxa]lz little more than the
ah:lng to change how the character looks, not in the sense of
shapechanginng(as with the Chall power), but 1n the sense
of chanqing appearance so that the character, who may be well

known, w1ll not be recognized. In

general a character has 3
chance of bein

recognized based on his Reputation Foints,
usually 1% per Each SL of this skill will neqate one RP for
this purpose. In addition, SLs gqive a percentage chance of
assuming a specific appearance which the cnaracter has seen,
without major shape or size alteration. The chance of doing this
successfully 1s , sodified for circumstances. Finally, 1t
15 possible to assume to fors of another type of being or
substance, based on the affinities describea 1in the  next
sections. A character may learn one particular fora within an
affinity per SL of that affinity, and using this power he may
change ¥o that fora. The fors must be something he has seen
before. All changes last until the character chooses to change
back, and he will not change back until he actively effects the
same (han?e process to his natural form, which he 15 assused to
have an atfinity for. The AP cost for any of these actions 1s
100+(2000/5L) . .

Affinity Powers
ese powers are based on a series of affinities to diféerent

beings, elesents and substances. Increased SL  with the
affinities allow more control and flexibility with that affinity
and 1increased SL with the powers provides more force 1n
sanipulating the affinity material. Affinities will bé explained
first followed by the specific powers and how they effect the
affinities.

Affinities have costs and are learned in SL. Each SL aqives
an affinity to a specific sub-class of the affinity 2roun‘chosen
by the player), as well as providing more strength wifh the group
as a whole, nb‘ the application depending on the specific power.
For example, a SL of Wild Beast Affinity might be specified as a
Badger Affinity as well as a general level "in the grow. The
affinities and their costs are listed below. Fresusably the list
could be expanded or reclassified.

Affinity
1 asts

Wild Plants

Wilderness Entities(dryads,etc)
Dosesticated Beasts

Cultivated Plants

Dosestic Entities(nusina,etc)
Earth Matter(stone,sand,etc)

Earth Beasts(woras,slugs,etc)
Earth Entities(gnomes,etc)

Ocean Matter (wafer,etc)

Ocean Beasts(f1sh,crustaceans,etc)
Ocean Entities(roanes,nymhs,etc)
Air Matter (wind,g9asses,etc)

Air Beasts(birds.etc)

Air Entities(ifrits,etc)

Energy Matter(fire,electricity,etc)
Energy Entities(salamanders,etc)
Undead Beings (zombies,vaspires,etc)
Spirit Bean:(ghosts,uralths, etc)
Otherworld Entities(elves,etc)
Desonic Beings (demons,devs,djinn,etc)
Art(music,painting,etc)

Science (ph1losophy,magic,history,etc)
Industry (trades,business,etc)
Pursuits (wartare,hunting,etc)
Emot1ons (madness, love,hate,etc)

=
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To sose degree a character is defined by the atfinities which he
has and the loc1 of his power(see above), particularly 1t he 15 a
true deity, and there should be a logxcal relationship maintained
between affinities. To encourage this contribution should be
allowed between directly related affinities. Note that the last
few are rather abstract and their application with powers may
require considerable GM discretion. For an example of how
atfinities work, consider the god Fan, who would have Wiid Beasts
as his main affinity, as well as Music and Madness, though with
considerable levels in the first. Given below are powers for
:plzmg affinities. There are several basic powers, a nusber of
1ch have multiple functions. Note that ASL means Affinity 5L
and PSL means power SL. In cases where combined affinities apply
both ASL should be added together when used.
Comsunicate: This will allow the character to comsumicate

with both specific and general amnn{ subjects as 1f he were
part of the same class and within the limits of the affinity's
comeunicative ability. There 1s a ASLPRI  chance of

communicating in general and twice that with specific ah’xmtg
subjects. Communication 15 two way and can be carried on througl
awareness powers. This power will not work with those affinities
where 1t 15 clearly 1nappropriate, and has natural range. APC 1s
30 AP per CR. Cos' /9.:§ -

Control /Cosmand: This allows the character to direct the

natural activities of the affinity subject, working both with
abstracts and concretes. The degree of alteration of action or

the degree of enhancesent, restriction, or even the chance of
spec1fic success 1s found by the formula (O#+ (ASLxPSL) ) -EBeings,
with specific affinities getting double effect. One being equals
2 cubic yards of matter. “APC 15 40 AP per CR. Cost/S5(=4

. <




Sumaon: This calls affinitv subjects to the character from
within a range of PSL SQRD/3mi It works pasically as the
previous powers, with a chance of success in sumsoning for each
target and double range and chance of success for specific
affinities. The special chance of SUCCESSS 15
(ASLxPSLx2) -#Be1 The beings or saterial sumeoned will arrive
directly by effective teleportation. For material things, two
cubic yards of matter are equivalent to one belnz. It n?l work
on beings or 1tess related to an abstract atfimity at half
effectiveness. APC 1s 50+(B00/PSL). Cost/SL=5

Alteration: This changes the nature of something within the
hm¥sof 1ts atfinity group, essentiall cnanzmg 1t from one
specific sub-class to another, for example, 1t would change a
Eoplar tree to a birch, or lead to zo d. Mass 1s preserved.
hance of success 1s (hﬁll)-ﬂhi s, there 1s no modification
for specific affinities, as it can only be done 1f both states
are spec1fic affinities in the sase general group. In this case
one unit equals 10 pounds of satter or 1 cubic foot of matter.
APC 15 2004(1000/PSL). Cost/SL=7 .
Creation: This 1s the final affinity based power, and perhaps
the most resarkable and significant. It allows the character to
create matter, abstract material or effects, or even life. It
falls 1n three tracks for chance of success, all on the sase
forsula. In the forsula X 1s a variable, For Life/Being/Beast
affinities 1t 1s 3. For Matter 1t 1s &, For
Entities/Undead/Spirits 1t 15 9. If the 1tes or being created 1is
within a specific affimty the chance of success 1s doubled. The
foraula 15 (RSLxPSLxX)/8Units. In this case a umt 1s 10 pounds
or | cubic foot of matter or other substance. Whatever 1s
created has all of 1ts natural characteristics, but lasts for
Enl_v (ASLPSL)SERD hours . The AP Cost 15 S00+(1500/PSL).
ost/ =10

SPECIAL LIABILITIES

One aspect of the Chall systea 1s the concept of
liabilities, or special limitations or requiresents which curtail
the powers of the character and-gain his some extra BP as a
recompense. As a general gquideline, no character should gain
sore than 50 or so BP from liabilities, but some liabilities can
be particularly appropriate and relevant. In general 1t 1s good
for GM discretion to be the determining factor in assigning these
BP, but some guidelines and su?gestwns a3y be of help.

One major class of liability 1s special wulnerabilities,
which are essentially the equivalent of affinities, but more on
the lines of anti-affinities, where those subjects get benefits
agamst thecharacter and there tends to be a mutual antagonism.
The 1ntensity of these anti-affinties should determine the
benef1ts, but the equivalent of Sls can be assigned at a value of
ZBF each, and these levels can be added to those of anyone usin
those affinities against the character, and specification shoul
be used. Such levels can also be used to find a chance of
negative reactions(fear on the part of the character, antagonise
on the part of the affinity), with a SL S8RD x 2Z chance.

