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CONJURINGS

You know something is wrong when you feel good about completing a project only a vyear
behind schedule. This is known as the Ragnarok Way. Every project seems to be late, pushed
to completion by the rabid belief that the unbounded quality will make up for delays in
getting to press, As a result we find Siege and Fortress coming to gress two years after it
was glanned and there are only four bi-mongﬁIy Issues or ABYSS for 1985, This is all a way of
leading into informing you that your next issue of ABYSS will be #37, but will be v.8, n.l.
Don't think you've lost the last two issues of 1985. They just don't exist. Subscriptions go
by sequential numbers anyway so you won't miss any issues,..trust me.
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Many people ask me: ‘'Hey, Dave, just what the hell is the price of ABYSS, anyway?' This
is a good question, Too bad that there is no good answer at hand. Subscriptions are either
$10 for 6 issues or $7 for 6 issues, depending on who you are and how we feel about you. If
you are reading this you can pay for the next year at $7 if you want. Other people who don't
share this secret knowledge pay $10. As for the cover price, pay whatever an{one asks you for
this copy of ABYSS, if {ou are buying it in a store. It will probably be either $1.50 or $2,
depending on how we feel at the time., If you don't buy ABYSS in your local game store, go
down there now and tell him to order some copies. We are running a special discount offer
this spring and he can't afford to miss it.

This issue brings us a bounty of wonder. I'm particularly glad that we «can offer the
first in a series of articles from David Hargrave, author of Arduin, The Arduin Adventure and
the forthcoming Arduin, Bloody Arduin. This first offering will be found on the  facing gage
and should be of interes O mOS antasy gaming enthusiasts., Later in the issue you'll ind
an expanded version of 'In the Speculum', with somewhat more material and longer reviews. Let
us know what {ou think of running more detailed review material of this sort. 'Echoes' is
also longer this issue, not by design, but be cause people just seem to want to write in and
make their feelings known. It looks like this tradition will be continuing in future _issues.
Naturally, there is yet another article from Eric this issue, something sort of wet and briney
sent in from wherever the hell he is in the middle of the Pacific Ocean. Finally, I heartily
recommend this issue'’s adventure 'Revenge in Rio', an unusual scenario which can be run with a
number of different game systems.

Look for more good stuff in the next issue, which may come sooner than you'd expect from
past experience, It should include a new article from Lew Bryson, lots of reviews, an
adventure, fiction and some typically weird and mind bending other stuff as well.

_That's about all the drivel I can spare for this issue., If you have questions or answers
or just want to say something, drop me a line, The paper shredder in my mail box is oiled up

and ready to grind. - W
7



IT'S A SECRET
DAVE HARGRAVE

There is no single FRP game I can think of that doesn't have magik and its
use as a central theme in its set-up and play. VYet, as far as I can ascertain,
none of them address the problem of players being too free with the knowledge
available to their magik using characters. '

It seems that, given our own world's past history, anyone who has just spent
umpteen years learning how to do something few other beings will be able to
understand (much less employ), is not about to freely discuss what he has learned
with anyone else.

The concepts of arcane learning will be (or should be) beyond the ken of the
majority of the folks a magician will come into contact with, and others of
his/her own ilk will certainly be rivals at the very least. Yet, in game after
game, I see players jabbering about what spells or conjurations their characters
know.

More often than not they will want to 'trade' knowledge with other characters
as a shortcut to acquiring/learning new mystik operations. This seems to happen
even among groups that are just meeting for the first time. I tend to regard
such shenanigans as 'bad form' in Arduin, and usually refuse to allow them.

Magik, of any kind, is a very difficult thing to master, and takes a great
deal of effort and concentration for those who choose such a path. They must go
through a dangerous and even fatal learning process that is not for the faint
hearted. A College of Magik or similar institution is the sole place a person
should be able to lawfully go to learn the arcane processes required to become a
magician., This college should be a powerful and monolithic entity that wields
great political power within the land, power that it does not want to share with
anyone else., Thus, part of the learning process should be the protection of the
knowledge which brings this power, through blood oaths so terrible and horrific
that no magician would dare break them.

The other guilds and colleges of the campaign world should also have their
own secrets, powers (to a greater or lesser extent) and binding oaths. They
exist in a rivalry which can -be either friendly or unfriendly. Most
playercharacters should belong to such a guild, association or «college. Some
examples might be a College of Alchemy, a College of Technology, a Thieve's
Guild, a Mercenaries' Guild or even a College of General Theology, to mention
only a few.

Even though a magician might become friends .(over many years and shared
dangers) with thieves, warriors, priests and others, they will never be likely to
forget their oaths of secrecy and their basic loyalties to their craft, just as
those friends will remember their own professional associations.

You may wonder what reasons there are not to share such knowledge with
another magician. It is best to keep in mind that all stratified societies
(guilds, colleges, etc) have a hierarchy and 'pecking order' of their own. Power
and position should be considered at all times. The friend with whom you share
an arcane secret may become a rival for power someday and use that same secret
against you in a 'Duel Arcane'. Most magicians will want to keep the majority of
their unique learning as secret as possible as a sort of ace in the hole should
such a need ever arise. No one would want to have their best trick known to a
potential enemy. Even setting this paranoid argument aside, there are several
other factors which GMs should also consider.

The average magician will have spent the majority of his formative years
(from about age seven or so) 'locked away' in school or apprenticed to a master
magician., Such training will last some ten years, so that when they emerge into
the 'real' world they are, more often than not, totally unprepared for the
hostility (overt or covert) directed towards them by the general public, putting
them in a potentially persecuted and naturally paranoid position.

Hositility is the natural reaction of the common mob (and many ill-bred
scions of the upper classes) towards that which they cannot understand, but which
the believe has the potential to harm thenm. Just 1look at the Spanish
Inquisition, the Salem witch trials and other such cases to see what I mean.
Those who cannot understand something often tend to fear it, That which 1is
feared is often hated and attacked. This is one of the common tendancies of
human nature.




Finding himself hated and shunned, the magician will react with anger and
alienation from the general ranks of society. With such mutual dislike there is
little chance that understanding and accomodation will be achieved. The rabble
will fear the magician and he will look down on such 'lesser' beings. This will
perpetuate an endless cycle.

Don't get me wrong here. Magicians can and do work (quite frequently) with
other types of character in Arduin. They are just not extremely friendly. They
share a guarded relationship. They do their 'job' and will do it just as well as
a a Warrior or Thief. Still, they are unlikely to trade magikal secrets with
other magicians unless there is a specific need for it.

For example, a magician named Killraven Firestar has reached EL9, and in
getting there has learned many magikal processes. He has an EL8 'friend' named
Sindrin Lionslayer who is also a magician., They are 'friendly' because they have
travelled together frequently in the last four or five years and Killraven has
found Sindrin to be relatively trustworthy (in battle mostly). During the last
few adventures Killraven has seen (and admired) Sindrin's use of a relatively
minor magik called Ishorg's Spell of the Awful Sting(see The Lost Grimoire).
Killraven does not know the spell, but would like to learn it. Thus, he might
approach Sindrin with a proposition about 'trading' one bit of knowledge for
another. He would broach the subject with some trepidation, knowing his own
reluctance to take up such a bargain, but not sure how his friend might feel.
Thus, he would be polite and careful so as not to give offense and possibly cause
a 'Duel Arcane' with Sindrin.

If Sindrin had been eying a similarly minor magik in wuse by Killraven he
might then decide to accept the proposal., But if Killraven didn't have something
he really wanted he would probably not be inclined to make a deal. It would be
very difficult for him to come out and ask Killraven to list the minor magiks he
knew, which would be extremely bad form and probably cause Killraven to 'call him
out' for a duel,

Not that the two magicians in thiscase are at similar levels of experience,
which puts them on relatively equal terms and makes them able to be a bit more
free with their knowledge. But had Killraven been only EL3, for example, then he
would have a hard time being so presumptuous to approach someone so far above
him. On the other hand Sindrin could approach him with a deal and appear to be
magnanimous, helping out the 'little guy'.

This situation is probably the most reasonable circumstance under which two
(or more) magicians might exchange knowledge. In other situations fear and
distrust would be too great.

As a final note, remember that there are several factors which keep magikal
prosesses secret. These include paranoia because of an unfriendly populace or
environment, the demands of the learning process with blood oaths and binding
promises of secrecy, the hierarchical structure of magikal colleges and internal
rivalries in such a college, and the danger of creating friction and bringing on
a 'duel arcane' for which secret knowledge is an essential ace in the hole.

This is a short summation of a practical way to approach magikal secrecy. To
be sure there is much more I could say, but much of that is Arduin specific. I'd
welcome letters sent to ABYSS with your ideas on magikal secrecy, agreeingor
disagreeing with this approach. I'd be glad to respond to reasonable discussions
on this or future subjects. If you have a different point of view, then 1lay it
on me! But do be a gentleman about it, please.

AFRICAN CULTS
DAVE NALLE

The goal of this short piece is to provide a general background and overview to accompany
my previous article 'Gods of the Slave Coast'. In addition to all of the deities and beliefs
mentioned in that article there are many practices, superstitions and institutions in that
area which are worthy of note and might be of use in setting up similar situations in a
role-playing campaign. Many of the ideas and institutions presented here are typical of this
type of society and could be an exciting aspect of play.

ANCESTOR WORSHIP & INITIATION CULTS

Poro

This is a secret .°Ci°:£ of ancient origin which is central to the societ of the Mende

le., The Poro originated in ancestor worship and was connected to the rite of ssage.

rs of the society take on the roles of dead ancestors and then steal goods for tE: dead
from ple who they ighten away with gruesome masks and violent antics. It has developed
into benevolent group which trains both men and women to assume their role as adults in
society. They hold secret meetings in sacred bushes near the village. These are ided
over by the ni who has assumed the role of the chief of the spirits of the dead. The
membership of the Poro is selected from among the adult males. The female Poro is called the
Sande and performs a parallel function.

Nesuhwe
— This cult maintains a list of the dead and worships deformed children whom they believe to
be the spirits of ancestors returned to life.



2angbeto

is is a magor secret society of the Nigerian coast. They are known as the ‘Hunters of
Night' and the 'Spirits of the Seao'. They are symbolized by traditional dress of grass
robes, a crown of horns and a mask. They carry out elaborate initiation rituals, These beggn
when the Zansi or heralds speak in a special nasal tone said to sound like the voices of e
dead and announce the start of the initiation. A procession of society members representing
ancestor spirits is led up from the sea to the village at night b¥ the Zangan or chief spirit.
They come to the village by surprise and initiate the young men into the society of their
ancestors.

ggunaun

1s is the cult of death and ancestor worship among the Yoruba peoples. It is a magic
working cult. Their main role is in celebrating funeral services. Durin the day of a
funerag members assume colorful costumes and beg. These are called the Children of Egungun,
At night the elders in the cult participate in  funerary rituals wearing elaborate masks.
Members of the cult are feared for magical powers, especially the ability to assume the forms
of animals at night. They are thought to play tricks on people in these forms. The
membership is mostly male.

Oro

This Dahomeyan society exists mostly to honor the dead, with each member assuming the
persona of some great dead leader. The membership is kept secret, and one of the functions of
the society is to hunt down witches, which they do with the bullroarer, which is called the
Voice of Oro. Among the Ijebu peopie the same cult exists as the Eluku or the Agemo, and is
aéso associated with shapechanging magic. In Lagos there is a similar cult called the
Adamu-orisha.

Gelede

This is a Yoruban ancestor worship cult which believes that the spirits of the dead come
b:ck in the bodies of alligators, and as a result they keep sacred alligators and venerate
them.

Ndako Gboya

This cult is found among the Nu and is also known as the Igunnu. It is oriented mostly
towards the elimination of witchcraft and is exttemelg powerfu sociallg and politically.
They travel in groups, wearing huge full-body masks made of bamboo designed to represent e
spirits of the dead. They seek out witches, and when they find them they try them by ordeal
and punish them appropriate. The membership is kept secret and they are greatly feared.

Ekpo

his cult is found among the Ibo and Ibibio and is also called the Mmo, It is another
ancestor worship and initiation society, where boys are brought to manhood by being beaten by
elders who wear masks in the personae of dead spirits who are summoned to examine the
worthiness of the youths through a series of ordeals. The society is limited mostly to the
upper social classes.

OTHER CULTS

Fa
~ This cult is found in Dahomey, mostly among the Fon, and centers around a system of secret
writing, which assigns a name or identity code to each man at birth, which is used in casting
horoscopes and in working name-based magic.

Spear Masters

These are a ruling warrior/priest caste among the Dinka peoples, Membership is
hereditarx. The symbol of the group is a fishing spear. The society was founded by Aiwel
Longar, the legendary son of a river spirit. He is an ancestral deity who protects the herds
and is accompanied by a rainbow colored ox. -

boni
is is a politically oriented Yoruba secret society which honors various spirits of the
earth, but is also concerned with government and tribal law.

Ekpe Owo

is is one of the most feared and secret societies in West Africa. It is a society of
assassins who take the leopard as their symbol. It is extremely widespread with considerable
political influence, Members meet in secret in a hidden forest and practice cannibalism as
part of their rituals, claiming to consume the souls of their victims to add to their
strength, When a member is initiated he is said to be reborn from a leopard mother. He is
given a set of iron claws with which to kill his victims, drugged into berserk state and then
sent ogtdto eliminate enemies of the society. Naturally, the Ekpe Owo is greatly feared and
respected.

Ikuru
This is an Ebo cult which honors Ale through rituals involving the use of sacred drums.

Snake Cults

€ snake or python is quite popular as a religious and magical symbol. The Snake of
Eternity is said to encircle the earth with 3500 coils of his body above the earth and 3500
below earth. He holds up the earth and was originally the mount of the creator. The snake is
also s lized by the double rainbow. The snake is also believed to represent the power of
life which is in all things, the mana, as it were, which suffuses the world.

Snake god cults are common, especially those which revere the sacred Daboa serpent which
is also called the Dangbe. Followers of this cult are usually female and considered to be
'Wwives of the Python', though this same title applies to male cult members. This cult is
looked on as rather immoral by society. Snake gods include Da and Li among the Ewe and
Damballah among the Yoruba. Snake cultists are often thought to practice evil magic and to
assume the forms of snakes.

WITCHCRAFT, MAGIC & SUPERSTITION

Shigidi :

This is a magical cult or practice among the Yoruba, a sophisticated school of magic which
summons demons and spirits through sacred images and blood sacrifices to the demons, including
human sacrifices. ey also practice sxmpathetic magic using images of intended victims.
They fit into the general class of witch cults, though most practitioners of Shigidi operate
as individuals. ey are feared and disliked universally.

Vodu (Vudu/Voodoo) g ’

odu is the magical gractice in which the new-world Voodoo religions have their roots. It
is a sort of spirit worship especially common among the Fon. Among the Fon and Ewe, the term
Vodu originally meant spirit or god and was expanded to cover a cult centered on ritual



possession and invocational magic. It now is usually found with the later, magical meaning
and terms like Orisha(Yoruba) or Chi(Ibo) are usuallg used to refer to gods and spirits. Many
of the spirits invoked in West Indian Vodu ori?inate as West African deities. It should be
remembered that Vodu is not the practice of afflicting people with the fingernails and 1little
images of relative and sympathetic magic.

Obayifo(Obeah)

e source for the other main branch of West Indian magic can also be found in West
Africa, in the Twi practice of Obayifo, which is the origin of the West Indian Obeah magic,
This is much closer to the traditional image of Voodoo, with an orientation on sympathetic and
rg%ggi:g magic, the use of images a involvement with powerful curses and magical
a ctions.

Good Magic

ere are a number of kinds of practitioners of good magic as well., These should never be
mistaken for the t{pes of magic noted above, as these people are not feared or hated by their
societ{. They include magic-working griests, healers and herbalists, Pazticularl{ notable
among these good witches are the witch doctors and witch smellers who seek out evil spirits
and witches respectively and then eliminate them, the first to cure the afflicted an the
second to protect society. Witch smellers are often part of secret societies like the Oro or
Ndako Gboya. Perhaps e most common form of good magic is divination and oracular
prediction, which is sometimes tied to Vodu, and is usually performed with the aid of spirits
who are summoned into the body of the diviner, though many other methods are also used. e
Babalawo in Yoruba society are particularly highlg respected priest/diviners. The most famous
oraclular site is Aro in Nigeria which has a great deal of influence and was known as the Long
Juju by europeans.