Another good possibilities are ecific foes or opponents
approeriate to the background, with bonuses dependent on  the
power of these foes, perhaps ranging from 1 to 30 points. For
e:au;le, Heracles being persecuted by Hera might get 25 BF as a
result.

Also possible and really special for qods alone 1s a link to
worshippers so that the welfare of the god would depend on the
size of his following. To do this the character should assign a
percentage of his total BP which are dependent on ~ his
worshipeers. As his worship expanded that percentage of his BP
total would grow at half rate, but 1f worship fell "off, his BP
would decline. For exasple, a character might make B0% of his BP
depencent on the 2000 mesbers of a village under his special
protection. If the faith spread to another village of the same
s1ze he mluéam a number of BP equal to half that BOL(say 60BP
1f he had I50BF to start), but 1f that village were wiped out,
say by a rival god, he would lose 80X of his original B and
aleost becose a'mortal. Naturally, BM flexibility 1s the key
here, but this can encourage interraction on several levels.

bther possibilities are obligations to particular worshippers
or places, personal failings or PSyChOlDZICil disorders, special
circusstances and required actions and the like. More ideas can
be gained from the liabilities section of Dnllen?rs, or just
use your 1magination. Do be sure not to qive out too many extra
BP unless you want to run a high power campaign.

AN EXAMPLE: HRIGDI HODRSIN
Hrigdl 15 the son of Hodr, conceived when a lust-filled
gxantess of Uttgard took the blind god by surprise and ravished
18. He 15 a specially created minor-godling for a Scandinavian
:Ktn background. ®e'll gloss over his actual physical stats,
ich should be 1mpressive, and look primarily at his powers.
His area of particular interest 15 the resote wooded hill lands,

with a particular interest in wild beasts. He has a sacred
?ruve where his sother Ugrida cau?nt his father Hodr. He has
22 Bﬁ to spend because he has a !l level wulnerability to all
fores of energy affinities. He has 8 SL of Knowledge based
around his sacred zroveuopl, ngmg him a 207% chance of being
aware of events within 32m1 of the grove, with a general chance
of success of over 80% at up to 5 miles. In addition he has 10
levels of affinity with Wild Beasts(S0BP) and 8 Levels of
Control/Comsand, the result of this 1s a chance of success in
comsanding an{ one wild beast of 94% with a 15 CHA. He could
control a whole pack of wolves with over 80% chance of success,
or even better 1f he took wolves as one of his specific
atfinities. Having used all of his BF 1n this way he would not
really be able to get any of the more comson powers fros the
hall rules, but he would still be free to spend his TP on
his skills, probably in combat and woodcratt.

Many o%er variations are possible. True deities would
probably need to havve more BP to work with so that they could
afford a variety of powers, perhaps starting at a level of 200 or
so BP for equivalents of minor Olympians. Hrigdi 15, more than
anything else, a well-developed local nature spirit. For heroes
who are more sortal than an thxnz else, BP would probably want to
9o mostly to skills, characteristics and the most limited powers,
9robabl¥ affinities and sose of the passive Chall powers.
A variety of ranges and levels of play are possible and the GM
should feel free to exercise his imagination.

SCENARIOS

Space does not allow fully developed scenarios to be provided
here, but nn‘esources and exasples can be found 1n classic
l1terature. particularly recomsend the Lokasena, the Prose
Edda and Elder Edda, the Nibelungenleid an eowulf ~ for
scandinavian saterial, the sey, e Aeneid and the
Argonautica for classical msaterial, and the Mabinogian or Huon of
E%Hux for Celtic material.

xt 1ssue of ABYSS a special adventure aid for use with By

the Gods w11l be presented. Watch this space.




PLUGARAMA

SUBURBAN SLASHER

Now you can take on the roles you've always yearned for, stalhng through the
darkness hunting down the innocent and unwary. —Suburban Slasher 1s the first” in a SUmAN
series of three multi-player card games which recreate the atmosphere of the worst SLRS"EH

horror files, allowing players to play the most gruesome monsters, uexldm? claws or

weapons to hack and hew unsuspecting victims. Suburban Slasher comes complete with
a simple rule booklet, 60 Weapon and Defense cards, 50 Victim cards and 5 'Killer'
cards, all for only $6.66 including postage. When you feel the thrill of a chainsaw
tearing the flesh of an unsuspecting babysitter you'll know that you were born to be
a Suburban Slasher.

UNLIMITED ADVENTURE

If you're looking for role-playing adventures to run with either ADM or Ys arth, we
have the answer. Hell, if you've got the gquts to do a little adapting “we've qot
what you need for any systes. Ragnarok has been publishing adventure scenarios with
an esphasis on role-playing, 1magination and variety since 1979. We've got a back
library of some 18 adventures in print, all avaxlab{e at the very reasonable price
of $3 mcludmuostage. Recentl{ out are two new adventures, The Hills of Binazeia
(intrigue and revellion in the wilds of Jahannam) and Citadel of Iushran Thigh power
Txest in the world of Uttgart). In preparation now are The RKivermasters of Arania
a dangerous @15s510n 1nto enemy territory), Dark Watersimurder an #3g1C on e
docks of Ftoleselas). All are available ab §3 including postage and upcoming 1tems
savlalbe advance ordered. You can also order 4 adventures for only $10 and save a
ollar.

CHALLENGERS

Looking for superhero roleplaying which 1s really role-playing, not just power
bashm?" Challengers 15 the answer, a superhero system designed to be playableand
flexible while re%almng a core of realisa. Challengers “allows you to create
adventures and campaigns which are more than meaningless series of confrontations,
adding 1sagination and challenqing situations. Book one of Challengers contains
complete, revised mechanics based on the To Challenge Tomorrow system, with cosplete
lists of skills and powers. Book two™ features extensive world backzround a
staagenng list of background characters with full descriptions and illustrations,
with detail on six major groups of heroes, including the Alchemists, the Movement,
the Challengers and Les Defenseurs. There are also four complete and detaiied
scenar1os 1n Book two. The complete package forss the most flexible and 1nnovative
superhero system available, and 1s only $7.95 including postage

NEW YSGARTH SYSTEM

We're still at work on the new edition of Ysgarth, which 1s scheduled for release in
the late spring or early susser. Progress is going well and there will be a full
report 1n an upcolm? 1ssue. Development and pla{fesnng are going well, with the
revisions of the skill and combat systems cosplete. The new magic system is
currently undergoing playtesting of vZat we hope will be a final version and work on
the background and world design section is almost finished. There are, of course,
various stages of production still to be cospleted. All of the major and minor
systess are being cospletely revised and updated, although the new system will
resain compatible with aids already published. The rules will cose 1in two B.5xil
booklets with everything needed for play. You can reserve a copy now for only
SlS(posta?e included) and it will cose at least a month before the system 1s in the
stores. In addition you will receive reqular updates and progress reports. The New
Ysgarth System will mark the start of a new generanun of role-playing games, with
e 1deal merger of realise and playability to unchain the 1magination. .

DEMOGRAPHIC SURVEY RESULTS
Results this tise were quite gratifying and showed sose change from the last survey. Significant items abstracted from the
survey are provided here for your reference.
% of our responding readers own a cosputer. 0f these most(19%) own a Cosmodore or an ple(11%), with Adam, kaygro Atar1 and
IBM also making a respectable showing. An 1mpressive 61% do not own a YCR and 72% don't use hose video games, while 53. make up
for this by having a cable service.
The leading hobbies asong our readers are reading science fiction and fantasy (28%), nnhng}(l?‘ﬂ and comic collecting(14%).
331 belong"to a local gaming club but only 36% belong to a national gaming organization. % buy their games 1n a local store,
with the rest buying at conventions(25%) or t‘rough the mai1l(22%).
The average copy of ABYSS gets read by 3.28 enlightened gamers who are 20.53 years old(a year older than last time). Thev are
75% male and are 1n the second semester of their Sophomore year of college(25% have at {east an MA). They are primarily
students (44), gaee designers(11%) and sosetimes computer programsers, teachers, librarians or in the military. They earn $17,180
per Ehear, though there 1s a spread from 0 to over g& 0f this money they spend $13Z on games and $246 on books per year. .
ly 27% use published modules and the most popular magazines aside from ABYSS are AGON(18%), ALARUMS & EXCURSIONS(1Z%)
WHITE D‘MF(]U.) and DRAGONLORDS (10%). Magazines which did well last time have fallen considerably, like DIFFERENT WORLDS (I,
SPACEGAMER (6%). No one can airee on their favorite comic books, but the lead 1c held by Jud Dredd(B%), American Flag:7h:,
Twisted Tales(6%), Moon knight(S%) and X-Men(S%), with many others saking a showing. The top boardgames among our reacers are
Kingmaker(15%), Middle Passage/Fassage to Lathay(12%), Rail Baron(10%) and Civilization(10%), with many others 1n contention.
Ro; I

eplaying 1s domina Y sga (2277, To Challenge Tomorrow(14%), Champions(B%) and ADD (1)
e hope to let these results and any suggestions you send in guide our editorial policy in the coming year.




Bishamon-ten
Bishamon is also known as the
deva Vaisramana. He is one of the
Shi-tenno(q.v.) and is also one of
the Seven Gods of Luck(g.v.). Hs
is portrayed as wearing armor annd
carrying a great spear and
trampling demons underfoot. He is
so important in so many areas that
it is hard to see how he could
have been missed when TSR compiled
tDei!ies and Demigods.

i Benten(Benzai-ten)
Benten is the 'Goddess of the
fGift of Eloquence’', and is
regarded as an important figure in
Brahmanism for she is the patron
of language, wisdom, knowviedge,
music and the arts in general.
She is also one of the Seven Gods
of Luck(g.v.).

,  Kichijo-ten
¢ TSR does mention this goddess of luck, but she is not one of the
| seven. She was much like Benten, but she failed to establish a
shrine and gather much of a following. She was so unimportant to
| the scheme of things that | can't see why TSR bothered with her,
although their basic description was good. Her priests are often in
conflict with those of Benten.

Daikoku-ten

Daikoku, also known as the deva Mahakali, is a very popular god of happiness and wealth
and is one of the Seven Gods of Luck. He is the protector of monasteries and the providor of
food.

Shoten
Shoten is the Japanese buddhist version of the deva Vinayaka. He is partly helpful and
partly evil; he will sometimes help people overcome obstacles and sometimes he will place

obstacles in their path. His priests are required to have some personal initiative and the
holy symbol of the faith is never publicly displayed.

Marishi-ten

Marishi is the embodiment of the ray of light that appears in the sky before sunrise.
Her image was placed on helmets as a protection against an enemy's attacks. She is sometimes
portrayed as male rather than female.

Ida-ten

This is the deity of speed. He appears as a young man with a spear, a Chinese helmet and
breastplate, holding a sword. The Japanese cliche 'an Ida-ten race' means a very fast race
indeed. Naturally he can outrun any living creature

THE SEVEN GODS OF LUCK

This is a group of seven very popular deities associated with good luck and happiness.
Some of them are mentioned in Deities and Demigods, but they are not identified there as a
group. They were grouped together from various cycles during the 16th century and they are
mentioned in other myths as well. They are a favorite theme in music and theatre and often
appear together on their treasure ship Takara-bune(q.v.). Three have already been described,
Benten, Bishamon and Daikoku, and can be referred to above. The other four are:

Ebisu

He is the patron deity of fishermen and tradesmen. He is one which TSR got all muddled
He appears as a fat, bearded fisherman with a rod in one hand and a red snapper(a symbol of
good luck in fishing) in the other. He is the son of Daikoku, but in some versions he is
identified with Hiruko or Koto-iro-nushi, a son of Okuninushi. He is also associated with
happiness due to his role as a peacemaker between celestial and earthly deities.

Fukurokujo

This is a deity of longevity. He was once said to have been a Chinese Taoist sage and is
depicted with a large, domed head and accompanied by a crane or tortoise which symbolzes
happy old age.




16
Hotei

This deity appears as a cheerful buddhist monk with a large belly and often accompanied
by children. He is sometimes associated with Miroku-bosatsu and is nicknamed °'the laughing
buddha'.

Jorojin

This deity is much like Fukurokujo and was also once a sage. He appears as an old man
with a white beard wearing a scholar's headdress and accompanied by a stag. He carries a
staff that has attached to it a scroll containing all the wisdom of the world.

THE SHI-TENNO

These are the four guardians of the cardinal points in Japanese buddhist myth. They are
also mentioned in Tibetan, Chinese and Vedic mythology. They usually appear wearing armor
and heavily armed, trampling demons underfoot. They are known by wvarious different names,
but in Japanese myth they are:

Bishomon
This deity has already been mentioned. He is also the leader of  this group and the
guardian of the north. He is generally associated with the fall season.

Jikoku

This is the guardian of the east and the leader of the celestial musicians. He is white
in color and his symbol is a stringed instrument, so he is worshipped by musicians and his
priests should have some knowledge of music. He is associated with the summer.

Komoku
This is the guardian of the south. He is either colored blue or green and is depicted
carrying a sword. He is associated with the spring.

Zocho
This is the guardian of the west and the god of serpents. He is red in color and his
symbol is a small shrine or jewel and a serpent. He is associated with the winter.

OTHER IMPORTANT DEITIES

There are a large variety of lesser deities who are also important in their own areas and
possibly of some use. These are described briefly here.

Ama-tsu-mara: This deity can be found in Deities and Demigods and is presented as a deity
of blacksmiths, but | can find no mention of him in any other source.

Amatsu-mikoboshi: This is the shinto deity of evil whose name means 'against the star of

heaven'.
Ame-no-uzume: This is the patron goddess of dance. It was her dancing that caused the
other gods to laugh and draw a curious Amaterasu from the cave in which she hid herself. In

some versions of myth she is the wife of Saruda-hiko.

Bimbo-gami: This is the shinto god of poverty.

Binzuku: This is a Japanese disciple of Buddha who was raised to the rank of god because
of his powers to heal the sick.

Binzuru-sonja: One of the sixteen great disciples of Buddha who lost all hope of reaching
Nirvana due to his use of his supernatural powers infront of heretics. He has great power
over illness, particularly those affecting the eyes.

Emma-o: This is the overlord of hell(Jigoku) in Japanese buddhist myth. He judges the
souls of men and sinners and determines where they go among the sixteen regions of fire or
ice. The damned stay there until they are reborn either on earth or in heaven. He wears a
Chinese judges cap and has a fierce expression on his face and wields a rather deadly mace.
In modern Japan hell is thought of as a fable and Emma-o is used as a bogeyman to frighten
young children into being good.