Totems, Taboos & Animism
“'!E&hism takes a number of forms, mostly centered around the belief that everything in the

world has a soul, either one of its own or that of a dead human. As a result, hills, animals,
caves, trees and even winds are often objects of worship and sacrifice. .

Taboos are common in African superstition, associating many places and_ things with spirits
and powers so that they are avoided as a matter of course. Many groups hold the Iroko tree to
be sacred in this manner and will not cut it, making it a center of worship.

Along with this, many clans or families may pick a totem which is associated with their
members as a protector or guardian., Such totems are usually animals which are protected bg
the clan and sometimes ritually sacrificed. Popular animals include leopards, pythons an
oxen.

Ancestral Spirits

cestor worship and the belief in the power of ancestral spirits is are very strong.
Most believe that the spirits of ancestors wander the earth, enter places and things and even
possess people. Some of these spirits are good and some are evil, and they must be placated,
cared for and defended against. How this is done varies widelx from place to place.

One of the major fears is that an evil spirit will enter the womb of a pregnant woman in
order to be reborn and work evil in human form once again. On the good side, many believe
that the first chief of a tribe watches over his descendents as a sort of demi-deity, and the
same is often also believed of lesser spirits. Among the Ibo pillars called Ndichie or
Nidi-Oke are carved in the image of ancestors and set to guard places.

In some areas ancestor worship cults are very strong, especially in initiation rituals,
and they tend to usurp the place of traditional gods, rising in importance while the gods may
be lowered to the spirit level.

There are many w:gs of ptotecting against spirits, from simple wards to complex rituals.
The most common method is to scare off the spirits with their own image on a wooden mask or
with tools like the Bull Roarer, an iron whistle on a string, which is whirled through the air
to scare spirits.

Death

Death in the abstract is a very popular figure, personified as a powerful spirit who lives
beneath the ground and who stole immortality from mankind. Many believe that death never
actually kills anyone unless he is called ugon to do so by someone else on earth, either
throug?twitchcraft or a curse, something which leads to an awful lot of suspicion in the
community.

Were Beliefs

Tn addition to the were beliefs already mentioned of those who can take the forms of
leopards, snakes or whatever through magic, many people also believe that animals can assume
human form to cause trouble among men. Thia is particularly suspected of lions and hyaenas.
Along with this there are many who ascribe human intelligence to animals in the wild.

CONCLUSION
How you wish to apply the ideas is up to you, and they need not be used in an exclusively

African setting. The same ideas are found in many other societies which share animistic *

beliefs or are involved in ancestor worship. Nonetheless, the African setting is a
fascinating one, and I hope that this glimpse which I have given of that world will encourage
gamemasters to consider trying such a setting.

—~
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BALROG BANTER
VAL:B PER:4 OVE:4

APP33  CONs3

22 Five Fields Rd., Willenhall, Wolverhampton, WV12 4PA LK
This is a late arrival in our slew of UK zines. The

issue at hand is 2, which is 44 digest-sized pages, edited

by Paul Evans and reproduced by horrible looking xerox. An

issue is SOp, so if you are in the US something

mlvulont to $2.

B8 #2 has some interesting features, particularly a
nice piece on medieval tournaments and some fanzine
reviews. Aside from that the issue is mostly monsters and
modules fair, but the modules are a bit above average and
cover a variety of game systems and background types. On
the whole the content is fairly typical of new zines, and
will have to be improved and perhaps given a unique style
if B8 is to survive.

Like many UK zines, BB is a
my. if you live in the K.
go.lng t,

great bargain for the
For US readers, I'm not

ullnend i some might want to check it
It isn't raally striking to recommend over
shed zines unless you are a

othet more disti
completist.(Dave Nall

BOOKLET oF

BOOKLET OF MNY THINGS
APP:3 CON:? VAL:7 PER:6 OVEs6
15 Cross Lane, Dronfield, Sheffield, 518 BSH X

This is ancther late arrival from the UK. BOMT §3 is
on hand, 24 digest-sized pages, with a rather bizarre
cartoon on the cover. It is an issue, so $2 or
mthi%amivahnt and pray, unless you are in the K
g:c. ’ is edited by Stephen Gilbert and  Mark

resford.

This zine has a nice, informal tone to it. This shines
through the most in the incredibly silly cartoons which
festoon it. though these are not artistic, they actually
are fi » and npproprhtetoﬂ\etop and the zine as a
“hum{r you can't have good art, might as well have
funny art. That seems to be the motto here. Aside from
that its all monsters, magic and modules, with some reviews
and letters, all presented with a sense of humor.
Basically, this is standard fare, but made more palatable
by ;n orlmgaging style in a zine which doesn't tke itself too
seriously.

On the whole I'd give BOMT & guarded recommendation.
If you want to pick up a rather new zine with fairly
standard fare, get this one. Because of the style and wit
involved, it might grow into something quite worthwhile in
a few issues, especially if they can some more
substantive content.(DN)

MODERN HEROES
APP34 CON3? VALI6 PERs7 OVE:B
14701 Cambridge Dr., Upper Marlboro, M 20772

This is one of a very few new gaming-oriented zines
being published in the US. To meke it completely unique,
it is a Superhero zine, something there are very few of
anywhere. This specialized orientation may be an cxtr-ly
clever move or instant death. We shall see. The first

issue is in hand. It is 28 horribly xarox-d pagu with
truly gruesome The cover price $1 and
subscriptions are 85 for 4 issues. The nditor is Dan

ing.

U:?I, M looks awful. This issue was rushed into
production for origins. has condensed dot-matrix type,
the xerox: is too dark, and the art is hilariously
terrible. These things nsida. this is a great uguino.
The half-dozen substantive features are and

well put ther. They are well focused on their toph:s.
useful and Iiterate. Two articles 'Realism in the Campaign
World' and 'Rationale for Supergroups' stand out as

l

particularly good. There :re two scenarios of which
is awfully short. but both are moderatly Lnbrasting. This

issue even home—grown comic-strip called 'Sector
Man', uhich is fairly musing, but bears litt.h resemlance
to uhat most

8 °%he proviems of op

As I see it problams of appeu'-nea and organization
will most likely be solved with the application of
experience, ?rowth and attention. The content is llready
of good qualit: The real problem facing MODERN HEROES
that, like superhero games and many comic books, nrticles
on superheroes and the magazines that carry them may be
fated to become unoriginal and repetitive. This issue is
good, but will they be able to do nu and original things
every issue for more than a issues.  ADVENTURE
GAMING has had real trouble dagng this, because in
world of comic books and superhero gaming there really is
nothing new under the sun.

These things not withstanding I can heartily recommend
MODERN HEROES, especially for superhero gamers, as R
offers a fresh perspective on superhero geming
original and imaginative material. There are so fuu US
fanzines these days that we should all do what we can to
support new ones, and MH deserves that support. I'
lwklng forward to seeing what developes in future

=

FOR THE

i

EMPIRE

APP3S  CONs8

VAL32
Unique Graphics, 1025 S55th St, Oakland, CA

EMPIRE is subtitled 'For the SF Writer',
clearly not tIpicll of the zines which we usually

PERs6  OVEs6
s«eua
so it is
review
here, t is a small press publication and Mmt be
of i I have the 34th issue at hand.
It is 32 standard sized pages with horrible xeroxi but
:air}y good art. A copy is $2.50 and a subscription 1s $9
or
Essentially this is a magazine for all those people who

-unt to write professionally or at least successfully, and
don't have the experience or knowledge which will let them
cross the line into the larger markets, or at least into
print. To aid this readership EMPIRE provides articles,




and there are dozens of them. What mekes it interesting is
that these articles are not by fans bemoaning their own
inability to write professionally, but by professional
writers, some of them successes and some of them on_the
brink of success with st ties to the fan press. Thus,
in this issue you find Ardath Mayhar, Oarrell Scheeitzer,
Roberta MscAvoy, Merion 2immer Bradley, end Don D'Amassa
all of whom are in positions where they should be intouch
with new writers and yet have had some success and
experience of their own. There are articles by less
known writers as well. Most of the content of EMPIRE is
surprisingly good and ususlly helpful. The best articles

sre those which give advice on topics like plotting and
background, but there are also some revisws and
sttempts at humor. Al it is 'For the SF Writer',

more than half the material this issue is fantasy-oriented,
s0 it should appeal to a variety of interests, EMPIRE is
surprisingly free of the ildishly awkward sttempts at
writing which plague most SF fanzines, with only one

Jarring exception, an attempt at humor by Charles Craig
which is annoyingly derivative of s much better article by
Karl Edwerd Wagner which was in FANTASY NEWSLETIER some

years ago.

I can recommend EMPIRE without reservation if you are
an aspiring writer. It is wuseful, informative and
enjoyable x-nding. It is the kind of magazine which has a
real value for its targetted sudience and lives p to its
potential. Of course, for almost snyone else it is only
marginally useful, though many of the world/setting design
articles would be of as much to a geming campaign

use
designer as to a writer.(Jon Schuller)
181107
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Sleuth %3

Vei [0 Me | 7o -

ELEMENTARY My
DEAR WATSON, 1
PLAY CONSULTING

DETECTIVE.

SLEUTH TIMES

S CONs4 VALsS PER:7 OVEsS

Florida St., San Francisco, CA 94110

This is a strange but interesting irregularly published
magazine from the mekers of Sherlock Holmes Consulti
!m.oct%vs. The issue I have on S Ve comes

UIl sized pages in nice black and white offset with
decent art in the Paget tradition. The cost is $2 per
issue or $6 for 4, The editor is Gary Grady.

The magazine is, not too surprisingly, devoted almost
entirely to Sherlock Holmes and his worlde This issue
contains 8 number of interesting articles on Victorian
London, particularly what it was like to live Te,
interesting reprints of a Sax Rohmer story and a history of
the Pinkertons and a nicely reproduced and snalyzed msp of
London. On the whole the quality of the msterial is
and valuable to those interested in this period. his
material makes up a bit more than half of the msgazine.

rest is a huge sslection of ads. Some of them are for
independent companies, but most of them are in
called 'Ye Olde Sleuth Shoppe', through which Sleuth offer
a wide sslection of Holmes related material for sale, from
busts of Holmes snd Watson, to Wilkie Collins novels, to
Ordnance Survey maps, to a varie f games including their
oun Sherl 1mes Consultd Descriptions of
ou pleasantly detailed,
though rather s organized. All this promotional
material may seem a8 bit much to some, but it is interesting
to see just what is svailable, all gathered into one place.
1 was a bit offended that they seem to carry almost every

Victorian except London Night ( only other
absence is British ation ctorisn_ Adventure),
but perhaps when they read this review [ T
errant ways.

I can't really recommend SLEUTH TIMES to the average
gamer, though it is s treesure trove for those fascinated
with the Victorisn period or with Holmes and his cohorts.
Even if you are only a little interested in this sort of
thing you might consider picking uwp ot least s (]
issus. Perhaps what you read and the items you ses offersd
will spark your interest.(ON)

BOOKS

LIAVEK
od. Will Shetterly and Emma Bull
Ace B?d(v:‘siz.ss) .

Lia: s 8 new anthology from Ace which is very much
in the veln of Thieves Ior?g. Lisvek, als Thieves yIt:u-lr.!,
uses a common se iavex, city 0 ucl and
Wizardry--and even uses s few commoncharacters; some of
which are very intriguing, Lisvek 0oiffers from Thieves
World in that it revolves ari world's practIce of
magic rather than nligion and political intrigue. This
form of magic differs from the normal fare. Magic comes
from within each person here and is something ble,
expressed as his luck. Each year a person has to Invest
his luck into an item if he wishes to perform any megic
during that year. This is the premise for many of the
stories, and is rather easy to turn into a plot. In the
case of editor Will Shetterly, it provides one of the best
and shortest stories. There are two very stories as
well written by Steven Brust and Patricia C. Wrede.
book, like Thieves World promises more to come.

erall, WOr. is mildly interesting, the
characters fresh, and the stories mostly good. The series
will live or die on the selection of writers for the next
book and the development of more connection between the
stories and a dash of the intrigue which is so strong in
the Thieves World series. Liavek looks a bit like a pale
version o 1eves World ri now, but shows signs of »
bright future. s added interest becsuse most of the
authors are new or close to unknown. If you like Thieves
World, you should like Lisvek though the characters’

eview).

Teap out at you like those In Thieves Wiorld(to which I've
referred altogether too much in this revi 5 (Eric Olson)
[¢ ; “AS i

This

TO REIGN IN HELL

Steven Brust
Books($2.95)
thoreeanly endoyed his dast s books, Jeharsa and Yend
roughly enjoyed his last Sy T i,
and he has surpassed himself with his most recent effort,
To RIIF in Hell. Briefly, the book deals with the
ormation o ven, the origin of the an?cls. snd the
revolt of Satan and the other luminaries of Hell. This
book differs from what moth people would call fantasy.
There are no wizards, gallant warriors or fantastic
wonsters. This book deals with the of
host and the formation of the division between the
of heaven. It is a very enjoyable story that doesn't
pronounce a nu?lous losophy, but uses the biblical
characters to tell an interesting story. It is also s
story that I find very difficult ot explain, so you would
be better off just reading it for yourself. I strongly
recommend this book with warning that if you are into
classic swords and sorcery t: f sy it may not be quite
what you are looking f'm'.{EngDe

by
Ace
I have

FLAMESONG
M. A, R, Barker
DAW Books($3.50)
Flames: is

the second book by Professor Barker based
in his world of Tejumel. As with his first book Man_of
Gold, F. can be very confusing for those who have
ot playe world of Tekumel. In some ways Barker is

strying to meke up for this in Flame: b¥ taking what
appeared to ms to be 8 quick tour mr% ekumel. Once
sgain, the book revolves around the war between Tsolyarw
snd Yan Kor with characters on both sides trying to gain
sdvantage and prestige. The book starts with the capture
of s small fortress the Tsolyanu and the discovery of
one of the ancient cars that once connected the
various realms. A small perty of Tsolysnu soldiers, the
leading Yan Korysni Genersl of the ares, her maind, and
their small non-humen physician all enter the tubecar which
shuttles them to various ts of the glove and a variety
of ’"T occurences. meaning of the title does not
become clesr or assert itself in the plot until the last

sixty or so psges of the rather ponderous 412 page total.
All the time, a rumber of sub-plots with different
characters run the book. It is surprisi how
eve! ng that happens seems to involve the major figures
of world who become the central charscters. It would
be interesting to see a Tekumel book that did not have



Tsolyanu princes, Baron Ald, and most of the other msjor
figures of the world involved.

Flamesong is built around an interesting premise and
the portions of the book that deal with this premise are
good. I had the feeling that s great portion of the book
was filler, taking a tour of the various hot spots of

the
world. If have never played Tekumerl or read Men of
Still, I would give

can be con'using.
qualified recommendation

d, this
T%olﬂg some of the ide

are very interesting.(ED)

1 s fan of

as -
especially the basic idea)

THE BISHOP'S HEIR
by Katherine Kurtz
Del Rey Books(’l.soz

The Eiil;og s Heir continues the Deryni sags during the
reign o ng Kelson. Less than a year after Kelson
establishes himself on the throne, rebellion rises once
against the vehemently anti-Deryni Archbishop Loris escapes

from his house arrest and allies himself with the remnants
of the ancient ruling house of Mears. Adding to Kelson's
problems, Archbishop Loris is able to rally a significent
number of bishops behind him who weild significant power.
One of the major facets of Kurtz's fook is the power of the
clergy. Kurtz's cle: is reminiscent of the Catholic
Church in the middle ages, really more than just
reminiscent. Their powers of excomunication and
interdiction are quite effective. These books are worth
reading just to get s feel for how to run a monolithic
clergy and the problems within a large religion.