Fuchi: A fire goddess who was born from a piece of Kagu-tsuchi. She gave her name to Mt
Fuji.

Fujin: This is the god of the winds. He appears as an Oni carrying a bag in which the
winds are contained.

Futsunushi: This is a shinto god of fire and lightning who helped clear the way for
Ninigi to assume the throne of the earth.

Hiruko: This is the deformed child from Izanagi and Izanami's first union who was cast
adrift in a reed boat. Some versions identify him with either Ebisu or with Sukuna-bikona,
who came to Okuninushi in such a reed boat.

Inari: This is the god of rice cultivation, prosperity, merchants and tradesmen. He is
also the patron deity of swordsmiths and is connected to brothels and entertainers. He is
depicted as an old man with a flowing white beard and riding a fox carrying bags of rice. He
sometimes uses foxes as messengers and foxes are treated with great respect by his priests.

Kagu-tsuchi: The ill-fated god of fire whose birth killed Izanami and was himself slain
by lzanagi.

Kami-nari: This is the goddess of thunder. Trees split by lightning were considered
sacred to her and could not be cut down.
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Kishimo-jin: The mother of demons in Japanese buddhist myth who ate children but was
later converted by Buddha and became a protector and healer of them.

Onamuji: A deity that tried to keep the earth's throne away from Ninigi.

Otoshi-no-kami: The god of the harvest.

Raiden: A major god and patron of the fletchers according to Deities and Demigods, but |
could find no mention of hinm anywhere.

Ryujin: This is the god of dragons. Any prayers for rain were answered by him.

Saruda-hiko: The guide to Ninigi when he left the heavens to take command of the earth.
He is the god of the crossroads and his symbol is the phallus, usually placed at a roadside.

Saruto-hiko: The god who was the commander of Ninigi's armies and also the grandson of
Amaterasu.

Shina-tsu-hiko: A goddess of the winds born from lzanagi's breath.

Sukuna-bikona: A dwarfish deity who helped Okununushi in building the world. He is also
the god of healing and of saki(rice wine) and is associated with hot springs.

Takemikadzuchi: An assistant to Futsunushi.

Ta-no-kami: A god of rice fields and the divisions between then.

Uga-no-mitama-no-kami: The god of rice who was given the first seeds by Amaterasu from
Ukemochi's body.

Ugaya-fuki-aezu: The father of Jimmu-tenno, the first emperor of Japan and a grandson of
Ninigi.

Ukemochi: The Shinto food goddess who was slain by Tsukiyomi. After her death Amaterasu
sent a messenger to her body and he discovers that her body gave birth to many things; a
horse and ox from her head, millet grass from her forehead, silkworms from her eyebrows,
panic grass from her eyes, rice from her stomach and corn from her lower body. The messenger
gives these to Amaterasu who extracts the seeds for other deities to sow. Then she puts the
silkworms in her mouth and starts to unwind the thread thus beginning a silkworm culture.

Umi-no-kami: A god of the ocean and an assistant to Susannowo.

Wata-tsumi-no-kami: A god of the tides and an assistant to the god of the oceans
Umi-no-kami.

Yabune: A god who protects households and their inhabitants from harm. He is briefly
mentioned in old poems and rituals. His symbol is a gregyo.

CLOSING NOTES

This concludes our look at the major deities of the various Japanese pantheons in brief
but sufficient detail. A further section 'The Japanese Bestiary' is yet to come and will
examine the mythical creatures and artifacts of of Japan.

BEGGARY
ERIC OLSON

With a topic like this you would expect
me to talk about the Assassins' Guild or
some sort of Mages' Guild. Instead, I'm
going to talk about what may seem like the
least of the guilds(in the eyes of society)
but with a great potential for subtie power
and influence. The guild in question is the
Beggars' Guild, which may not even be a
guild in the traditional sense, much in the
way that Thieves' Guilds are more likely to
be underworld confederacies or syndicates.
Beggars are closely linked to Thieves in
many ways, and in a well-developed city one
of their functions would be as the eyes and
ears of the professional Thief population as
nobody notices beggars, they can go anywhere
and find out almost anything. Knowledge is
the key to their potential power. Not only are organized beggars adept at gathering
information, they are likely to have garnered a few powerful friends/allies and surprising
amounts of hidden capital. Another major area of power is the use of rumors on the street.
Rumors and unnhappy murmuring can bring down governments and destroy business faster than
force of arms. A well organized band or syndicate of Beggars can bring society to the brink
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of collapse through rumors and well coordinated public displays. In many ancient cities much
of the population consisted of displaced farm labor which had taken to begging so that cities
vere filled mainly with the very rich and the very poor. This was the great traditional

problems of Rome, where the riots of the populace led Popes and Caesars to spend the hot
summers elsewhere(Avignon, Ravenna, etc.).
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The term Beggars' Guild is not necessarily accurate for the type of organization we are
discussing, but for the sake of compliance with the erroneous notion of the Thieves' Guild
which is so closely related we will stick with it. Beggars' Guilds are formed as a means of
self-preservation against the other unsavory elements of the city. Beggars in particular
neighborhoods would band together; pooling resources to find safe havens to sleep and hide
from danger, finding protection in obscurity as well as numbers. In many cases it became
expedient or desirable to expand the guild to include all of the beggars in the city, as a
means of unity against opposing groups in society or as a means of consolidating power. Most
often such unification would be the result of an ambitious person who wanted to enhance his
personal power by dominating all the beggars in the city. Those beggars who supported him
would prosper and those who opposed him would perish(nobody worries much about dead beggars
in a gutter). Such ambitious beggars are a focal point in coordinating such a begging
syndicate and are traditionally called Beggarmasters, the equivalent of the Guildmaster in
the Beggars' Guild, which is in many ways a parody of the guilds of the wealthier segments of
society. This pooling of manpower and resources could make beggars a formidable and
unsuspected force and give a great deal of hidden influence to their leaders. City wide
organization of beggars would not be the rule in every case. In larger cities competing
syndicates might even be involved in active conflict, or have divided up the city into
territories of control. Beggar wars would tend to go unnoticed by the general populace, as
few would notice the disappearance of a faceless beggar and his replacement by an equally
faceless beggar from a rival guild. Such occurances should be rare as these organizations
exist to be anonymous and violence courts attention.