Kurtz brings back sll of the old characters and
introduces a whole selection of new ones. Her
characterizations make the characters an their

personalities very clear but they tend to be too black and
white with very few who can tread in s gray area. Also, it
is getting to be predictable that every msjorcharacter on
the side of truth and light is secretly and sometimes
unknowingly a Deryni, Any who have read the earlier books
is probably alreedy sware of how wtngnmlz derivative
the world and background is of Celtic Britain end some
aspects of the Middle Ages. Another problem is that the
book seems the wender s bit more than previous books. The
Biy}g'! Heir is not as tight as the previous Kelson
series, t still has most of the positive qualities.
Overall, I'd recommend it despite its flaws, because it is
rod storytelling. I would t thet new readers of
urtz meterial start with the first Deryni series before
reading The Bi%'s Heir as the extensive background
material TS W. 8 grutlz to your understanding of
svents in The Bishop's Heir.(EO)

THE SHATTERED WORLD

The Shattered !%;ld is besed on en wwsual
fantasy-se concept, t of a world which was broken
spert a millenia part into myried ml kept lr'v a delicate

orbit among themselves by the comb. of the age's
wizerds. The various fng-ntl have 8 breathable
a re and are connected ssch other a void of
breathsble air. Transit betwsen the ts

accomplished by trmlu? on boats mwade entirely of the
ins of o who live in the void. Each fragment has
prmsdnmmutuly-wmmxw s uni
cul and ] All of this is kept alive by
runestones of sach fragment. These are powerful megical
in their orbits. Now,
mtr is weakening and s solution
fragments from destruction.

Into this picture is thrust one Beorn, a thief cursed
with lycanthropy, Beorn is captured by the Sorceress
Ardathe after pulling off a dering theft. Ardsths works
for for s group of meges known as The Circle, who seek
reform the world into a single

the

1 recommend The Shattered World on the basis of its
ot, the characterizations the treatment of the
tyunth;oplc ﬁf:.' '{t’}s -njoyua: nndiurlginll. reading,
hough I woul mar as 8 vyweight of f|

Literature. (€D) ot of fantastlc

by Nisll Shapero
from Fantasy Games Unlimited

Thanks Operation Gemesweep at ORIGINS this year we
are finally able to revies some of the large selection of
new games available from FGU. One of these games is [Other
Suns by Nisll Shapero. Like meny of FGU newer game
Telsases this is s nicely but inexpensively produced boxed
The book covers are in favorite color, so I have
It is in full-sized formst, with two books
lay aids. As you might gather from
airly traditional type space fantasy

game.
no complaints.
of rules and several
the title, this is a

Qane.

The first book is on charecter creation and skills,
There are 12 basic stats, all rolled with dice, usi
different selections depending on race. The selection o
stats is bizarre to say the least. Some of the expected
ones are there, but there are three stats all of which
describe physical size in one way or another, two stats
covering telepathy, and no stats for speed, reaction,
education or social status. The stats provided don't seem
to have really been t out. Secondary stats are
determined from these basic characteristics. These have
various applications and some should really have been
primary stats, and the way some are determined makes little
sense. Most statscan be incressed by ‘money and time.
Combat, ss in most up to date games, has an action point
l{ltﬂ. How this works is somewhst unclesr end s bit
cluttered, and the system of ads for ststs in determining
AP costs is swkward, Essentially, the AP system here
starts out over-simplified and then has various adjustments
added to it so that it ends up overcomplicated. There is a
hit location system and the basic percentile combat system
is fairly good. The organization of the sections on
"Mechanics and Melee' and on 'Combat' is very strange, with
elsments sort of thrown in randomly and the whole thing put
in before skills sre even described, There is a detailed
fumble system, but no differentistion is really made
between missile and msles weapons, the difference

is rather unclear. There is a
wounds do, but it is swfully sketchy. My
overall impression is that combat is very brief and very
deadly snd that the rules which seem to be a collection of
exceptions are too confusing and complex for the type of
results they produce. There is some nice detail on a
variety of weapons snd armor. A section on skills follows,
with a large and intelligent selection of skills offered.
Unfortunatly, the training system is a farce. Skills are
learned by making a percentile roll to increase skill by a
die roll. The roil is harder the more the character knows
of the skill, and this is a good ides, but there don't seem
to be any strict limits on what the character can learn and
when, though it is suggested that some learning be through
training and some be bssed on experience in adventures,
another idea. Some skills have base percentages, and
on the whols this system reminds me very strongly of
wn_rs_t. slmost enough to expect s lawsuit from Chaosium
or Avalon Hill. The skill descriptions are nice and
complete. The next section is on Psionics, something I
believe is nscessary in a SF game, many players I
know feel Psi has no place in hardcore SF. They can leave
this section out if want. Reslly, for my taste the
trestment is awfully brief and undeveloped.
urhinl{ provide a lot more Psionic Talents.

ion on employment
anligr.
sectiton is on intelligent species. s [

but all of them seem to be larger versions of
creatures, most of them felines and rodents. There are a
fou mhhm. but slthough the detail is good, the ideas
are strikingly unoriginsl. There are some interesting
idess for unsual abilities for alien races.

The second book is on space travel and world building.
It is somswhat better orgenized then the first book,

the mechenics for buil spaceships fit into s dozen
pa of coherent information and exswples. A varisty of
and there is an attempt to ve

drive types are ided

intelligent and wul variety and well detailed examples.
The spaceship system may be too complex for most people,
but I sort of like it. It told me pretty much everything I
want to know sbout a + However, the to ship
combat is very sketchy.
which ?im very little room
Essentially characters zt br.
encounter, chocose basic tics
‘designing ships a more specific sys

nice, with hit location within the ship end specialized
urﬁung' disabling techniques, stc. Such & basic combat
sys isn't really fair to the superior ship design
There is a random star system generation section
as well, which seems to be an abreviated version of the one

found in %st and it seems awfully cut end dried.
e z’:f plansts in s binary system, and wmost

their ships into en
make a fow rolls. The
tail of

o The
d feel for the world, its people
somewhat briefly}.

There is no

yst are binar: to this system. Most GMs
be ht‘ﬁ%lmw snd designing their
stems. Thers are also

would
own sy 12 peges of charts on spectral



type, pl-murl temperature snd mean yesr length, when this
ly been set wp furll accurstly ulth a feuw
simple formulae and basic charts filling no more than a

?otso. The ssme applies to the two pa on escape
va ocities by planetary radius end densit: However,
randomness of it all end ﬁ‘\l protracted

uctiuns. l.t is possible to get a lot of useful information
out of all the charts and tables so that an inventive GM
could use the informstion to design some good, originsl and
realistic worlds. This book winds up with descriptions of
some plmurz crestures which have the sams problem as the
alien races, in that eh-{ sre just adaptations of urth
species for the most part. I'm surprised thers wasn 't a
system for random creature generation, as I've seen some
rather good ones done which produce more convincing and
unusual creatures than these. The last couple of sections
of this book sre sdditional rules, clarrifications and what
seem uunulu‘ to be errsts and playing examples. There
is also a wr{ rief scensrio stuck at the end of the
section on 'Playing the Game'. There is an index, which is
s very pod Ldn. npochny for this game.

Other has interesting elements. The
mcm system Ls good, as sre parts of the skill
and combat systems, There are essentially two general
problems with the game uﬁid'\ reslly diublo it. First,
Niall Shapero ‘just doesn't seem to be very imaginative, at
lnst not here, and SF is to

The mechanics and systems are highly derrivative.
h-rc are elements of st , st and Jraveller
here, some of them dangerously y cloaked. N many
ways the rules almost seem to be wmodifications or
sdaptations of basic systems drswn from someuvhere else,
presenting the basic ideas of the source system with the
changes, rather than s new and in asted system. I think
this problem is seen most clearl the combat system.
Shapero is also not vuy imaginative in his approach to
world and species design. He relies on random tables
instead of logiul idelines which anyons could use and
seems to be unable envision snything outside of certain
very narrow, scientifically popular guidelines. The
examples he gives also suffcr from this problem of being
very similar to t.hin?s n the real world or traditional SF,
It would have been n. :etosuhimgnwtmulubmdwt
in something wild, controversisl and original, such
find in games like gucaﬂnster. The second prnbl-n ua
with the editors and playteslers of the rulu, s grow of
people who just did not do their . Other Suns is a
potentially promising system, but It maﬁ'——— serious
going over fore ﬂution. It is extremely
disorganized. Systems are not integrated and logionny
consistent, and there are many aress which

expanded quite usny to the ultimate benefit of t.ho

Phytntars should have advised streamlining in some aress
and added detail in others, end editors shoudl have
radically rearranged much of the first book so that it
fnllund [ nrl logical sequence.

have ? ve Other Sms a very provisional
r-r;mt on. t will De a femilisr sort of system to
many players becsuse of its ties to popular types of games,
but it is a raw and unrefined game which you will have to
work with and adapt to fit your needs. It is not daring
not exciting, but it is fairly simple and
playable and has some strong elements, particularly the
1 and ship design sections.(DN)

DR
by L]
From Fantasy glu Unlimited

This is snother relstively new and recently sacquired
It is the first 'three muskateers' type
game since the classic En Gerde, and sorswhat more complete
and detailed than its m" Like Other Suns, it
comes in an contalning two
standard size books cnd same pl-y aids. w: book
contains all the mechanics and background. Th-uthlr book
consists .nuroly of scenarios. There sre also some play

uding a nice little fold out of all the charts

and hblu and a map of 17th century Paris, As sesms to
now be standard at FGU the only color art is on the cover
of the box, with the covers in black snd white,
something that strikes me as a very sensible sconomizstion.

gme.

Mechanically Flashi Blades is compact und well
arganized. Character set-up le, euv-rod h bit
over s psge, There are mly 6 basic lhts. g
and swashbuckling oriented. Perhaps the most mu le

ng
here is a differsntistion between D-xurlty itI
Nuction. snd 8 social stat of some ki Gharscteristics
b; die roll plus an lddltlu\ll roll for
d.za. d\lch wodifies some stats. I was not impressed b{
the random naturs of this set-up although the selection o
stats is pessable. iit:h dtogtmh’ [_] m;;fu; m;&
T, 88 F;;s 8
I md.fuolhns t—nuprh-rylhlumon
y in skills and nctlem. This is of the few
tnr-ﬂtl of s very limited set of d\lnchrluﬂc-.
Unfortunatly, the system then goes back types,
in a style reminiscent of D&D character classes, but these
restrictions are ral, essentially uldc].} dal.lslms.

and need .not be rigidly enforced. four
groups(Rogue, Gentlemsn, Soldier and Noblemsn) hes 8
particular set of skills. Skills all have the
sems cost. Skills appropriste to the character's

background cost less th.n skills from other groups. This
is » vory simple sensible way to hendle skill
learning. The hlcri.puum of the skills themselves are
.mlugmt and complate and there is a good selection of

s much to be said for s game which is

skills,
such as 'espions
with speciflc sk.
of the bi,

Some of the skills are a bit over-generalized,
! and 'stealth', which don't seem to fit
11s like 'cut wrsc or 'artilery'. One
flaws in the s atn is that it is not consistent
in skill learning, as martial t skills are lsarnt on s
different system from normal ills, a stem which is
fairly simple, but will lead to many racters bei

clones of other, especially as there ere only 7 comba
skills totsl. Given next are some interesting social rules
which should help flesh out characters, but tend to be a
bit random. This section

at is dealt with next. It is a fairly besic system of
ads and modificstions based on sttack and defensive tactic.
A few too many small numbers to keep track of, but
certainly quite playable, It is rather reminiscent of a
cleaned up, logical version of Chivalry and Sorcer uit.h n
bit of DD thrown in. Damage varies ﬁ!r\g
and attack type, which is
combat options ere described and clearly encouraged.
is a hit location system which is fairly simple nnd
playable. The remainder of the first book,
greater part of it, is taken up with rules on beckgr
social situations and history and politics of the
century French setting of the There is a lot of good
guideline material here, but also a significant emphasis on

random rolls for things like social rank, w-nts. t.nasute
and advancement in one's profession. The ideas ?ood
but the nics are restrictive. Thna a
final appendix which seems to be where they stuck
everything

which did not find a place in esrlier sections,
which is okay in this uu. as much of the material in the
sppendix is not immediatly useful or important. Although I
do not like the kind of mechanics found here, as thci tend
to be artificisl snd work against nstural role-playing,
imposing ideas rather then facilitating imagination, there
simple and playable
and whose essential mechanics can be summed up in less than
20 pages. Whatever its flsws, this is a geme which is easy
to pl.lyI uay to lurn. and which captures the flavor of

mmmu.-n'lsp-ps.m it is really

rize of the game. It is a collection of three
chtc led adventures for the setting. “’I{ are striking for
their clear ptcuntatiun and lxccl uouu.
'Tavern Beverage Noir' is a
essential uttin9 for the Lnlviubh bur flghts.
major scenarios 'The Man Behind the Mask' and
LeDroit's Secret'
sdventures in the tradition of genre.
scenarios provide informetion and leave it pretty much in
the hends of the GM, but there is the inevitable appendix
vlmunndanmm system, somethi which can be
4 but certainly detracts sesthe Lcnny frun nn

r-ndu intelligent set of scenarios.
1 provide just what is needed for a F. ush.{n Blldes

G'I to start up an enjoyable campaign
i Pt::bunzbl Flash: 8. ldas u:s Mlopod f.or mthi rudat

oy n supreme of s
for meny years. 'I"h-ro is m a.-stlm ehlg m
admirably in the area of back wmlw\tufm

TM
'Monsieur

m It does not do so well in sttempting to bring the
cs of the system up to date. Certainly these are
more complets snd playable than their predecessors, but
they ere not particularly innovative, nor do they ge

encoural
role-playing. One of the big problems with En Carde was
that it was s very rigid system which substituted dle rolls

for h-ginluon. To a great extent this is also a fault in
Flashi o« There does seem to be & tone of
Teluc ru:o rules, as if the

this throughout the
author reslizes that players might heve more fun with



REVENGE

INRIO

DAVE NALLE

INTRODUCTION .
This adventure is designed for

use with
ly To Challenge
Chil redevils

the background

several systems, especia
Tomorrow, Call of Cthulhu,
and Indiana Jones. However,,

and Situations could be used with an game
system which can be adapted to the period if

you are willing to undertake a few
adjustments.,

It is important in preparing to run this
adventure to be suse that the right kind of
characters are selected. It is intended for a
fairly small partg, probably with no more than
4 actual player characters, though theg might
pick up a henchman or ¢two along the way.
There should be one central character.
Ideally he should be a private detective or
mercenary type who would be willing to
undertake a search and rescue mission in a
foreign country. He would be responsible for
selecting other characters to help him. He

might have regular associates, such as a
strong-arm man of some sort, an _associate
adventurer, a researcher, even a girlfriend.

Given the location and nature of the adventure
it might even be good to pick up someone who
speaks Portuguese, perhaps a former client who
is a Portuguese-American dockworker, or
something along those lines. It is also
possible that a character associated with the
subject of the mission(Elaine Patterson) might

be able to ?o, perhaps her brother. Remember
that it wil be the primary detective-tyfe
character who will be hired, so their should
be a logical would hire

reason wh{ he

assistants, and they should be meaningfully
employed. Naturally, characters will have to
be from Baltimore or somewhere nearby.

Since this is an international adventure
and takes place in several nations, matters of
travel, passports, visas and accomodation will
have to be dealt with. It would be difficult
to list rates for eve hotel or means of
transport, so to make things easier the most
logical choice will be provided and detailed.
You can deal with this by saying that
arrangements were made by Jerome Patterson
through his agents in Rio. Keep in mind that
as this is inended to be a airly compact
adventure, the organization is fairly linear,
and you may have to add digressions and
variations as you feel they are needed. Also,
man descriptions will fairly general,

dealing mostly with situations, so ou may
have to add detail and specifics. emember
that you are the GM and how you adapt or

adjust the adventure is up to you.

BACKGROUND & SET-UP

It is April of 1931 and Baltimore is
already beginning to feel the heat of summer.
The Primary Character receives a letter,
presumably at his office, inviting him to meet
with wealthy industrialist Jerome Patterson at
the Patterson estate at Clifton Park in Nort
Baltimore. One half of a $1000 bill is
enclosed with the letter. The meeting is set
for 10 that evening,

Patterson meets the Primarx Character in
the smokzng room of his large house, carefully
arranging things so that none of the family or
servants except the butler see his visitor.
When the PC arrives he will give him the other

half of the $1000 bill, He has a situation
which he wants resolved by a ofessional,
When it is completed to his satisfaction he
will y the PC an additional $4000. This
will be a flat fee, and any expenses will have
to be taken care of out o e $50 total

paid, which should be more than enough for any
expenses, as it is a respectable year's wages
in this period.