Most people have the mistaken impression that beggars are all helpless cripples, an image
which it is profitable for beggars to encourage. While some may be maimed or diseased, in
most cases they are far from helpless, more likely to be sporting repulsive but artificial or
cultivated and harmless disorders. Most beggars really fall into the group which were called
'Sturdy Beggars' in the middle ages. Healthy people who either could not or would not find
vork or were between occasional employment and preferred to earn easy money by begging or
minor crimes. Some of these beggars might be foreigners unfamiliar with local language,
unemployed sailors or mercenaries whose work is seasonal or occasional, criminals, renegades,
displaced farm workers or unemployed entertainers. Most people do not realize the close ties
between beggars of one sort or another and the wide range of street entertainers, such as
jugglers, fortune-tellers, storytellers or mummers. Minstrels might even fit into this
general class, though trained bards are a cut above it. As you can see from this listing,
most beggars are far from helpless. Many are quick, strong and in the prime of life, as
ready to take your money by threat as by sympathy. You'll never find a beggar unarmed.
Living on the streets they cannot afford to be undefended and they can be close to the urban
equivalent of brigands in strength and combat skill. Beggar groups will have some heavies to
see that their members are kept in line and protected and maybe even some high-class muscle
or even an assassin. Their preferred tactic is always- to dupe targets, draw them away from
guards or compatriots and then take him in a large group in a secluded spot where he will
learn how hearty beggars can be. They probably will not kill, only maim or cripple, because
whether they are healthy or not, they all resent society which has made them all outcasts of
one sort or another. Some beggars will be crippled or diseased, but in a primitive society
this will rarely take a totally incapacitating form. Those who are seriously physically
injured or terminally ill will die. They won't hang around on the streets begging. Those
with diseases like leprosy or plague won't even be allowed into the city, so the many
affecting these afflictions will almost certainly be either fakers or recovered sufferers.
To survive on the streets you must be sturdy but look wretched and beggars have many
techniques for this. If you don't have the good fortune to have survived a bout of plague
with nice scars there is always paint and powder, and anyone can play dumb or blind pretty
vell. The most likely actual cripples will be those who have lost limbs in industrial
accidents and had to abandon their craft, usually careless manual laborers who got sloppy
vhile lifting and hauling in a workshop or mill. Real craftsmen who get injured can still
teach and supervise and are provided for by their guilds. Nonetheless armless beggar will
claim to be a swordsmith reduced to poverty by his injury.

One of the important roles of organized beggars is in gathering information, as mentioned
before. Cities are literally full of beggars and after a while citizens take almost no
notice of them. No one has better opportunities to observe the passage of people, their
activities and their involvements. Beggars are ideal for casing places before they are
robbed, for finding out when people will be away from home, for finding out who meets who and
where, and for following marks or enemies. They also provide a wonderful network connecting
information sources together, and the more artful beggars can even listen in on conversations
or catch a few snippets of plots and plans. They are accepted in all levels of the
underworld, so they can gather information from those best suited to getting it, for example
they could pass on confidences which a whore learned from a customer to a racketeer who would
then use the information for blackmail. Naturally the beggar and his guild would get their
percentage in all this.

One myth which must be dispelled is that of the poor beggar. The only really poor beggar
is the incompetent or freelance beggar. One major function of the Beggars' Guild is to share
the wealth so that no one goes hungry and to increase the opportunities for profit. Some of
the portion which beggars pay will go to regular communal meals and relief, though some will
line the pockets of the leaders. In many ways the Beggars' Guild is like an expanded, rather
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mercenary family, particularly in the strong bond of loyalty and brotherhood. Guilds also
provide training and aid in presenting a wretched appearance, and will help members keep out
of sight when necessary. They also provide protection and assure fair pickings. Of course,
in return for this they expect an honest fee, usually half of the beggars earnings or more,
depending on the strength of the guild, possibly as much as three quarters. There is great
danger for beggars who fall out with their guild or for freelancers moving into guild
territory. Freelancers will either be eliminated or forced to join in a provisional
status(if. there is room for them) and those who fall out with their brethren will tend to
find themselves at the bottom of the river or at least begging with full fees and none of the
benefits or choice locations.

A Beggars' Guild can be a useful ally or a dangerous enemy. As an ally it can be a
source of valuable information, can spread or squelch rumors, and can hide anyone and keep
them safe. As an enemy it can do all this for your foes, cause your agents to disappear,
spread damaging rumors, or even take you unawares and dispose of you. Beggars are kept
strong and protected by a kind of code that they will never harm or inform on their guild or
guild brothers. The punishment for breaking this code is swift and unpleasant. For many
this type of brotherhood offers far more than common poverty, a way out and a means to
survive and collect a little capital. A strong guild will support its members and advance
them beyond its own ranks for later favors. Beggars are essentially criminals in sheeps
clothing, but more than that they are the dispossessed poor of the society who wmust band
together for survival and profit, becoming strong when unified in a way they could never hope
to be alone. The Beggars' Guild is a force to be reckoned with in an urban society, a useful
tool or means of advancement. | hope these few ideas on beggars may be of help to GMs in
expanding the under-classes in an urban fantasy campaign. If applied wisely and tied in to
other aspects of the city they can add depth and variety to background and events.

A Beggars' Guild can be a useful ally or a dangerous enemy. As an
ally it can be a source of valuable information, can spread or squelich
rumors, and can hide anyone and keep them safe. As an enemy it can do
all this for your foes, cause your agents to disappear, spread damaging
rumors, or even take you unawares and dispose of you. Beggars are kept
strong and protected by a kind of code that they will never harm or
inform on their guild or guild brothers. The punishment for breaking
this code is swift and unpleasant. For many this type of brotherhood
offers far more than common poverty, a way out and a means to survive and
collect a little capital. A strong guild will support its members and
advance them beyond its own ranks for later favors. Beggars are
essentially criminals in sheeps clothing, but more than that they are the
dispossessed poor of the society who must band together for survival and
profit, becoming strong when unified in a way they could never hope to be
alone. The Beggars' Guild is a force to be reckoned with in an urban

society, a useful tool or means of advancement. | hope these few ideas
on beggars may be of help to GMs in expanding the under-classes in an
urban fantasy campaign. If applied wisely and tied in to other aspects

of the city they can add depth and variety to background and events.
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Now, this magazine has the single lowest content rating ever
n . Don't let that deceive you. Depending on what you're
looking for there can be lots or very little here for you. The
1ssue on hand 1s #64 and 1t 1s in 8.5x11 format with 42 pages and
a glossy, full-color cover, though previous issues have been 1n
sore of a news forsat. The cover price 15 $1.95 and publication
15 monthly.

Sose readers may be familiar with LOOUS, the largest SF news
magazine. If not, 1t will be reviewed 1n an upcoming 1ssue of

. ST is ' sain competition, and tries to present news
of the SF field and hobby from a somewhat different perspective.
Both 8agazines present news on authors, artists, events and
publishing. Both present inforsation on upcoming book releases.
Both present book reviews and special articles. What SFC has to
distinguish 1t is a rather nice line on the intrigues of
publishing, and short but consistently on target book reviews.
What hurts 1t 1s an asateurish editorial attitude, a nauseating
orientation towards the lowest comson denominators of SF fandom,
annoying convention reports, and trouble keeping up 1ts
schedule(we should talk). On the whole the news is more
interesting than in LOCUS but less up to date. It shares a rather
limted awareness of magazines and saall presses with its
cospetition. One particularly endearing new policy was
established 1n reaction to TSR's legalistic attitudes about i1ts
tradesarks, which prospted SFC to eliminate TSR reviews
alltogether.

On the whole there are actually less than a dozen pages of
densely Ermted text 1n an 1ssue of SFC and sose of that space 1s
wasted, but like LOCUS, part of the value of the magazine to
readers interested in new releases 1n SF or fantasy 1s the
advertisesents(of which there are a great many). The ads 1n SFC
are comprehensive, and they are a good way to find out what's new
and upcoming 1n your favorite fields and from your favorite
autnors. The price 1s reasonable, and SFC 1s different enough
fros LOOUS that you might find 1t worth looking into. (DFN)

STRATEGY & TACTICS
Dragon Publishing, POB 110, Lake Geneva, WI 53147
APP:6, CON:6, VAL:2, PER:S, OVE:4

As a former SET subscriber I've been reluctant to look at its
new incarnation 1n the less than 1inspiring hands of
Superficially 1t still looks the sase. There's still a 2“9 n
each 1ssue, many of the same features and the same ou rageous

cover price. It may be a distortion through hindsight, but
beneath_the surface such seess to have changed. 1 have u‘)e on
hand. This 1ssue 15 64 B.5x11 pages of fairly dense text, with a
?nod bit of advertising, mostly concentrated in the first halé of
he magazine and much of 1t for TSK products, including an
incongruous full page ad for Marvel Super Heroes. A good m? of
Sﬁice seems to be wasted wi arge, crudel reproduced
photographic 1llustrations and sediocre graphics. It doesn't seem
to have the flash of the old S&T.