‘ Patterson is a wealthy insustrialist from
an old Maryland familg. He has lots of money
and even more power, but he cannot afford even
a whif of scandal to touch is family.

Characters may have heard rumors that his two
children, Elaine and Jerome Jr, are rather
less responsible than the family had hoped
for, and there are hints at darker g:oblems.

The basic problem is that three s ago
Elaine Patterson left for a party wi some
friends and was not seen again, After the

partg a car was sent round to pick her up, but
she had left earlier in a cab and that was the
last which was seen of her.

The background of the situation is that
while Elaine was home from Smith College
earlier that summer she met Roger Mulliken, “a
rising executive in her father's operation.
Thex became romantically involved, much to her

er's chagrin, He forbade Elaine to see
Mulliken, an arranged for Mulliken to be

transferred to oversee his large sugar cane
interests in Brazil, thus separating the
lovers. ago,

All this hapg:ned three months

and now Elaine has en missing for three
days, and her father suspects that she had
been in touch with Mulliken and has taken a
ship down to Brazil to be with him. He
mentions that she has always been a headstrong
and impulsive girl,

What he wants is for someone to go down to
his plantation near Rio de Janeiro, talk to
Mulliken, find his daughter and bring her home
so that she can return to school with a closer
eye kept on her, They should feel free to
take whatever measures are necessary to deal
with Mulliken, but should try to avoid
embarrassing publicity. He will arrange for
round tri irst class ssage for the PC and
ug to 3 additional people on the Zeelandia, a
ship of the Royal Holland Lloyd Line leaving
for Rio de Janeiro the next afternoon. It is
of Dutch registry, but it is the soonest
available transport, and will be arriving from
New York in the morning, sta{ing for 6 hours
and leaving a bit before nightfall., If there
are no problems with this, "he will consider
the $1000 an advance and they should rush
right home and start packing for their
imminent departure.

One thing which Patterson may also reveal
is that his son, Jerrome ‘Jerry' Patterson,
Jr., may become involved in the search. He
disaggeared on his own in search of Elaine the
day fore, and he has been known to be rather
obsessive, and to harbor an unnatural
affection for his sister. He may select what
parts of this to pass on, but he suspects that
JerrK may try to sail on the Zeelandia, as it
is the only Shif leaving Baltimore for Rio
that week. Emily is presumed to have left on
the Flandria, which left three days ago. As
Eart of their service he would like them to

eep an eye on Jerry and see that he stays out
of the trouble whic his unstable character
and nasty trouble could get him into, The
might even try to disuade him from sailing, i
theK encounter him, but he should be handled
with care.

SAILING DOWN TO RIO

The Zeelandia is a large, fairly recently
outfitted passenger liner, when the
characters come aboard they some of the other
passengers will also be boarding and some will
already have boarded, some earlier that
morning and some in New York. Passengers they

are likely to see when boarding include Sturm
Dietrikson and the five Nomarian Elders.
There will be some 50 passengers aboard, all
first class, plus mail and cargo. wWhen they
board they will be greeted by Captain Johan
Haas and escorted to their cabins bgu a
steward. First class cabins have two nks

and a shower each, and are relatively small,
as this is not one of the grand luxury liners
of the time, There is one dining room.
Breakfast is served from 7am to 9am. Lunch is
served from 12pm to 2pm. Dinner is served
from 6pm to 8pm, and the bar in the dining
room is open until midnight, After dinner
entertainment will be provided throughout the
voyage by Ricardo Boro and his Rio Balladeers,
who are iust completing a successful tour in
the United States and returning to their
native land from New York., The trip to Rio
will take 10 days if all goes well, with brief
stops in San Juan, Caracas and Natal.

While they are on the ship it is possible
that they may interract with or become curious
about several of the stranger passengers.
This is covered by the following descriptions
of possible encounters to use on the boat.

Meetinqg Jerry Patterson
1Te ey are a rd the ship it is quite
likely that they will encounter Jerr:

Patterson. There are not a great number o
passengers, and he will stand out at dinner



the first night as being rather drunken and
behaving ratner oonoxiously to a waiter, He
is seated at Captain Haas' table, but the
captain tactfully ignores him., The characters
wifl probably recognize him at this point, and
if the
table

are wise and can get to the captains
where they will be seated if they have
SOC of 16 or more) they can befriend him and
escort him out of the dining room. If they
befriend him fairly civily and get him to bed,
he will become friendly for the rest of the
voyage, perhaps even confiding in them his
mission to rescue his sister.

An _Evening with Ricardo Boro

Kiter dinner each evening of the trip the
dining room is given over to dancing and
musical entertainment, featuring 'Ricardo Boro

and his Rio Balladeers', a 12 piece band from
Rio which has been play{ng in a New York club
and is now on its way back to Brazil, The
band is quite good, ~playing a selection of

lar tunes’ and updated versions of
traditional Brazilian folk music. Much of the
material is instrumental and suited to
dancing, but Boro sings many of the numbers as
well as conducting the orchestra. Boro and
his men are all young, healthy and athletic,
with some military background, which they may
need before the adventure is over. Characters
who stick around after the entertainment will
notice that Boro is quite attractive to the
ladies, with his dark foreign looks, and that
he favors some of the fairer passengers with
significant attention, though none of them are
ever seen to go back to his cabin. As the
tour goes on, if the characters get
to some of the older, gossipy women aboard,
they may hear a rumor that Boro has a woman in
his cabin who takes her meals there and does
not emerge, Observing the cabin will reveal
that the kitchen does deliver food their, but
the pursar will reveal no more about the
occupancy of the cabin.

The Strange Cargo of Sturm Dietrikson

One passenger who 1is seated at the
captain's table, and whom they may meet is
Sturm Dietrikson, a German merchant who claims
to be looking for new sources of rubber for an
unspecified "German automobile manufacturer.
However, if any of the characters know
anything about rubber or cars, he seems to
have no more than a lay knowledge of the
topics. He is fairly affable, and will talk
gently about such things as racial destiny and
the improvement of world conditions through
selective breeding., If anyone seems receptive
he will even distribute some apgropriate
literature from National ocialist
organizations in England or the US, and talk
in more detail about his dream of a new order
in Germang and the destiny of the Aryan
peoples. e will only open up to someone he
sees as a fellow yan. Aside from his
political views he is a bit of a drinker, but
a decent enough sort., Remember that this is
1931 and Nazism will be a fairly obscure
and he could easily

harmless. He certainly
be a spy or
Characters who associate with
him will also note that he has a bad back, and
often needs to be hel up from his seat
after a long evening sitting in the lounge or
dining room.

One evening, if he has made friends, he
will seem agitated, and confide in his friend
that he has a rather valuable cargo aboard
which he is concerned about, though he does
not want to trouble the crew. He would like
to check on it, but it is in a trunk in the
hold, and his back makes it hard for him to
move the trunk so that he can open it and
check the contents, If someone is willing to
help him, he will go to the hold and
inspect his trunk., Note that a good judge of
character may suspect that he wants company
more to show off his prized possession an
for labor, as he could have a crewmember helg
him., The door to the hold is kept locked an
if there has been trouble there will be a
guard (the Nomarian Elders may have caused
some trouble). The Pursar's Mate will have to
accompany them to let them into the hold and
make sure they don't molest anyone else's

political devianci,
taken as perfectly
seems too innocuous a sort to
foreign agent.

cargo., Once they move several boxes from
around it, the! can watch while he opens it.
Inside they will see a selection of items,
including clothing, some common artworks, and
an ornamental en box containing a 1arge,
decorative book which seems to have been

written by hand in a atrange script which none
of them recognize. After looking at the book,

connected

Dietrikson will close the trunk again with a
new lock. He will say little to them if asked
about the book, save that it is very valuable
and that he plans to sell it to riends in

German{. He will have to trust them not to
steal it, so he will ask help only of one
person, and onlz if he seems reliable and well
enough off not resort to theft,

o
Note that this book is in fact the book of
Nomar, and if circumstances seem right, this
inspection might lead to a confrontation with
the Nomarian elders, who are trying to get the
book back before it gets to Rio or at least
before it gets to Germany. This might also be
valuable information for some characters.

The Nomarian Elders

[ost o € characters travelling on the
Zeelandia will notice some strange passengers
at dinner, notably a gtoup of five men who sit
at a table together, dress in what appear to
be black evening clothes (inappropriate to the
season and place) and keep fretty much to
themselves, If asked, they will explain that
they are Elders of the Brotherhood of Nomar,
sent by their church on a special mission to
rescue a holy relic, the Book of Nomar, which

was stolen from their temple at Tempe(AZ) and
which the believe a certain passenger
(pointed looks at Dietrikson) °‘'may have

knowledge about, as he was in Tempe recently
and certain evidence makes him suspect. Note
that they may do several things to aid their
mission, They may offer to pag a PI to
recover their book for them, something on the
level of $3000, though the{ are cheap and will
tr¥ to pa much less. Failing this, or even
before the are approached, they ma tr

unsuccessfu 1{ to break into the hol an

check out Dietrikson's lugage, which will lead

to a guard being put on the hold, Their
standing plan is to keep an eye on Dietrikson
and ambush him somehow in Rio. However, the

profess non-violence, so they really do nee
someone to do their dirty work for them,
either on the ship or in Rio.

The Veiled Lad
ate on night during the 'qu:ney, a member

of the party may be walking on deck,
preferably a single person alone, He will
wander towards the back of the ship, where he
will see a fairly tall woman in a dark dress
wearing a veil and looking out over the sea.
If she is approached, she will flee and will
not speak. If she is followed, she will be
seen to go into Ricardo Boro's cabin. If they
try to start trouble there they will be met by
Boro who will not be gleased and will do his
best to discourage them, claiming that the
woman is his sister, who was at a special
school in America and speaks only Portuguese.
If there is an incedent of this sort he will

keep the cabin locked and open it only
himself., 1If they keep a watch on the cabin,
they will see meals delivered onlg when Boro
is there. 1If they do not distur the woman

she will continue to take an hour walk on deck
around midnight each night.

The woman is, of course, Elaine Patterson,
but there is no evidence or reason to lieve
that. If they should break into the cabin to
kidnap her, Boro and some of his hefty band
members should show up, possiblg wi crew
support, to discourage them. She does not
want to go with them, and will be very angry
if discovered, though she also aks
Portuguese and may try to pass as Brazilian
from behind her verl.

When theg arrive in Rio Boro and the girl
will be met by more of Boro's friends and
taken directly by car to the Copocabaia Palace
Hotel (on Avenida Atlantica/$12 per room per
night), where Boro maintains rooms and
entertains in the casino. They can be
followed, but are in too large a group to be
interfered with,

IN RIO g

The characters, when they arrive will be
met by a car from the Hotel de Londres (on
Aveni Atlantica), where rooms are reserved
for them (rooms are $4 per night). This hotel
is some three blocks from the Copacabaia
Palace and other major hotels on the Praia de
Copacabana, and all the way across town from
the main port (almost 4 miles).

There are several things which they ma
wish to do while they are in Rio, and severa
things which may happen to them or events
whic! the{ mai encounter. These are described
in the following sections.



Mama Lemoija

ile the Copacabaia has Ricardo Boro for
entertainment the Hotel de Londres has a
rather less sophisticated form of
entertainment in its lounge, in the form of
Mama Lemoja, a local character renowned as a
witch and mystic, who gerforms predictions and
tells fortunes in the hotel lounge.

Although she puts on a good show of mystic
power, it is not all show, and she does have
consiéerable knowledge an& ability with the
supernatural, as well as knowledge and
connections in the uderworld of Rio.

Mama Lemoea may be a good contact, because
for the right fee she can ss on valid
information masked in stical mubo jumbo.
Among the things she can discover for them is
the fact that Elaine is with Ricardo Boro and
not Roger Mulliken, and even some of the
activities which are ing on out at the

plantation. She could a useful source, but
will reqguire significant yment for _ any
services, and does not advertise her abilties

or connections.

At the Plantation

Roger Mulliken can be found at Jerome
Patterson's sugar plantation north of Rio.
Locally the plantation is known as the
Plantation of Sao Francisco de Sertoes, after
a ruined church on the grounds.

They will probably decide to visit
Mulliken at the plantation at some point,
either to enlist aid or investigate him, I1f

the{ come to the plantation house during the
day ight hours they will be told that he is in
the fields sugervising. If they come at night
he will meet them at the house and deal with
them there. If they go to the fields to look
for him they will ave a_ very hard time
finding him, and may eventually be led to the
ruins of the Church of Sao Francisco de
Sertoes, which is covered in jungle growth at
the north end of the plantation. Rather than
sugervising the sugar planting, which he has
left in the hands of assistants, he has taken
a crew of workers to the old church, and is
digging out artifacts which seem to be part of
a treasure hidden there by refugee nobles in
the early 19th century during the Reign of
King Joao I. Mulliken will become embarassed
if discovered and will wind up confessing all,
He has been removing these treasures for some
weeks, has not informed Mr. Patterson, and has
made arrangements to get them out of the
country without dealing with the Brazilian
government which would surely regard them as
state treasures, He is essentially an honest
fellow, and is xeadﬂtto split the !25000 or so
of treasure with . Patterson, though he
might be receptive to a direct deal witl the
investigators where they get some 10th of that
amount for their silence.

Aside from that there is little which is
questionable going on at the fairly well-run
plantation, and he is certainly not harboring

Elaine, who he has been too busy to worry
about iately. If he hears that she has _taken
off with Boro he will become enra , and ma

ather a group of his tougher workers and hea
into town to rescue her. The investigators
may have to guide or control this intention.

A Visit from the Police

i a e activity which the characters
are likely to become involved in the{ may get
a visit from the Rio Police. This will be in
the form of the diminutive and vicious
Inspector Cabrales and three of his rather
tough looking men, who will ask
questions quickly, with implied nasty actions
threatened for those who do not cooperate.
Keep in mind that the Getulio Vargas and his
military Junta have recenttx 1930) taken
control of the countr¥ and at the police
currently have considerable power in the

unstable situation.

Likelgu areas for questioning are the
Nomarian business on board the ship, just what
the investigators are doing in O, any
information e¥ may have on Boro, who is
suspected of be ngoa dissident, and anything
they might know about questionable activities
out at the plantation, More specific and
agpropriate questions might depend on what the
characters have done at "the point that the
police are brought in and what of their
activities will have become public knowledge,
though questions about Dietrikson and the
Nomarians are probably inevitable.

their

Jerry Patterson Takes Action
erry ratterson is still around and on
the loose by the time they reach Rio, he will
robably be able to discover where Elaine is
n 2 or 3 days. At this point he will take
action, going to the Copacabaia and
confronting Boro. If he is friendly with the
investigators he may ask them for help or tell

them he is going to do this.
Boro and his men are able to handle
themselves well, even against a dangerous type

like Jerry. However, Jerry may be armed, so
he may shoot or kill one of the band members
before being disarmed. f he just shows up

and causes trouble he will be beaten and left
in an ally where he will be robbed and beaten
some more. Then he will robably get drunk
and be arrested. If he injures someone he ma
be killed and left somewhere obscure, whic!
could lead to more trouble, though no one will
finger Boro or his men. How you work this up
is in the hands of the GM, but there are many
options possible.

Dealin% with Ricardo Boro

e example of what hasgened to Jer
to look at and a good idea of at Boro an
his crew are like, when the paztI finallx find
out that he has Eiaine, they will probably be
ready to proceed with caution. Although they
do not know it, their best option would be to

pla¥ a waiting game, because in 3-6 weeks Boro
wil robably become bored with Elaine and
send her to er Mulliken, who it should be

However, chances

easier to get her away from.
are they will either not figure this out or
will want to take direct action anyway. Note
that a good contact like Mama Lemoja may know
about Boro's tendancy to get bored with women
and give them a hint in that direction.