Content 15 what reallK counts. Most of the general form and
such of the dullness of the old ST survives, though without the
personal touch which sarked 1ts earlier incarnation. The game
this 1ssue 1s "Central Comsand®, another predictable ‘what 1f'
superpower confrontation scenario. It 1s playable, but far from
exciting. One thing about 1t which I didn't really understand was
why a full page illustration of all the counters, front and back
was provided when the counters are provided with the game and
easier to look over. They've also ?wen Richard Berg a  'Moves’
section, which really has very little resesblance to the old MOVES
Ragazine(to be truthful, I liked MOVES such more than ST and
would rather have seen 1t preserved). This  section was
interesting and sosewhat useful, qerﬂaps the best part of the
magazine. The rest of the articles were fairly lifeless, but
could be useful to some. The reviews featured 1n the section
which preserves RICHRD BERG'S REVIEN OF GAMES were astonishingly
laudatory and made se yearn for a negative review so I could have
sose faith in the rest of the section. On the whole, as a1ght  be
expec ted Ber?'s saterial is the best in the 1ssue. The 'Feedback '
section 1s also still around, though 1t seees a little hollow with
no real SPI to back 1t up. I aleost had a feeling that they were
asking the questions as a matter of fora rather than as a useful
source of inforsation,

On the whole SLT doesn't seem to be all that exciting, but
then in 1ts later 1ssues with the real SPI it was no real thrill
either. It is a useful, colorless hard wargamser's @agazine best
suited to those interested 1n technical ;ales for sore modern
periods. There seees to be a conscious effort to stay away fros
the t{pes of games which the old SkT sometises featured for
variety but which TSR seess to believe are adequatly covered by
their equally limited fantasy organ. I think sose of the attitude
behind the revival of SkT 15 illustrated by the table of contents
wiere the listing of gases in the review section shows all the
gases 1n norsal print, but TSR's A Gleam of Bayonets 1in all
capitals for added emphasis. I'd recomsend SET fo avid hardcore
wargamers, but they are probably already familiar with 1t. For
those with a softer interest it is of limited value. If you are
interested, subscribe. Don't buy 1t in the local store.  You'll
save $12 a year that way. (DFN)
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MEIRD TALES
FPP:E, CON:6, VAL:7, PER:S, DVE:6

Somehow another group of people got hold of the WEIRD TALES
title and tradition, presusably wresting it from Lin Carter's
rabidly clutching hands. 1s 1s, 1f anythma, a 7enume
curiosity 1n unz ways. The u?izme 1s 1n an 6.5x11 format,
published bi-monthly, almsost all fiction with a few features, and
done on slick paper with a color cover. A single copy 15 $2.50
and a subscription 15 $10 per year, a rather reasonable price.

The high point of the magazine should be looked at first. It
seeas to be genuinely devoted to the MEIRD TALES tradition, a work
of fans of the original sagazine hoping to recreate it, though
they say have created more of a zosbie than a true rebirth. It 1s
also nice to see a mix of traditional MEIRD TALES writers(Robert
Bloch,Ray Bradbury), outstandinng newer writers(Harlan Ellison
Stephen King) and less familiar writers. In some ways the cmtenl
1s weak. The orientation seees to be very much towards horror and
light fantasy, certainly a part of the TALES tradition, but
other aspects seem to have been ommitted, particularly dark
fantasy, adventure and swords and sorcery. On the whole, the
authors 1n this premier 1ssue are good writers, but not the ones |
wuld expect to see kicking off a serious revival. There are
better writers who are strong on the market right now, who should
be 1n MEIRD TALES, 1nc1ud1n? new writers o I fear may be
overlooked by the editors. would hope to see such writers as
David Drake, Glen Cook, Charles de Lint, Adrian Cole, Richard
Tierney and Charles Saunders in future issues. There are many

new writers out there who need a magazine to fill the void
eft by the passing of FANTASTIC. On the whole the fiction 1n
this 1ssue as well as the featured book reviews and ‘weirdisas’
are solid 14 not terrm]{ exciting. Certainly up to standard in a
shrinking sagazine market.

The real ‘weirdness of this new MEIRD TALES comes in the area
of production. And stylistically this sagazine 1s really strmze.
There 15 a conscious, plodding effort to stick to the style of the
original magazine, to the extent of reprinting old art, { os and
?Yiphl(S and even odd old advertisesents. A little of this 1s
1ne, but 1t really gets bizarre when you notice that there are
new advertisements featured which are as unusual as the most
unusual to be found 1n the yellowing pages of a classic 1ssue.
How hard d1d the publisher Kave to search to find ads from the
fosicrucians, a medius DJ mall, and a wsanufacturer of
vmnloquxs"s dusales? ere did these people advertise when
there was no MEIRD TALES® Next, the art and graffics.
the art 1s reprinted, but most of the new art 1s awful,
exception of a fairly mce cover. As to the graffics, the layout
15 amateur1sh and unimaginative. White space 1s used badly, the
typestyle 1s unattractive, and it looks a lot like my h1 school
literary magazine. The titles are particularly bad, all typeset
the same ua{ with no style at all. Ron Cobb(art director), Frank
Cohen (Layout) and  Alex Yuchongtian(Layout) are presusably
responsible for this, and they should either be replaced or take a
tourse 1n layout and design. Hell, the title page 1s laid out
wth the logo, date and cover credit off center, and whoever did
the cover has no ideas of how to handle bleeds or color overlays.
It say be a personal perspective, but I could do a much bet{er
job, and there must be someone on the west coast with an 1nterest
n *anntasy and the necessary skills. A good look 15 what will
nke WT succeed or fa1l, and as it stands” now the look of the

with the

agazine 1nvites failure.
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This incarnation of WT shows potential, devotion ano heart,
but 1t 1s a dissapointingly amateurish production, a labor more of
love than of consideration or pragmatisa. [ hold sose hope for
WT, but they will have to pull production up to a earketable
standard 1f they want to cospete i1n a comsercial climate which has
already killed better produced sagazines with less famous names.
Nonetheless, give WT your support 1t's the least 1t deserves. (DFN)

WERE ARE THEY NDW?

We've published over 30 magazine reviews 1n the past 1ssues of
ABYSS. [ think that's more than any other gameing nagazme, so for
reference this 1s a compilation of magazines and™ ratings. There
15 a purpose to all this. We don't know the current status of
sost of these magazines, and hope that someone out there will
write 1n and give us an update, as we pian to go back and assian
reviews to the surviving magazines which we did several years ago,
sose of which have changed considerably. In addition to 2he
standard ratxn?s(wpearince Content,Value,Personal,Overall),
Issue Number(ISS), Reviewer (REV) and Status (STA) are given. Those
narked with a '?' are a mystery to us and news would be welcomed.
Those sarked 'RIP' are gone and those marked 'Ok’ seem to still be
around. We'll keep runing magazine reviews(soseone has to do 1t),
and 1f you know of new publications let us know or tell thea to
let us know, and 1f we can get hold of a copy we promise to do a
review.

Magazine APP CON VAL PER OVE ISS REV STA
venture Gaming 2 & & 4 3 15 DNRIF
Adventurer's Club 7 S5 5 6 5 29 DN K
Deck of Many Things 6 3 8 4 5 20 DN OK
Different Worlds 3 597088 RIS NG
Dragon 6868 -3 & 15-DN=BK
Dragonfields(C) I W R Tl AR ol
Dragonlords (B) 8 9 & 8 8 18 DNRIP
Explorer Jiovd . oS SN2
Fantasy Herald(S) Seael 5.8, (8.9 201N Tl
Fantasy Book 3o b N D ZHSIIN. (K
Fantasy Review bl 5. 1 51 2h TN O
Fantasy Tales(B) LG e o ey T w8
Flagship (B) R e B iy s et
Miser's Horde(B) 880 28 L AT TN
scape 9. 8o S Dl SN
Necrosancer - SO TR S e e Tl
Necronom1con oo BB T 20 DNERIP
Netherworld Contin. 6 6 3 6 5 24 DN ?
m?m Voyages B9 ab o8 8 25 INRIP
Nuts & Bolts B0 S, 2 INE D
0lyspus DS 9, o0 20 SINES?
Oracle 9.9 6 1. 1321 N2
Phantasy S:b 2 b =8 B INGGR
Fhantasy Network B A 5 S8 5 SIDRIP
Quasits & Quasars(B) 6 8 8 S5 7 18 DN 7
Ringwraith Shadow(B) 6 3 6 5 4 2 N °?
Red Giant (B) 7, ey PO W - by R
Sorcerers Apprentice 8 8 7 B B IS DN ?
Spacegamer 4 7 2 5 315 N
Storalord(B) 7 6 8 4 7 18N ?
We1rdbook 9 9 3 8 7 23 N
Wyrafire 2.4° 5" 6 24 28 "CIRIP

TSR continues a copious publishing schedule despite rumours of
Chapter 11 and massive staff reductions. This time I's going to
try to catch up on some of the wide selection of newish 1tems on
hand, 1including modules, aids and a few 1tems which are hard to
1dentify.

First, Indiana Jones marches on with a new module release
called Crysta]l Death, a collection of mini-scenarios produced
with sose §Ia§ and some tacky gimmicks like a ‘combat clock' and
the n«gnc viewer' systec(presulabl¥ ared filter to read secret
information screened out by an overlay, though my copy was nssmg
its screen). The half-dozen scenarios presented are childish an
unisaginative, and between the style and the gimaicks I'd say this
was aised at an audience of 10 year olds with little 1magination
or 1nterest in role-playing. 1f 1 were publishing products aimed
at this sort of audience 1'd seriously reassess my personal value
systea.

In Druss on Fire Mountain,the Bth in TSR's series of wmodules
brought in froa the UK, the designers prove three things. First,
even role-playing worlds are aﬂ?xcted with wogs who need to be
put down. Se(ona, 1t doesn't matter where you are or what kind of
culture you're in, a dun 1s still a dungeon. And third, TSR
sanaged to find people 1n England who are just as unimaginative as
their domestic designers. This sodule 1s set on the ADLD
equivalent of a south-seas 1sland called Teki-nura-ria. The
scenario 1s basic. Noble aryan adventurers head to an 1sland of
primitives(grass-skirted orcs), eager to oppress them and steal
all their wealth and the secrets o; the 1nnevitable underground
complex built by their ancestors. Although the settm? 15
superficially new and there are a few original or at least
variant sonsters, this 1s just the sase old hack and slash stuff,
1deal for sunchkins, but not really role-playing.
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Now, last 1ssue I got sort of excited about a module 1n the
'Dragmlance' series. Since then I've seen more of the series and
had a chance to look at the novels based on the series(to be
reviewed next 1ssue). DraFns of Desolation 1s the fourth module
1n the series. On the whole, design annd production are well
above TSR's standard and the orientation 1s towards a sosewhat
sore mature(sic) audience. The more I see of this series the less
the surface trapgmgs fool me. Sure the maps and graphics are
excellent, but this 1s just munchkin bait of another sort. There
are a few nice ideas. The fiying fortress bit 1s well done, but a
flying dungeon 1s just a flylnz dungeon. The really offensive
asoec?s of this adventure are the sawkish elesents of the story,
the slavish wedding to conventions of the AD)/Fseudo-Tolkein
world, and the rea?ly offensive characters who are offered for

play. Yes, you no longer have to think, TSR provides the
character for you. These characters are essentially eight
stereotypes. The very nases are dead giveaways to the attitudes

of the designers. [ don't know about you, but 1f 1 were forced to
play a dwart nased Flint Fireforge I'd fall on the axe which I as
naturally carrying as fast as possible. Some excuma
1nnovations...a fesale(') clerictnased Goldmoon of all things) an
a race called kender who are, guess what, halflings, with the main
representative bearing the proud nase Tasslehoff Burrfoot.
There's also a wonderful random encounter section with a selection
of sonsters who seea totally 1llogical and out of place. This
module has given me a clear vision of who this series is designed
for. I see a vast audience of pudgy myopic high-school girls
clutching harlequin romances, early amiddle-ag bureaucrats,
attendees of Darkover fan conventions and other quietly desperate
people with enough 1magination to hate their lives and themselves
and too little to sove beyond the mind-nusbing conventions
presented 1n this series of modules clearly intended to entertain
grown-up munchkins.

Now, I don't actually know anyone who still plays Star
Frontiers, though I know 9¥enty of people who SElayeo once or
wice. However, there must be a following as T 1s releasing
sodules like the new 2001and 2010 modules, the later of which was
actually released before the movie. There 1sn't much to say about
these two modules. The two added skills in 2001, 'Astronosy’ and
‘Navigation' make you wonder how people travelled through space
prior to this point. In fact, as astronomy 1s described as
allowing one to tell the difference between stars and planets, |
feel sort of sorry for all the previous space travellers roasted
as they attespted to land on stars. They are well produced and
well tl ou%ht out, but essentially unplayable, as might be expected
from the topics. Also out for Star Frontiers 1s module nusber
four, Mission to Alcazzar. 15 ule 15 actually somewhat
better than one would expect. They set up a fairly innteresting
1f standard planet, with sose passable native life and situations.
It 15 a basic reconaissance, rescue and raid @15510n, S0 common to
SF role-playing, but 1t 1s fairly well set up and has the detail
and inforsation necessary. Mission to Alcazzar 1s not innovative
but it 15 good solid advenfuring with the esphasis on qux:i(
thinking rather than personality or 1nteraction, which is not
altogether bad for purposes of relaxation.