Anywax, Boro lives in the Hotel Copacabaia
and does his show in the casino annex there.
He has a suite of rooms which he shares with
three other members of his band. They don't
travel around armed, but these are dangerous
times in Brazil, so theg have weapons
available for easy access. laine will stay
mostly in the suite and get room service,
thoug' she will come down to see the
occasional show in the casino. However, if
there is any indication of interest in her
Boro will get possessive and be with her at
all times, having her in the casino during all
shows and leaving someone with her whenever
she is in the suite, If they are wary there
should be at least two people with her at all
time, either band members or associates.

How and when the investigators approach
Boro or tr{ to reach Elaine is up to them.
they case the situation well first they will
note that Elaine is cooking for the band in a
kitchenette in the suite, and that she goes to

the Central Market accompanied two band
bers every d da{. This might be a
ood time to try to snatch her, but at these
imes her escorts are armed and they should
expect fairly rapid reprisals., Boro is well
connected in the underworld, and will hear of
a snatch quite quickly and be able to gather a

good, skilled force to deal with t. In
general he will not put himself in danger, but

will take drastic action and as an
understanding with the police.
Jezgé Goes to Jail

iven Jerry Patterson's peraonalitx it is
almost inevitable that if he stays a ive in
Rio he will eventually get arrested. In such

a situation he will call on anyone he knows
for aid to bail him out, and it would be
convenient if by that int he knew some of
the investigators so that he could call on
them, They might feel obligated to help him

out as ey are working for his father.
Unless he gets involved with Boro he will
grobably be in for drunkeness or getting in a

ight, 8o the bail will be something "around
$20, It can be assumed that any money he had
will disagpeat in the fight, while he is drunk
or after he gets to jail, This is not an

essential event, just a nice little annoyance.

Thug Attack
TT Boro finds out what is going on or if

the investigators cross Mulliken, there is a
good chance that a group of about a_ dozen
hugs will be sent to teach them a lesson.
These will be people who are familiar with the
streets of Rio and will have 1little trouble
ambushing them, beating them up and robbing
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them, It is also quite likely that while they
are out their rooms in the hotel will be
searched, possibly by the police.

Roger Mulliken Takes Action
TIf Mulliken learns that Elaine is being

kept by Boro before she has been rescued, he
will grobably take action, This will consist
of getting two dozen of his favorite toughs
dressed up in their best clothes, taking them
down to the casino and having them raise hell
with the band while he and his three best men
o to the suite and rescue Elaine, It would
e best that if this should happen it happens
when the investigators are trying to do eir
rescue or while they are at least around, so
that they can get involved and even get in
trouble. There is a good chance that this
approach will lead to open viclence which, if
prolonged will bring the attention of the
lice or military and find a nice spot for
ose involved in a rather nasty Brazilian
g:il. If investigators are arrested they will
treated badly and relieved of their money,
However, should this happen it would be good
if one cautious character were to esca 80
that someone is left to bail them out and
clean things up.

TON

If they succeed, they have open return
tickets on a Royai Holland Llo shigh to’
Baltimore, and will be paid of on eir
return with Elaine, If Jerry is humiliated
but not hurt they will get a $500 bonus. If
Jerry is hurt or killed they will get a cold
brush off after payment. If he dies through
their negligence Baltimore will be unhealthy
for them, If the{ bring back Mulliken's
treasure to split with Patterson the{ will get
a $2500 bonus. If all goes well Patterson may
use them for future jobs and recommend them to
friends.

Out of all this you should be able to make
a ood solid adventure. Stats . for the
background characters with translation
guidelines follow in the next section, and
maps are in the central insert, There ma be
some areas you will have to adjust or ¥1esh
out, but that should give the adventure a
personal flavor. Keep in mind that a fast
ﬁace is essential and dimwitted characters may
ave to be helped along from time to time.

BACKGROUND CHARACTERS
These descriptions are for charscters mentioned in the text of this sdventure. Some are for specific characters and
others apply to al groups of characters. The basic stats and skills given are for To Challenge Tomorrow. However,

at the end of section there is special section for use in converting stats to appropriate game systems.
ROGER MULLIKEN
SIZ 13 PSI & AP:58 AFR:23 Accounting(10) D-oliumss) Intimidation(5) Ridin?(s)
CON 14 RAT 16 FP:142 HAR:1S Amu.ni:tntimé‘lz) Dodgingps 25)  Legal(5) Rifle{15/MAR30)
STR 17 EDU 18 HP:40 HDR:10 Boxing(15, ) Drlvin? S) Logistics(8) Survival(5
REA 13 APP 13 MV:39  MAR:13 Business(15) Electrical(5) nachnnicu‘lég%s n? S
DEX 13 CHA 15 HTs6'0" MDR:10  Clerical(5) Farming(S Parry(15/ Thrust (10/HAR2S
AGI 13 SOC 18 WT3185 REP:20 Communications(5) Geology(S Pistol(17/MAR30) Wrestle(5/HAR20
School of Business at the University of

brr Mulliken is fairly young, recently gr ted from the Wharton
Pennsylvania, but he comes from a ?ood M&m\d and has a natural sptitude for business and management. He is running
the Patterson Plantation near Rio fairly well, but has become involved in smuggling valuable relics out of the country
and is a bit out of his depth. His involvement with Elaine Patterson was brief and not too significant, though they
:?" make a potentislly logical couple for a future match. He likes her and is concerned for her welfare, but they do
sctually have a relationship of any sort. While at the plantation he will be sccompanied by armed men, usually two,

ic

and will carry a Colt .45 Aut Pistol, a te and a whip.

STURM DIETRIKSON, GERMAN AGENT

SIZ 15 PSI 2 AP:148 AFRs27 Boxqu?'l/m) Concealment(5) Forgery(10 Survival(8
CON 15 RAT 14 FP3dS HAR:13 Riding(3) Cu'nin?é‘lﬂ) Lockpick(8 Torture(15 )

STR 18 EDU 16 HPsAS HOR: 7  Silent Move(S) Cover(10) S\u'v-nllncni‘lo) S.ourity§1

REA 15 APP 12 MV135  MAR:13 Cat Fall(S Street Sense(10) Infiltration(?7) Dodge(11/MDR20

DEX 10 CHA B HTs6'S" MDR: 9  Climbing(S n-nuum(w& Observe(10 Parry(13/HOR20

AGI 10 SOC 13 WT:230 REP:15  Club Att(22/HAR3S) Irwnuent-(‘l ) Intimidate(15) Pistol(27/MAR40)
Dietrikson is actuslly a merchant, but he is also an agent for the Nazi party in Germany. He is carrying the Book

of Nomar in his trunk which is stored on board the ship, and is rather proud of his illicit possession of it now that he

is out of US coastal waters. He is rather garrulous, and while he won't be too pushy, he would love to discuss Nazi

themes, particularly racial purity and supremscy with anyone he sees as & receptive equal. He goes armed at all times

with a Meuser Smm Parabellum.




RICARDO LOBO, MUSICIAN

SIZ 10 PSI 12 AP:76  AFR:15 Acting(5) Hypnosis(S) Street Sense(15; Boxing(B/HAR2S)
CON 15 RAT 15 FP34S5 HAR:17 Bolrd?uming(a) Sexual(15) Pistol(22/MAR4D Trip(10)

STR 15 EDU 12 HP335 HOR:16 Cards(12) MicEZU Dodging(13/MDR30)

REA 18 APP 15 MV336  MAR:18 Gambling(10) Voice(20 Cover(10)

DEX 17 CHA 17 HT35'4" MDR:17 Corning“?ﬁ) Poetry(12) Parry(9/HDR25 )}

AGI 13 SOC WT$128 REPs25  Dance(15) Observe(10) Fast Draw(9)

Ricardo Lobo is a skilled musician, with a way with the ladies, but a roving eye. He works at the Hotel Copacabais
in the casino. He also has connections with the underworld in Rio, and can gather a good amount of muscle on command.
Although he is snjoying his fling with Elaine Patterson, he will tire of her fairly quickly, as he is not disposed to
fidelity. These same stats can serve for his men as well as for Lobo, and all are armed with newly purchased American
Colt .45 Automatic Pistols.

JEROME PATTERSON, JR.
PSI 18

SIZ 10 AP3B2  AFR324 Riding(10) Anthropology(8) Pistol (24/MARAD) Swimming(5
CON 12 RAT 10 FP:36 HAR:18 Silent Move(10) Intimidate(10 Urestllng}?/”kﬂzs) Torture(10
STR 24 EDU 16 HP:32 HOR:i14 Cards(10) Archaeology(10) Boxing(12/HAR30) History(10
REA 18 APP 15 MV334  MAR:16 Knting(Sg Cat Fall( 13/MDR30 Literature(8)
DEX 14 CHAR 17 HT:5'3" MDR:17 Business(5) Comin?(w Parry(16/HDR30 Folklore(10)
AGI 12 SOC 20 WT:124 REP:20 Concealment(S) Rifle(19/MAR3S) Thrust Att(22/HAR4Q)

Jerome 'Jerry' Patterson Jr. is rathec hotheaded, young and intemperate. He drinks too much, gets in fights and is
s general embarassment to his family. He has an unhealthy attachment to his sister, and tends to go off on tangents
with little provocation. He is unusually strong despite his small size, and has a tendancy to ignore pain and injury
when angered. There is more than a little of the berserker in his makeup. He is foolish in many ways, and should be
sasy to embarass and misdirect. He is heavily armed, with a Colt .38 Revolver on his person much of the time and a
Thompson .45 Submachinegun in his lugage, ready for use if he wants to get serious. He may also have a smell amount of
explosives (sticks of dynamite) hidden in his lugage.

MAMA YEMOJA

SIZ 14 PSI 24 AP:SB  AFR:120 Acting(10) Folklore(20) Manual(15) Sympathy(12)
CON 12 RAT 18 FP:36 HAR:16 Business(wg History 8% Coercion{12) Contagion(12)
STR 14 EDU 10 HP:40 HDR:10 First Aid(15) Conning(15) Passage(10

Relative(12
REA 12 APP B MVil4  MAR:14 Life Saving(5) Dance(8 Necrumancyz‘lz) Hypnosiss ;
DEX 16 CHA 16 HT:5'1" MDR: 8 Pharmacology(15) Intimidation(20) Demonoscopy(12) Shapeshift(10)
AGI 10 SOC 14 WTs210 REP:30  Surgery(5) Intrigue(12) Spirit Megic(12) Precognition(12)

Mama Yemoja is a Cafuso, or mixed-blood Brazilian with Negro, Indian and White blood. Although she puts on quite a
show as a witch womsn for the tourists, she is a powerful and respected Priestess of Umbanda or Macumba, the vodoo-like
witch cult found among the mixed-bloods of Rio, combining elements of West African spirit magic and local indian
traditions. She has genuine psychic powers, but also has 8°°d connections for information in the underworld of the
city, and could be a great source of information for invesfigators. She is a large woman, though fairly young, and
might develop an amatory affection for one of the characters if thel deal with her a lot. This could be dangerous and
embarassing, as she has the power to compel cooperation if she really wants something.

LOCAL THUGS/PLANTATION WORKERS

SIZ 15 PSI S AP:44 AFR:27 Riding(5) Inti.midateis; wrestling(11/HAR2S) Fast Draw(B)
CON 15 RAT 10 FP:i45 HAR:14 Street Sense(S) Resistence(5 Unbalanc. %10 Folklore(S)
STR 18 EDU B HP:45 HOR: 9 Survival(5) Herding(5) Dodge(10/MOR20

REA 14 APP 10 MV:43  MAR:13 Cards(5 Boxi 11/HAR25! Parry(16/HDR25

DEX 12 CHA 8 HT35'9" MDR:10  Farming(8) Club Att(11/H ) Entangling(11/HAR2S)

AGI 14 SOC 8 WT3195 REP: 5 Hunting(10) Pistol(12/MAR2S) Cover(5)

These stats should serve for street thugs and plantation workers used as guards or to assault characters in the city
or elsewhere. They will most likely be armed with clubs or machetes, though there may be a few rather old and clumsy
firearms among them.

SYSTEN CONVERSION

The basic stats provided for the characters are in terms of To Chall Tomorrow, but conversion to other systems
is a fairly easy matter.

The stats provided include 12 basic characteristics, plus secondary values like AR(Attack Rating)[For all weapon
skills mentimed;. DR(Defense Ratl.?gzLFox both missiles and melee attacksl, AP‘I(Activlty Points), AFR(Attack Force
Rating)[For modifying damage] and atigue Points) are for use primarily with TC

Some stats like REP(Remtatimz, HT(Heightz and WT(Weight) are universally applicable. Skills are provided with
levels, which indicate a relstive level of abi {ty when combined with appropriate characteristics.

For Call of Cthulbu or similar games conversion is fairly easy. Many of the skills and basic stats are comparable.
PSI is the same as POU and Skill Levels can be converted to percentages by multiplying by S%.

For Daredevils Wit should be equal to RAT, Will should be PSI, Strength should be STR, Deftness should be DEX; Speed
should be [WEA+AGI)/2 and Health should be CON. SL with various skills can be considered as roughly the same as BCS.

For Espionage and similar games STR=STR, DEXsDEX, CON=CON, BOD=SIZ, INT=RAT, EGO=PSI, PRE=CHA, COM=APP, The S5kill
Level prov. or skillc can be considered as equivalent to the Skill Roll.

For Chill and simila: ?unss STR=STR/3, DEX=DEX/3, AGL=AGI/3, WPR=PSI/3, PER=RAT/3, STA=CON/3. Some of the other
stats would have to be derived as the gamemaster finds most appropriate. Skills are of limited importance for
conversion to this type of system, save as guidelines for play.

All in all, the stats and description provided should give a good basic idea of the characters and provide the
framework for spplication to any system.
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SPELLCRAFT

Ysgarth is a world of magic and_ fantastic
powers, SpellCraft is the second book of the new
edition of %ﬁe Ysgarth system and provides the most
flexible and realistic mechanics for magic in any
role-playingo system ever lished. SpellCraft
features 5 magical skills and spells fuII‘g
described, complete rules for spell casting an
details on over 200 religions and mage guilds and
colleges.

This is the second in a series of three books.
The first, RoleCraft, covers character generation,
skills and Combat. 'The third, WorldCraft, will be
out this summer and provides guidelines for world
design, campaign set-u and  background, with a
large selection of adventures, characters and
c:eatures.h . e I -

Ysgarth is a unique system whic as en
developed and playtested over half a dozen ears,
growing to meet the needs of imaginative g ayers
who are looking for a system which allows them to
be creative without artificial restrictions. The
rules emphasize role-plapng and character
development, allowing lots o reedom for player
and gamemaster. Ysgarth is a revolution in
role-playing,

Each book sells for $5.95, and the can be
ordered in advance at $15 for the complete set.
Each book will be sent when it becomes available.
The complete set will be released in a boxed
edition later this year at $15 for the set.

RIVERMASTERS OF ARANIA

Rivermasters of Arania is the latest adventure
in the Jahannam Adventure Series. It is a complete
campaign aid for use with Ysgarth or AD&D.
Characters take a dangerous journey up the River
Kare from the troubled 1Ilchanian FPEmpire to the
heart of the powerful young Kingdom of Arania, In
their journeK they must deal with the strange
passengers who share their barge, hostile Karaman
tribesmen and imperial agents bent on foiling their
mission to King Ilyamir of Arania. Rivermasters of
Arania is an exceptionally well developed adventure
With complete description of a variety of events,
encounters and situations, plus a dozen detailed
maps and plans. Also included are detailed
descriptions of a number of original creatures,
characters and magic items, This is_ the tenth
adventure in the Jahannam series and sells for only
$3, It is also available in a larger format for
store sales at $4.95.

SIEGE & FORTRESS

This is the long-awaited comprehensive gaming
aid for use with any system or campaign which has a
fantasy or medieval setting. It is a complete
guide to the construction, siege and defense of a
medieval castle. It features detailed and useful
text by Lew Bryson with expansions and notes by
Dave Nalle and Rick Bueker. Sections cover almost
every aspect of medieval fortification and warfare,
from economics to technology to social life. In
addition, Siege & Fortress features hundreds of
detailed maps and plans as examples and for use in
any campaign, covering every major type of castle
or siege engine.

This book is exceptionallx well researched and
unbeatably detailed, providing an accura and
depth of analysis which has yet to be achieved
anywhere else. Siege & Fortress will be out soon,
but right now you can reserve a cop\ée for only
$4.95, including postage, and it will sent as
soon as it is available.

ERY
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greater imaginative freedom, but is bound by tradition to
providing lots of charts and tables to determine how
characters eat sleep and breathe. The result of all this
is s good, playsble game system with & bit too much die
rolling but s clear sense t restrictive mechanics are
there be ignored when appropriate. It is strange, but
m other game sysm has given me as strong a feeling that
could pl-{ nmthuy lg\oro most of the
mechanics most of away with it., 1

hnrtuy recommend Fhshi Bhd-s gunorl interested in
the swashbuckling -E'EInginE more of you should be). It
é: t:.:-f&’.){nly the best game on this period published to

Lands of Adventure™

LANDS OF ADVENTURE
by Lee Gold
From Fantasy Games Unlimited
This has one of the nicest box covers I've ssen on an
FGU game of late, and continues the attractive ec of
having black and white covers on the books themselves.
Llnds of Adventure comes in two fairly thin books. one with
other a 'Culture Pack's It s
.lntaresting that in her introduction Lee Gold says "all
these years I had been dreaming of the ideal Role-Playing
S :tcm. It would have a minimum of rolling-—and a maximum
role-playing®, for as seems to be the preferred style at
wmaiuuemtodmlmuhln, Mthxlremt as
overpowering as they are in Other Suns or Flashis Blades.
There has clurly been a strong effort here e
mechanics to background, though it does not always work.
The first book starts, as all first hooks seom to do,

with character creation. There 1 basic
gond'r and a  fow

characteristics plus r-imt/-xw,
rs. Thers are a minimum o

and all of them logically mccsury. n- selection of

basic d'-uncur.lstn:s is interesting end says something

about the game. Thers are such characteristics as Voice.

and Appearance, as well ss Talent for magical power, and sn
interesting division of the powers of the mind into Craft,
Prudence and Intelligence. Some of these stats are
determined in part from other ststs, which is e bit
confusing, and the most snnoying upcct is that the
not arranged or wldmd in any logical order,

is easy to puzzle out for u- npcrlun.d phylt.
nners would not get throu{' the
rules. The nicest the bnic tnts Sa t.hnt

mnausysmfotrol ng them is
l].lu:aung points is slso offered,
ola-pleying ‘perapettive. - One- phrtieulesly " Entereecing
role-play. rspective. par arly

secondary g‘ Pisty, indicating @& character's
ulltiomnip to hil deity. This first ur:tion shows & lot
of interesting idess, none of them unique to this -{sm.
but all of them prm!.sl.ng. The skill lyst.un is potcn in.uy
but somewhat confusing.

I described, but they are clnsifhd utogorin
of difficulty and usefulness to detsrmine how d they are
to learn and use, with examples of skills which would fall
into esch of 10 a ies. Success if be on a
gurunugn roll, ls can be both by

rais hrl:o there is a limit on how
M.w 8 skill may be h’ A character may choose
specialized siki lwthmiehhnhmtmn skilled.
Improvement training is based on time of trai and
the type of 1l. Improvement experience is on a
roll as in .lndngnin re is a maximum limit to

ot of control of the character
develops is in the hands

of the player, but responsibility
for provi with the
roully s rether oo

good skill 1lists rests the GM. This is
good skill syttn. n s fairl le and
phyubh. but has one me
placed on sdvancement.

ven, an alternative of
first such system

T problem in the limits which are
system would have much more

“killed you for saying.
whole Middle

if it were more open ended. Combat
is simple and straightforward as well. However, it follows
the rather unrealistic st model, with separste
sttack snd defense rolls, w.
optional critical, fumble and locltion systems, and a very
heavy emphasis on encumbrance. Uithout the optional rules
combat is m;ugln-nund phyabh but unrealistic.
the optional is a bit too detailed to be
playable. The magic system h also fairly simple, though
there does not seem to be any indication of how one learns
spells or supernatural powers or how they 1elate to the
lkin system, though their applicstion is clear. Agein,
this is a very general and seasily employed system. The
rules conclude with a brief summstion of creatures, how to
creats them and how to run them, plus random encounter
tables and random non-player eh.ncut generation ubles.
There is also an index, which is always a nice addition.

Basically, the mechanics of Lands of Adventure are fairly
good. It is a limited but playable system which is

prolonged pllyubili?

extremely flexible and goncnn encourages role-playi
and orl 1ity. utr\l:turll prrobl-m is Urz
vu ss of some of the tu{n skill section,

this should not be a pmbl-n for uurlsnced players
.m can deal with what sre quidelines more than hard nnd
fast mechanics. A result of this is that the system is too
undefined and makes too many assumptions to be well suited
for beginners, which is a p. ty. b.uuu the generic concept
behind the game might upg:nl them. The most crippung
problem h'n is not the .d\anics, but
organization of the rules, They an umst
incomprehensible mess. Lunds Advsntun mdad serious
editing, and should not e gone press in this form,
There are no clear indiutions of where one section ends
and snother begins, except for paragraph numbers which are
in the titles. Some sections of explanation seem to be
missing all ther, especially in the parts on magic.
Many terms concepts need to be described in much more
detail. Finlny. the selection of basic stats and how they
are set up seems almost nonsensical, as if the author
grabbed a handful of stats from a pile and shoved them
ther as they came into view. I have read dozens of
s, and I found Lands of Adventure to be bewilderingly

hard to puzzle out plte a ar type of mechanics and

an essentially simple system. The rules are not

incomprehensible, but the of organization does not do
cs and ideas.

Justice to the quality of the mecha
The second book is a 'Culture Pack' for 'Mythic Greece
and Medieval England'. My first reaction to this book was
disappointment. This was mainly because of rather
impressive build up I had seen for the 'Culture Pack'
concept in ALARUMS & EXCURSIONS. It had led me to expect
something more impressive. 3!!1(:!117, this is a good idea,
to present a basic, flexible system of -chanics with aids
to cover a variety of backgrounds in which mechanics
can be applied. tually, the first backgrmnd presented
is fairly , and seems best suited to the flavor of th
mechanics book one. No major adaption would be neseded
to use this setting. Information on the period, social
activities, magic, religion, skills and creatures is
provided, uibh encounter les, a very short scenario lnd
an index. 'Mythic Greece' is a playable background.
Lnfumtim is useful, if a bit sketchy, snd much of it is
interesting and hgimtivo.
it is more 'Mythic' than 'Greece',
filtered through Mergaret Murray.
expecting any resemblance to classical myth or historical
Greece and you will ﬂ.nd it s good setting for adventuring.
The 'Medieval England' setting should also be taken with a

grain of salt(ma severa Again, it has 1little
similerity to history or tradi fonal 1 . Here we have
Howard Pyle and Arthur Rackham filtered through

omnipresent Margaret Murray. Picts sesm to be 8 non-human
race, something my Pictish wostors would have probably
It just isn't possible to cover the
as one background, so there is a
half-hesrted Ar ian focus. There is some interesting
ta on legendary monsters, a nice weather table, a very
brief scenario and the ususl tables for encounters, stc.
As & medieval historian I find it hard to be objective
about this section, because it i{s distinctly shistorical.
As a general observation it does seem awfully sketchy for a
topic which really deserves mn development. I think that
this 'Culture Pack' serves as a good example of how to
structure such an aid and the type of info to include, but
a serious aid of this sort would need much more detail and
more serious scholarly research. One thing is certain.
Lee Gold should learn that Margaret furray has been
discredited as a historian of religlon and mythology for
more than thirty ysars and is not best source to base
80 much of a background I hope that there will be
more 'Culture Packs' .vufm-. perhaps with

and expanded scon-rius and campaign design
&lnds of Adven! % 1s an intriguis ng und prmhing game.
The of a mr system for a var. ntz‘ backgrounds
is good The mechanics sically m\d.
thorw\ltly. thl rules are dreadfully confusing the
YCulture Packs' nesd fleshing out and a sounder grunding
in history, -yth and liuntun This is certainly a game
worth checking out and meybe picking up, especially for
experienced GMs who can wade the ed areas, but

as it stands it cannot touch its best potential market,
a.u tly sxperienced gamers who are lookin? for their first
rious, mature game. FGU seriously consider

u\dorukh\g a serious revision and reor ation of
f _Adventure so that it would bs m?'"n .L%
imﬂn Tts potonuu.(DN)



TEMPLE Or

ELEMENTAL
EA\AL

Thu Ela of El-ungl Evil is a awaited module

ree ears ate. module was to

fullov The vm- of et and was part of the Gygax

Greyhawk campaign. It has now been released as a SOT wwuww
B.Sxﬂin book uith 128 plﬁs. selling for $15.

I'm that this will be a major seller for TSR and
to be one of its greatest productions. The
text deals with a great temple that spread evil anu e
usmlywtdw\lyunlghtyTaﬂ\ermT of the forces of

t cost. temple, while ngicnll{
mlndwgrutly‘ ged, was not ok
dangerous inhabitant was merely imprisoned. Th- party is
ries of preliminary adventures in the area
so that they can gain levels, ugi:u\dpunrtnblabloto
the Temple's dungeon. This follows
TSR's tried and true formst of structuring adventures to be
literally throwing

i
E

pped)

essable t u&t to give a hand. If
m s i’?hnt .:.ngmgiw y: potions of
modules all seem to follcn a pretty

can write an mindl
cning that mtlin-. ia. ds, o
yu.nﬁ players, s
thin. ther problem here is
1ly run a long time ago and
now and offer nothing
more viable if it had been

This
fae miish 48 tosmslols (o0
'} [
ng 8ss you are a dishard Gygax fan or
Tl('gg-hmjoy in mudville... ty

cases the classes don't seem be all that new, Jjust
versions and variants of the old D&D classes, with a few
skill differences and the spells for different ¢t of

ides) have same

ffut u}h{s'ﬂ}' - As
effects, jus -mtnum. a role-pla s-tn
The Arcanum weak and not worth your yh\g
supplement or a source for ideas, -q:ociluy fur AD&D
pllym. it might be worth a look. &:st ideas are
not new, but m are interesting and nll This
another stem  (like
ng-l’hxg Game which might have been fair'
or O years ago, is not wp with eun-nz
rnlly can't compete with other new releases.
thonﬁ:lnTho is one to convince a friend to
canborm ook at the few items which ma
It is not a bad product, but it just doesn'
ta make it worth a major imastnn
books Bard Games plans to r.l.bud\ we
see the game fleshed out and improved.(EO)
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ELEMENT MASTERS
by Robert’ Finkbeiner
rom Escape V
This is one of the weird ones. It is a -jot effort
from a hitherto unknown publisher, released 1982 and

achieving some ntf.muon with a
nomination for an ORIGINS award as best RPG in 1985. You

won't find % ement Masters in your local store, and
this may be - TS i th!:l‘ ever hear :nli. It u!:s
a single book of about u ze pages rly neatly
typeset, but printed on a rather poor pres That " the

print is w.
There is
nri art
color, but unfortunatl:
front cover is one of

The ¢! is small, but there Ls lots of
yp- &-r Lnt-m ng and
t.hn author. cover is in
dark and u\nttru:tivc. Inside _the
t usta la:ums I've

t Fantas

An lnteres ing cld.n. It

éf

they bes rangest’ "mos
rehensible' I might be able to go along with them.

) E. t Masters is sst in the world of Vl.nyc. and

con rules and axtmsl.vn bwkgrot.nd are

will bc dealt
with character
es are exceptionally
There

a
rolled with SD4, so that characters tend to
exceptionally average with most of their stats around 12 or
13, This nctim is fairly clear and informative, though
there are some amusing sections. k:eord:l to thoir height
lnsni t tables I must have a 'formidsble’
which flstters me, but doesn'
of the tables. The
p‘tth:ullrly apte

Mit e
apart, vhen you start rolling aLling fat

on a percentile basis,
with

ve some every
though he is better in

others, by
In general,

some than
characteristics.



-km system seems to work, though the random factor could
removed, the shction of skills could be more
musuc. characteristics could be made more meani ful,
and players might be given more control over how ir
characters develop. i1ls increase 'tz experience, based
essentislly on the st system, with a bit of the AD&D
euli:lt lwim sys rown in. This seems to bs the
wmay:. though in this cese it has

b-:a- T mechanical and less reslistic than
usual. Skills csn also be improved by training. Magic is
the next mejor ucuon and is the most developed section
of the book. Ew:{ nq here is bssed on your Magic
Pounthl. which concepts of mens, psi and
fatigue, be. oxp-ndad by using determini the
power of your spells, and ugonenung uhh 8l 11s
are for the most part interesti 1 descr bed.  Most
sre original and some are quite ntnmung. There are not
s great number of spells, and there is no differentistion
of types or schools of magic. One of the best idess here
is that spell power can be varisble. Perhaps the bl t

roblem is thet there seems to be no spell learning sys

veryone seems to be able to cast every spell if y can
cast spells at all. There does not sesm to be skill
{nvolved st all or any relstionship to the skill system

dealt with earlier. A
described in this section.

which is done a bonus system based on skills and
characteristics, involving a 1lot of adjustments and
modifications, Most of combat seems to be based on ial

spec
cases and attack options, eech of which is deslt with
differently, though a great number sre covered. Attacks
are based on percentiles, snd the sxplsnation of just how

are done is rather hard to follow, though the examples
make it a bit clearer. There is a hit lucation system
given in the character set-up section, but how it relates
to combat is not lxelun.d In addition, defense 1is
treated as s separate 'dodge’ roll, an unnecessary over
complication, especially in a urcontun system.
rather interesting fumble and critical tables as well. On
the whole, howsver, combat is definatly the weakest of the
mechanical sections of the rules, Bacically, this
concludes the mechanical section of the book. Taken alone,
each of the different mechanical sections of Element
Masters is interesting, though combst is not wp to par.
The biggest problem is that there is no Lnugntim of the
different systems, Magic really needs to be of the
skill system, and combat needs to be part of thn um skill
system as other skills. There are too many bumscs lnd
special cases, and what really is a fairly simple
becomes rather bewildering. Also, there is
heavy reliance on random die rolls rather than imsgination
and otigimuty.