lso new froa TSR 1s Legends and Lore, an exciting and

original role-playing aid. ng 1t says in saall print on the

cover, this 1s serely a reprint of the old Deities and Demigods

with a new title, presumably because Deities and Demi Was ou
er art the unwary a1

of print and with a new title and cov ght buy a

secona copy. Aside from these two changes and a new introductibn,
the text and art are exactly the same as the second egition of
Deities and Demigods, down to nemz taken from the came layouts
and typeset. ﬁ you would think that any self-respecting ~game
cospany would take this ;portumty to correct some of “tne
1nnacuracies in what was probabiy the single most 1nnacurate and
offensive role-playing aid ever published. [ would think that
outraged reviews of Deities and Demigods 1n every major sagazine
would'have at least made thes blush and perhaps do soeething to
bring 1t up to par. Dasn 1t, aythology 15 important 1n
role-playing, and even ADY) players deserve better than this
garbage. But no, 1t ngﬁﬁ? and {om 15 Just the sase old stuff,
with sore oaissions than can be counted, glaring errors,
incalculable 1naccuracies, and a dosinating ahnune which lowers
deities to the levels of big monsters and sakes religion nothing
sore than another sagic 1tes. Some day I may have the tise to do
a rundown of all that's wrong with Legnds and Lore, but here I
have neither the time nor the space. Ferhaps it 1s sufficient to
say that in the write up of Odin alone there are at least 7 major
errors which would cose clear fros reading a sxn?le book on Norse
syth, not to mention at least a half-dozen notable osissions, and
a variety of degrading unecessary additions which are essentially
ixldmg he l1lly. On the whole, as with sany of the deities 1n
his book there 15 no more than a superficial resesblance between
the being described and anything found 1n actual ayth or legend.
If the goal of TSk 15 to encourage 1gnorance and disseminate

misinforaation Legends and Lore 15 a landeark. As mythology or a
role-playing aid 1t is a crime. (JLS)
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IRON CROMM ENTERPRISES

ICE seeas to have put their more original systess and work on
the back burner and decided to concentrate on their more
qroﬂtable but somewhat less interesting Middle Earth series.
here are several fairly interesting new 1tees out 1n this series,
and for those who retain an mteresg 1n Tolkein and his world they

aight be worth checking 1into.
The Tower of Cir1th Unqol and Shelob's Lair and Hilimen of the
TrolTshaws are two new ules. at makes these modules

interesting and sets thea apart from sore comson fare 15 that the
are not merely dungeons or other hack and slash situations. Eacl
sodule contains not only encounters, descriptions and situations,
but extensive and useful reqional and situational background as
well, which makes the adventures more generally useful. Both
bookiets are well put together, with color covers, slick paper and
clear type. art and graphics are both attractive and
functional, and Peter Fenlon's maps recreate Tolkein's own style
well, while adding clarity and detail. Both adventures feature
useful charts and aids, including general rules for conversion to
other systess(these are notably unsuited to most up to date
skill-based system, though they work fine for D& type games).
Shelob's Lair recreates the semorable region around Cirith™ Ungol

e situation of the entry into Mordor. Characters, races and
sose background have been fleshed out nicely, but the situation
while fairly straightformard 1s a bit too challenging for the
average munchkin, as it requires enough thought to use tact and
evasion rather than sword and spear. There are four scenarios of
varying length and complexity provided. On the whole, this 1s a
good adventure, with useful background information, though 1t
could be somewhat more novel, but novelty 1s hard to achieve with
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sch a familiar topic. Hillmen treats a less familar setting, and
foes 1t rather well. It 1s somewhat longer than Shelab's l.alr,
Wt the forsat and style are simlar. It sets uwp a good
hank?mund which was only touched on by Tolkein, concentrating on
the tortress of Cameth Brin and the underground cosplexes of the
There are essentially five scenarios provided, and they
are all fairly good, with nice variety. On the whole, this
pxka?e seems more interesting and playable than the first because
1t offered more rooa for originality and inventiveness.

| Moria: The Dwarven City i1s the latest in ICE's series of
tanpaign modules detailing the major areas of Middle Earth. It

e

includes extensive saps of the area and the amines and
theaselves. Background, history and detail are provided for
fifferent tises and situations. A g&q bit of material 1s added
to flesh out Tolkien's framework. of that 1s very good,
particularly the political and historical saterial. The added
wonsters and creatures are a bit dubious, but I suppose they are

ity

necessary for variety. To provide imsediate use there are six
fairly s etcg‘ scenarios provided, but there 1s enouih background
that a good 6M can develop plenty of situations for

urther plal.
Yor1a 15 better suited than sose of ICE's other aids for play with
Fﬁﬁners who are soving away from primitive playing styles, but
untortunatly sose conversion work will be needed for advanced
systems, as the 1deas are somewhat ahead of the sechanics
provided.

Also on hand 15 a bit of a change from ICE, The Lonel
fountain, a boardgase set in the background of The Hobbit. e
?ane 15 }nrly sisple, featuring a functional map and set of
ables and easy to 60110;- rules. There are cards provided for
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characters, oponents and treasure, as well as counters for keeping
track of sovesent. In both production and design style 1t 1g
somewhat reminiscent of SPI's games on similar “lighter topics.
The main problem with the gase 1s that 1t 1sn't  really very
interesting. Essentially, players go into the msountain and try to
best obstacles ano grah what they can of Smaug's treasure, much
like a number of other board and computer games. The topic and
concepts seem somewhat flat and childish, and on the whole 1t 15
doesn't provide enough developeent or delaxl to hold up for more
than a few plays. This isn't a poor game by any means. It 1s
well produced and designed, but like other gases of the sase
genre(Dm?cn, Talisman, etc) 1t 1s not a lasting font of
excitesent.

ICE's romance with Tolkein enterprises has slowed their
production of aids on other topics, but they do have on notable
recent release, an expanded edition of The Iron Wind, their
original campaign aid. The background 1s nicely developed, more
original than their Tolkien amaterial, and probably of greater
interest to experienced gamers. The laﬁs and presentatron are
excellent, the background well thought out, and lots of
interesting detail 1s provided. The booklet concludes with a set
of three scenarios of widely separated levels of power as examples
for play. Stats are 1n terss of their Rolemaster systes, but they
sug?est that you write for rules on conversion to your preferred
systea(I'l] let you know what coses of my request for YRS and ICT
conversions). It seems like ADY) conversion would be fairly easy..
On the whole I'd recomsend The Iron Wind, and I wish they'd
publish more aids for this pleasant setting. (DFN)
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YOUR FEEDBACK ON #32

Article Rating Change t ltem Price Total Rate these items on a scale
\Zonjurinfs 82 <7 __ABYSS(6) 10.00 from ltawful) to 100(great)
Gods of Japan 95 s= __ABYSS(13) 18.00

Tact & Tacticss 62 == _TCT 8.95 Conjurings

wyrd Tales 90 s Triad 4.95 Forest & Deep

In the Speculus 97 +6 —_London by Night 5.95 Draw

Lake of Korshar 74 = __Challengers 5.95 Gods of Japan

Bulletin... 85 -- __Guns at Noon 4.00 By the Gods

Echoes... 81 Boxed TCT 9.95 Plug Page

Falling Thunder 76 == __Ysgarth(New Edit) 15.00 Beggary

New Ysgarth Magic 8

FPeter Chen 84 __Dark Waters
Rick Fressley 84 ==

Others 95

Uverall 84 +1

Name

__Suburban Slasher
__Citadel of Zushran 2.00

6.66 Echoes from the Abyss

In the Speculum
5.95

TOTALS

Peter Chen

Rick PressTey
Them Dead Dudes

Address

City

State Zip
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