The remainder of the book dsals with world background
and adventure design. There is a nice large selection of
well-described and original include

strange, since many of the crestures are races.
Some of the creatures really are marvelous and have to be
to be believed. The one flaw in this section is s

4 treasure and items table, though it
seem to be restricted to huunulds. Next we t
It seems to be a st

LE
cHilts
feicd
g%
el
:
]
£
“{s
s
g

and prdubl{.].mqat than it really needs to be.
charscter sheets for all the characters

Thh is followed by
this time f on magic. x a
moderatly intam ing descr gambling
from the -arld. called Triad. A character sheet and a

ored like a potato) are

:;0! vinh (shaped and col
the whole, I'm left mystified in a sense.

gh- whole game ssems to be set for the world of Vinya,
rather wedded to it, but there is no real description of
the world, except for that which is incedental to mechanics

or crestures which are described and a sketchy timeline nt
un-hrtofmhod( This seems to be a pretty serious
flaw, unless Vinys i{s & world without society, customs,
economy or history.
Basically, Element Masters strikes me as s tem which
developed in a Talrly active campaign, as s hybrid of AD&D
. t is better integrated than some
simiJar systems, the mechan lack internal

ics

consistency and u-on?utmll comnited to being either a
skill-based system or s mmurhuc/nndm-mn based
system. In sddition, the rules are rather confusing, and 1
suspect that phy!.ng with them would become mzinq quite
q.lickly. Thl blggut ptoblu with Element Mesters as a
geme is that those who put i ther snd ere %urq it
-nt-ohl\umwlmtrol lyingh-:nthan V.
8 character a deformity or 8 bulru ptr’mnutr sberation,

something emphasized by come
1life with interesting dncripun frun ru-riul scores
snd that big selling point 'the charscter's ‘ing and
1ifting are computed to the nearest pound the
there are s lot of rough arsas and

especially in the area of
recommenc t

hl for
.a- p.llyns. but as an .1:!. not a game.
is sinple and believable and could easily be w.pud to sny

you wanted mthlng buh:.
detailed. The section of
original and interesting,
upachny for ADED players.
sophisticated or innovative game, but
idess especially for less ambitious pleyers.
to encourage anyons to stert an Element Mesters campaign,
but I think thet there are plonty 0 ayers fg:d
a lot of enjoyable material in tha game if
hold of a copy.(3S)

A RACE OF EPIC HOMWOM

reslistic and not
is extensi

CATAPULT RUN
by Joe Thwaites, Chris Abbott and Ian Hartshorn
from Fantasy Factory

This is another item which I picked uwp at ORIGINS,
y because its cover just sbout knocked socks off.
It is the best work I've ever seen without using full

color. With only 3 colors this cover grabs the eye in a
u{ none of TSR's thousand dollar covers d ever do.
This is en excellent example of a small 1isher mking
necessary cost cutting into a positive virtus. Ca

Run is a module for use with ADiD, published
standard format used by TSR and other imi The cover
hnnwnrmuthunommh\sm-.whmlc

itself is a 32 pn?n booklet in full-size format, with large
Kpout gri.nt. ots nf white-space and plent of
lustrations. whole the product. on is uu:cl ently

small budget, and though the art
Un:l the text could definatly
which should

be condensed, it package
ssll well 1! it can pt n dlltr bution.

m.n is well organized and presented. I'd uk-
to ca cwnlw module' because of all

tion on the world which is prnmud,

but the tapic Ls lmtod 80 that it could really only be
tun for one extended session. The sf-hin in  the
introduction thlt it eould be used for sn
of adventures' is rather overblown, though the background
could be sdapted to adventures crested by inventive GMs.
It is the first module in s planned series set in the world
of Cypher, snd functions well as a sort of guided tour of
that world, mtthm.mwtout n the midst of
8 huge, round-the-world type race in which the d\lnctlrs
compete against various NPCs for a large purse.
sdventure is intended for midish level dunct.rs(Sth—'lth).
mmmumnnymwm-umu system of
encounters, besed on the route suggestsd to the players. I
think a regional encounter system might have worked better,
but this is well suited for xperienced GMs. The way it
is set-wp it mld bresk dum nu into m'nl playing

sessions, bs legs of the race.
Basically, the -wmtuu h mi . lnd while the
encounters are not dezzlingly ori 1
and intelligent. The only major missim 1- t.hnt there are
not really any sncounters d w&d-um for
interference from other racers, would

have thought was essentisl for dr.l ﬁw pmvid.d are
notes on magic items, NPCs, weather and

This sdventure is a nice package. It is
m.T to please imaginstive players while maintaining a
fair. d.mh and basic level of complexity. There is an
-lvhnsla on role-playing and interraction rather than t

figh encounters. If there is any Muu flaw
it is ttmhlckrwldnordmtob- prett

ric fanta: rld, with little original f.n stlnwish
t, prett: a uorld straight out of the
though s aspect may fade as it is m-lqndi.nfutuu
adventures. If you are an ADED player I heartily

Cai t Run wlfywpl- systems might check
rr%m&- interesting zmomntyidnsjw



SEABORNE
ENCOUNTERS

NS Sy - I

One of the toughest encounters for a GM to run and make believable is an
encounter at sea. Let's face facts, you're one small ship in a large ocean. Let
me guess, you just happened to stumble across the hunting ground of that giant
Kraken; give me a break. Too often sea encounters seem extremely contrived if
not totally ridiculous. Most GMs therefore avoid sea adventures or just say that
your voyage took nine days and nothing happened in that time. In most campaigns
it is either that or roll up wandering monster after wandering monster. To get
away from this, I have divided sea necounters into five categories and I'll try
to explain the logic (or illogic) behind each. With any luck this will help you
to create more convincing encounters at sea.

The first category of sea encounters is for those of natural origin. Being
in the Naby (and putting my life on the line daily in the defense of democracy),
I can truthfully say that natural events can be the most fearsome of encounters.
A good ocean storm can send any medieval type vessel rapidly to the bottom.
Weathercan be used to thin the ranks of bothersome NPCs, to separate forces,
strand characters on desolate shores, or send the party into uncharted waters.
Weather can drive the party into areas where you wish to send them or isolate the
characters in potentially hazardous areas. One of the bes series of adventures
my group ever had was when they were shipwrecked on an island (with little or no
gear or supplies) and they became the hunted instead of the hunters. Weather can
als delay missions and a ship can easily be driven well ofcourse or become
totally lost after a strong storm. Weather need not do much actual physical
damage to seriously hinder a party.

The second and most commonly used form of encounter is the sea «creature.
This is probably the lamest encounter possible. The chance of an open ocean sea
encounter should actually be fairly small. In the case of magical creatures,
there are just too few of them and the ocean is too big. In thecase of natural
creatures (whales/squid), they will normally not attack unless provoked.
Creature encounters should only occur within easy range of land, as most of the
possible creatures to encounter would tend to live in shallow water or be based
off the shore. Fortunatly, few fantasy/medieval campaigns will be at a
technology level where ships will want to venture out of sight of shore for fear
of never finding it again, so travel may tend to be along the coast. You could
also use weather or avoidance of another encounter to push a ship into isles or
regions known to be dominated by particular dangers. As a final note on
creatures, remember that mariners quickly learn which areas to avoid and this
knowledge will be fairly widespread. Creature encounters should be wused
sparingly enough so that they do not begin to seem improbable.

Another popular encounter is Pirates. You might think that the previous
argument of a big ocean and a small number of pirates would apply here and that I
would also write off this sort of encounter. This is not the case for several
reasons. First, pirates also rarely go into the open ocean. They rely on
boarding and large numbers of fighters, and will not go far from the shore
because of the difficulty of maintaining their crew. Pirates also don't just
wander around blindly looking for ships.  They tend to have a very good network
of eyes and ears placed in major ports and know which shipping lanes to prey on.
They will often have good information on the cargo of a ship, destination, crew
strength and proposed route. In addition, there will be fairly limited good sea
routes available for a given destination, making it fairly easy to find victims.
Pirates will tend to avoid the most heavily trafficed routes, because they are
liable to be patrolled by naval vessels as well. Pirates are not suicidal. They
will tend to attack only when the odds are clearly in their favor. Pirates don't
expect high-powered characters to be aboard most ships, so this could be a factor
working against them. They do like to take prisoners for ransom or to sell as
slaves. They also like to take ships intact, as most good merchant ships will be
in better shape than most pirate ships. It is also possible that they will work



for hire by enemies of a party or competing merchants to prevent a ship from
making its run successfully.

A popular encounter in fantasy literature is the appearance of the
mysterious, uncharted island. This is found in works by such writers as Clark
Ashton Smith and Robert E. Howard, among many others. Such an isle could be a
potential sidetrack more involved and more dangerous than any objective the
characters had originally set out for. It is always fun to spring surprises on a
party which was prepared for something quite different. A mysterious island can
add a bit of spice before an adventure or perhaps be linked to the main
adventure. Quite often these islands are the abode of a powerful being or a
strange race, possibly capable of moving the island, or masking it from most
passersby and cartographers. A good literary example of such an island can be
found in Robert E., Howard's short story "The Pool of the Black One".

The final and most important group of encounters are those which take place
aboard ship, often as a sort of 'timebomb'. This sort of encounter usually has
roots before the start of the voyage, but is not manifested wuntil the ship is
well under way. Often this is based around members of the crew being planted by
a foe to cause trouble, or around a fellow passenger with strange and dangerous
plans. Onboard a ship enemy agents bent on vengeance can be quite a problem as
there is nowhere to run away to. Such a situation can develop into a sort of
mystery; a whodunit. A rash outburst from the party or actions against
apparently innocent persons without any real proof will quickly alienate the crew
and captain and make the situation quite hazardous. A few plants in the crew
might also attempt to turn them against the party and cause trouble for them. A
popular way to do this is to play on the sailors' superstitions and implicate the
party in all sorts of deviltry. A crewman murdered with the weapon of a party
member is a quick way to get that character to take a swing from the yardarm.
Sailors are a volatile lot, and a good crew can quickly become a mob when guided
by a clever operative. If you are going to use plants in the crew another good
option is to have one there to stir up trouble on board the ship and a second one
to cause trouble for the party once they reach their destination. It is always
nice to finish a tough adventure and discover that your ship has left without you
or that the natives are up in arms. The most classic timebomb type encounter is
the unknown killer who breeds paranoia aboard the ship. Night after night,
crewnmembers disappear without a trace (easy enough to do with all that ocean).
As more disappear fear and panic set in. The crew whispers of the unknown and
unclean, and look for an unusual element aboard to blame, 1like the passengers.
Does this sound familiar? It is the kind of atmosphere which Bram Stoker
develops rather well aboard the 'Demeter' after it leaves Varna in his novel
Dracula. In this case the ship eventually grounded on the English coast with all
the crew dead and tha captain lashed to the wheel with his throat torn out. In
such a situation paranoia becomes as dangerous as the original threat as
passengers and crew turn on each other out of fear. Another variation to go
along with this is the magical 'sending', some force or power sent by an enemy to
pursue someone on board the ship unhindered by physical distance. Demons and
undead spirits are good for this, as are storm elementals and other spirits of
wave and weather. Encounters can have purpose to them, and need not merely be
things run into randomly on the sea.

Sea encounters can be far more varied than you find in most campaigns. They
can be interesting and believable if you throw out random encounters and plan
encounters in advance with some purpose in mind. That's not to say that each
voyage must have an encounter or that all encounters should be fully planned, but
determine before the adventure starts at least the general outline of what should
happen. Differentiate between encounters in the open ocean or near the coast.
Very few encounters except weather and shipboard events will occur in open ocean.
Coastal waters should be the domain of creatures and pirates. Make encounters as
logical as possible. Pirates are not likely to attack a ship with characters on
it unless there is a rich cargo or they are being paid well. Remember the basic
rules of the sea. No character should be wearing heavy or restrictive armor, and
salt air does bad things to metal equipment. Finally, use the seas for what they
are, a unique encounter environment which should add to your campaign and not
just be annoying distance to cover between land-bound adventures.




ECHOES

FROM THE ABYSS

Dear Dave,

Thanks for the copy of ABYSS #34, Please
Zind enclosed issue #3 of the BOOKLET OF MANY
THINGS., We would appreciate a review 4n
ABYSS.

/’!bumlythoug/:toon the 'zine as a
whole and on the ma.o:u wu‘..(.cho.

Con/umgo-m , chatty and a(out
right in Length(I don't ldu editorials that
go on for ages. Anyway, I can never think of

anything to say in my editorials).

Gods of the Slave Coast-I'm atraid I
cannot see the point in such a Long arnticle
about something we have easily enough of in,
Deities and Demi-Gods, It would also have '
Leen Letten if you had given the ablilities and
stats for the gods, I must admit that the
article was well thought out.

In the Speculum-well set out and good
poun&w.adc(luwhlcouldgd.hotd of a

copy o{ Dark_Dungeons in éngland).
m well wnitten, Gut I'm

not too hkeen on fLiction in zines.
Behind the Uheel-don’t know,
played a modern period RPG,
Unto the Gales of Death-a good didea,
Lest part of the issue.

Mark Beresford
(eld, Derlyshine
ENGLAND

I've never

the

‘Ycu 11 find » review of BOOKLET OF MANY THINGS in the
In the Speculum' section of this issue. As far as the
series of articles on various mythol
been running, yes it is true that Deities and Demi

provides s great deal of information on gods.  However,

of thet information is incorrect

researched, and our articles strive to provide more
insight lnd vu-hty on mythological

As f idi stats for the w

they do in ities and

discuss, we m't do this as
Demi, s because we pnf-r the perspective

are s not just bi murs. and that their combat
stats mlly should bo relevant to regular play in a

campaign Also, by providi stats 4
duhuod dacriptlv- infm-uon th.ngc articles lt‘“v ng

linited to any single system—ON]

Dia dhuit,

Buiochas Leat fon the two zines you sent
I was a mite confused when I saw an
Amernican address stamped on the outside along
with an English postmark,  Hmmmmm,

ub.

finst of
all--don’t you Lot take role-playing
wuly? Secondly, yourn fLairly detailed
research is an excellent facet of ABYSS.

somethin’ Like that which seemed 16 make you
atlouttoupounua.lmtmdamd/t
magazine/zine,

int A ; tut
The way ABYSS sticks 2o what it should ALe
writing about(RPGing) and doesn’t dwug into

other aneas is highly laudable., I don’t think
Icqu&iaccoupwhmamt,lut you do it
Iu;;uttlymttoan optician and

discovered I have ‘over-Long-sightedness’ on

role-playing and who

as I call it 'teoth sight'(The Eyes of the
Hunten) ut although I nonmally hold Looks and
things two foot away {/Lon my eyes I {ound that

ABYSS #33 had a nice cover/inside covenr,
Zinst page and I found the ’Japanese Bestiany'
interesting, The nest was dull except fon the
Letten from Ed. Lew. #34 was more interesting
with all those African gods detailed, but that
was alout all,

A comment on the article in #33 8y Jon

they can possilly harm anyone's sense of
reality and knock their mind away from thein
feet on the ground. Jasus, how many heroes in
programmes ever get killed? Even when they
gdaodadmw,lau(aathuloudlg) hatl a
dozen times, Uuyd.ctl manage to have the
wits to flatten Laddie. Is this
realistic? His pouyt alout 4oh-playu;g Leing

of
Mmauutlychmdmwuuumdlymoiﬁu
playu in a friendly way--I  impishly
retaliated and soon it Led to an outright duel
3 othen
charactens watching on.
the opponent, But was cut all ovenr.
while(and another Light with a duck) Ipskid
Paddypas jnr.(my favorile character) dies of
a slashed heart, In the fLights I'd used
Soulders 2o crush my opponent’s face--if
nole-playing aids you &y initiating you into
the use of weapons of any sont greaten than
yourn oun Lody then I feel it is a Lad thing.
I would never dare use even a rock against
4domeone in case thein lody couldn’t take it.
Actually, llam.ng-ou«tludo# akove, I think
'« mysell. Role-playing can be a
goodmgmmuon,!oamllqhupmmmw
only if the Gling is of the Lest qualily,
detailing such things as a sharp pain in the
~ibs in full adjectival form. If the GMling is
not 1008 then things which are very dimportani
in real Life, such as pain, can Le overlooked
and ignored. Even with a good imagination it
isn't easy to visualize pain or vertigo whilsi
really wants to?
Role-playing is no more nrealistic than you
make it--as Lilms are no mone nrealistic than
they are made. His whole point nreally isn't
wonth writing down. Why did you put it in? I
honestly deplore heavy violence in Lilms as it




numfs youn mind to it, makes it acceptalle,
commonplace, etce. I deplorne it for those
reasons, But Llove it for the action. Anyway,
I honestly don’t think Lilrs etc. can mepare
you /M.o/au.ty Lon harsh realities,
'Civilisation’ is ARased on pmotecting its
population from the outside wornld and no
person who hasn’t experienced Living nrough
inside on outside the protective cocoon can
react to realities without a percentage of
stupon to the event, unless they are

psychopathic(which 48 a sunprisingly easy .

state of mind to neach and also verny Lempting
20 Lecome once tasted)., Life shouldn’t fe a
game, But mankind has made it s0 By creating
civilisations with particularn laws and habits
and ways of scoring points., (loney, powen,
{anzmdz.,!{ewutmyatog&tpouu‘,o,andm
goutg ,!oa. Uwoe pouu‘.é you get your
’experience ions
au.tonaucaLly twm peoph and events Jinto
playing pleces, each with his oun value,
mnoucvuautu‘.g and form,
pieces accept the rules, CEven the renegades
and cheats get classified, sterneotyped and
Liled under certain headings which they grow
2o acknowledge. As most of us have to put up
with Reing part of civilisation I think that
Life is practically speaking nothing more than
a game(unless you’re at the extreme ends of
the pole), you can choose not to play the game
and slip out of the stream of Life and
histony, But although this is probably one of
the nicest experniences to encounter, Lotk
eithen feel Lost, Left oul on missing out on
something, so Like a compulsive gamblen they
neturnn 2o join the hondes. People can
compromise Ly goutg schizopinenic(yet another
la&d}, ut that's a cowarndly waste, Oh shit,

I'd ask fon a plug Lon
T AT, T L€, (Tribute, Adventurer’s Tavern--The
Lucrative Exchange), But that's pushing my
Luck a &it far, and I'm not sure it would 4e
much service to Americans, actually I'd fe an
eejit not to ask forn a plug, s0 give us a
plug, wouldya? Please? I/ you want 2o know
more about T,A7,7.L.E I’ send on club
membership rnules when they are printed,  Yes,
yes, yes--I want to Be an international
supencelebrity, grovel, grovel, whine, moan,
wail, shlurp, UGH,

We also plan to bring out an RPG soon.
It' 4L Le called something pretentious Like In
the Image of the Gods, 8ut it is Rloody
diflicull to come up with anything onriginal
with all our minds clogged up with the
well-knoun systems--the Rasic idea should Re
quite sound howeven,

As far as Ragnarok, I hope it grows and
grows, doesn’t Lecome impensonal, doesn’t
Lecome unoniginal with its dideas and makes
oodles of cash and fame fon you.

So Long, good Luck, agus slainte,

Mark 0’ Murchu
Loughlinstoun, Co. Dublin
EIRE

eotanms Tio specr s ciosres” 1
violence xpect a clearer perspective.
that RPGs ?ttuchywhomempom They can teach
you to be prepared for unusual situstions. They can
qu:cn to deal with violence when you encounter it.
() ing about a psychological preparation, not

With their history of
I'11 agree

practical skills, I Just play with gcnd GMs.
experience has been t&”’ I identify with d\lnctl?s
and if they die or are hurt, it sensitizes n to pain.
ooy urte T et aF skt poucotosicaity: T mey oo

N s at leas cally. u
weird, but I think this is probably noruly Ir1
m.por-pound t and had a character named '?plid
Paddypaws' I' ,Pave “more trouble identifying with my
characters. I'm used to campaigns where I play realistic
characters in a believable setting whers fantasy is just
an aspect of a complete world, so I find it easy to learn
from my role-playing experiences—JS)

Dean Dave,

Yet mone comments on ABYSS(#35 to 4e
exact),

Conjurings-good to see you are doing well
in the UK, I hope 50.+.87.50 an issue 48 a
8it much fon ABYSS., I think yourn ADED
emphasis in this issue may be a Big mistake.
7h¢DRA§GVu40£aAg¢Matyouhmmnodmnc¢
going against it, Not all gaming magazines
hawuanu/wi, don’t fonget that the JO[WAL
is still on the manket(put out Ry GW).

I would Like to see ABYSS tZind a niche
whene it could be a genenal aid fLon serious

lz—/atayw, typified By anticles Like
'Totems’, ’'Roblerns of the Sea’ and ’In the
Spccu.th' trom  this  issue. 'On  Golem

Construction’ was of similar style and quality
towbtécuéuﬂichIcouldhaveﬂowdinDMW
azine,

I noticed the Hargrave letter in ’'Echoes’.
Perhaps you could print mone of his material,
the two of you seem to get along very well, I
do think answening Letterns is a good .didea.
You might also note that everyone who wrote a
Letien last issue was more on Less negative,
Isn’t it time you payed dLess attention 2o
peripheral operations(cardgames, adventures,
etc) and spent more time on ABYSS?

Bryan Blackwell
Entenprise, AL
tm-ll.l{ we'll continue to try to maintain and improve
quality of ABYSS, As requested you'll find an
article from Dave Hargrave in this issue, the first in a
regular series of pieces which he'll be writing for ABYSS
now that he has emerged on the gaming scene once more.
Hate to tell you this, but the reason we pay more(though
not enough) attention to other activities and less(though
a great deal) to ABYSS is that our other rations make
money and ABYSS is a great pit which is do. marvelously
those issues where it bresks even. This is
zines and we can live with it, but our
n.g;.icauom are beginning to find a growing market, and
provide the monetary base which allows us to continue to
improve ABYSS——-DN]

Gentlemen,

A brief comment about your ORIQINS remanrks
in issue #35 of ABYSS.
site fon ORIGINS, on the management of
ORIgIMS', t/w choice is a.luxzyA between the

statls,

ORIGINS at all, UWe at GAMA also did not Like
the Location of the dealers room s0 far from
the events, Lut site Location is often a
problen, In Dallas Last year the oniginal
o&wmcﬁt&ttu,lutwmthdout Lrom
unden the ORIGINS .commitiee in spite of
contractual uuyto We werne Left with
either a tuthewaA;tz,mMnga Last
minute ORIGINS in Baltimore no advance
publicity and Little time fon preparation, on
having no ORIGINS at all, And as forn moving
the site from city to city, we all agree in
advance that fon those of us who can go to ANY
city, Baltimore is probally the Best site, but
Lon those who can get to Dallas Rut not Zo



Baltimone(i.e. many Texas-area gauuu) a lua
than pu{zct ORIGINS in Dallas is
superion to a perfect one in Baltimore.

Rick Loomis
Flying Buflalo Inc.

It is nice to see that GAMA and the people involved are
concarned with wmvm&mmxus. I think we can
all agree that it is Tad for URIGINS to a national
convention, at least m-rrinciph. Plrhlps the problem
is that the ORIGINS a bit more
advance research before accepting u sito. If Texas
rs had been asked about the prospects of an ORIGINS
th-{ might have pointed out that attendance at
ions is always extremely low and that
DALLCON the year before had ‘een rather goor].y organized.
m’ tsmdsp:iht::tﬁ“f nmlr\gftsuml
remen nes for even
programs with which the convention management would h.ve
to comply in order to hold ORIGINS in their cit{
ORIGINS umot d:a these things because it essentially has
to go or sponsorship around the country then it
is not, fnct. a national convention and perhaps should
notb-n.n.ss\.l:h. Just something to think about——ON]

Dear Dave,

This is a fLobksy, riendly paragraph
Befone I get doun to Business and Z2hings get
8Loody. So, Dave, how you Been? Hearnd you
had a cold, sure hope it's better. You always
sound Like a Drano-ravaged camel when you have
a cold, Right. Enough of that.

Scott Bizar, Hearn me. I’m neal somny, I
was wrong about which of the games I reviewed
was the oldest, A reasonally brieft
examination proves that V&V was indeed
released Linst, I'lL say it again: I was
wrong., About that. Now to the nest of it...
I suppose I should Be cool and professional,
but ‘ignorant’! That pisses me off. So here
me again, Scott, I’'m willing to Believe that
your proximity to your game has clouded an
othewwdise Line mind, but I was also willing to
Let you could still read. I said in the
review that I could Be wrong; I was. Anyone
who saw the V&V supplements was Laughing up
theirn sleeves at me, doesn’t that make you

Leel Letten? But the fact remains that I did
not see any evidence of support from FQU. Not
4in Paradise(which is my damn home, pal), not

in DC, That's the facts, Scoit.

Now, Lu‘.uhu'.youudjtaomo{uy
opinions, which are, of counse, only opinions.
Primarnily, I think that you could have ALeen
more petly and farther from the main point if
you had decided that my review was monally
Bankrupt Because I made fun of the parallel
Letween 'V&V' and 'DED’, Could we drop the
footwonrk and talk alout the real issues here?
I have serious problems with the system and I
ducuudthuinuywiw. I'm a neviewer,

that’s what we do. I'm not a cataloger of
copywhtdafa,noaanlachaonwoﬂtﬁe
state of n in the gaming market.

Want another opinion? I'd Re nreal upset if
this meant that I have to slink past you guys
at the next trade show or game con. I didn’t
Like yourn game system, I had 2o say that.
Sometimes people don’t Like things I write.
They say 40 and I either take it on I take
issue with it, I don’t wnite them off
cretins, So maybe sometime we get togu‘J‘lM,
we tatk about it, and mayle you teach me a Lew
things. Maybe I tell you morne about how I
Look at these things and why. Think about it,
and Let’s not get nasty about this., Reviews
are a rish, fon both parties involved. I'd
rather not Le Left [friendless, But I don’t
want to Lecome the Raron of Qullshit, L B
Think about it; we’ll tatk.

.don’t know why, 8ut it was good.

Sorry I was s0 reasonalle, Dave, I must fe
getting old, Kick Ian around a Little for me,
will you? Thanks, Later, m’lord...

Lew
Hampton, VA

[Lew's letter is a bit emotional, but makes a basically
valid point., Perhaps it is the style of review which he
urit.cs tn d':il:h m may object. ver, the style and

fouw errors cannot invalidate what are
nmthn vnlid criticisms of the games which he
reviews. *o please his fans Lew will be back next issue
with more superhero game reviews, including OC Heroes,
Super Squadron and several others—ON]

Dean ABYSS Stat{,

Ack, when I asked you so 8luntly 2o pick
up yourn act and do betier, Little did I know
that ABYSS #35 was gonna Be this good!

I found ’'Totems’ to Re quite dull, I
wouldn’t expect that from &nic Olson. I
Mua.tty think he is one of youn Lest writerns.

'Once Again Onigins’ was sont of a waste, I
wou.td have rather seen the space uwsed fLorn

gaming material., Fonr once I en_/oyed 'In the
S/)ecu.lwn though the funny thing is that I

reviews of the products, they wene
pretty funny., ‘Roblens of the Sea’ was well
done, But it seemed Like a historny Lesson.
The Rest anticle in the whole damned magazine
was 'On Golem Construction’, Very well done,
I want more, I need more! I Liked ’Echoes’ a
lot for one major reason. I noticed that you

Letlens even if they arne against your
magazine, and I admine that veny much! You
guys are a class act(that is when ABYSS isn't
Late and I’'m not mad at you)., Last of al{,
Mea.unmup,doﬂ.thelut article was 'The
Eye of Odin’, I don’t wsually Like Liction,
ut I Loved tlu,al You'd Rettern Linish the
4toay( please? ), Al togu'.hu this was
de, Betien than previous issues,

Hey, how alout adding a comic strip, guys?
Something similarn to 'Fineous Fingens' would
be great., I would also Like to see a section
of new magic items. (aybe also a section on

'TSR’

diaBolism on the dark forces of Ysgarth, You
might even do something on 424,
strongholds and siege weapons. I'd also Like

2o see 7-Shirts with Cranford art on them make
a comelack! How about ABYSS pins, that might
Le good., UWell, that's all for me now,

John &, Green
Chicago, IL

[Thanks for the s\.n?suum. We have considered xu'ning
a comic strip from time to time, but so far we haven't

seen any which had both good art and decent humor, though
we did run a series of one-framers by Tom tin some
issues back. WE'll keep » but a comic strip will
have to be of high quality for us to run it. I can
promise an ar con-?Ic items in the next few
issues and even new T-Shirts this summer. As for
st 1ds and seige weapons, I'm afraid you'll have to
pick up Seige and Fortress for that(it should be out
soon} put an extract from it 4in ABYSS, but

thlt;lsortnfd\oddytr]m\gtndu,llmtlm Tunning

a big ad for the book-——ON

Dear Ragnarok,

I had just opened the staple sealing ABYSS
#35 when a note dropped out infoaming me that
£ I wanted to save mysell from an ’...eternal
plunge into a vast chasm of darkness, unlilt fy
the insign and ideas which ABYSS provides’ i
should re-up, UWell, if I ever had any doubts
about nrenewing, that changed my mind, I



neally Love you, so0 I'm sending $18 fon 18
Lssues,

My money doesn’t come free of stnings,
however, At the Botiom of the Lettern was a
note asking for comments, so here they are.

The Linst hing that I do after destroying
most of the magazine trying to get the staple
out {4 to turn to the ’'Conjurings’ section 2o
Zind out what I'm in forn. I must say that the
two things I Like most aboul the magazine are
the sense of humor you manage to maintain
throughout and the way you save nreaderns fLrom
the munchkin mentality, After I discover what
wonds of wisdom Dave has 2o impart to the
readens, I tunn to the reviews, I Like these
Recause I neally appreciate the HAumonous yet
genernally truthful thoughts you Leave me with
aboiut varnious games hard on TSR
sometimes, aren’t you?). As a ZLootnote to
this I have to tell you how much I enjoyed the
neviews of the superhero games By Lew Bryson
in #33. After I read these sections, I skip
to anything which catches my eye. Sometimes
the things I fLind sufler from the same problem
I have with other role-playing magazines.,
This is the inclusion of new monstens, new
theasures and new gods. I suppose othen
people may find them useful, But, if I had my
way, the ADED system (the game I play most)
would consist of the Playen's Handbook, The
Dungeon Master’s Guide and maybe the (lonster
Manual for relerence. Youn  thoughts on
various aspects of the nole-playing wordd are
usually thoughtful, infonmative and
internesting (that doesn’t mean that anticles
on treasurnes, gods and monstens aren’t
interesting, KuiImuldewz/Mtwa&mg
oun), I wsually nead each issue with relish
to discovern what people who aren’t trying to
appeal to munchkins think about nrole-playing.
ALl in all, I engoy ABYSS.

In closing this Letter, I would Like to
rnequest information about submitting anticles
to ABYSS. I have enclosed an SASE.  fost o,(
the work I have done is fon ADED, so0 if you're
up to youn eans in similan arnticles, please
tell me, But send the infoamation anyway. Il
have enjoyed youn magazine for the past yearn
and hope that the next eighteen Bi-monthly(?)
issues will Be just as good. Please make sure
I don’t miss ABYSS #36.

Mlark C. Kehoe
Cantleton, M

Elﬂnk asks for our contributor's guidelines in his
etter, and that's worth a brief comment. UWe are always
looking for new writers for ABYSS, especially if they
have something imnovative to say. Articles on AD&D are
always welcomed, though we also like articles applicable
to in general. It would also be nice to see a few

more articles for popular systems like %ims,
11 of Cthulbu so at our

gﬁ&g. RoleMaster and
s/ writers wouldn't ve over systems.
Basically, we will look at anything, but for a better

idea of what we want most, do what Msrk did and send us a
Self Addressed Stamped Envelope and we'll sand it back
with our guidelines enclosed—ON]

ORAGON TREE PRESS

Because fantasy should be more than fighting, and
magic is never mechanical

Playing Aids to Enliven Any Game System
THE HANDBOOK OF TRAPS

AND TRICKS 9.50
104 non-killer traps & puzzles

DRAGON TREE SPELL BOOK 7.50
224 spells & 4 magic systems

BOOK OF ARTIFACTS 7.50
251 magic items & construction

methods

AMAZON MUTUAL WANTS YOU #1 6.00
4 low-level modules with plots

MONSTER FILE #1 6.00

48 new illustrated monsters, all levels

. clown, thou perishest; or, to thy better under-
standing, diest; or, to wit. [ will kill thee, make thee
away, translate thy life into death, thy liberty into
bondage; I will deal in poison with thee, or in bastina-
do or in steel; | wiil banty with thee in faction; [ will
o'er-run thee with policy; [will kill thee a hundred and
fifty ways; therefore, tremble and depart!”

Shakespeare — AS YOU LIKE IT

Such labor'd nothings, in so strange a style, Amaze
th'unlearned & make the learned smile.
Pope — Essay on Criticism

Self Addressed Stamped Envelope
for free catalog
Master Charge = VISA orders

1310 Cokege Ave Sume 1151 Boulder Colorado 80302 (Add $1 sheppng)
DRAGON TREE SPELL BOOK $7.50 (224 speis 4 mageck sysiems) 4
B HANDBOOK OF TRAPS & TRICKS $6.95 104 non-kiler traps) §§
1Y Tman %
1| JI] 4
‘é § | 3 1
i} L §s§

8
§;§ \ \.,hr Acduin Grimowre ol 1) [ 2';
3 file i
18 . ﬁ ass
£22 T H
O
E-gg The Arduin Grimoire ol ¥ o
e i i
§a By: %tﬁw,",:-" Jmeppralt R
14 297 cach ~ ¢ 3 §
3 from S =
35 P6€ ORAGON TREE iz
e L
Eg (Biaisuow pereuscu meu #9) 0093 | + 3714 M3LSNOW =
eaweuoe 18Aeu a0 XEEN b BuiiBe e oo 1 Areres eenag

plus $1.50 postage and handling
Send to:

ORAGONH TREE

1310 College Ave Suite 1151 - AY
Boulder, Colorado 80302

"1 encourage everyone to seek out the new Arduin material,
because it is one of the best developed ai ginative
role-playing campaigns I know of and should be valuable to
players using any system"-—Dave Nalle(ABYSS #35)



RAGNAROK ENTERPRISES
3272 Red River #109

Austin, TX 78705
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