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CONJURINGS

Oh, the trials of editing this
bizarre little magazine. b & 4 is
frustrating sometimes to be working on
a project 1like ABYSS which takes a
great deal of time and effort, results
in a pretty good product, and leads to
little recognition or exposure and
hardly attracts the breadth of
readership I'd 1like to think our
efforts justify. Admittedly, ABYSS is
the largest and most circulated
magazine of its type in the US,
that really isn't saying much when
munchkinoid hordes continue to read
DRAGON and there is little we can do to
tear them away.

I don't want to take up this space
talking about discouragement and
frustration, but I owe some sort of
explanation to you readers who stick
with ABYSS through good and bad times
and don't always get everything which
you deserve from the magazine. This
issue is late. All issues are
eternally fated to be late. Tht seems
to be the way. This issue has larger
type, but then it also seems to be a
little thinner. This is a trade-off we
decided was necessary so that we could
have #40 out before the end of the year
and thus produce a semi-respectable
number of issues in this volume of the
magazine.

It is easy to promise to do better
in the future. Promises are far easier
to make than to fulfill, I face a
large number of responsibilities, and
though I'm getting some admirable aid
from various people, there are several
major Ragnarok projects demandin
attention, a dissertation and ora
exams to complete for my PhD, and the
eternal need to earn a living,
something I can do with ABYSS and
Ragnarok only in my dreams.

No, no, no...this orgy of
depression is not 1leading u
announcement that ABYSS is folding.
magazine which is about to celebrate
its 40th issue should be allowed to
fold, whatever the circumstances. All
this is just to make you feel sorry for
me so that you'll put up with the
vagaries of our irregular schedule and
stay with us as we continue to try to
bring you the best in progressive
gaming.

To that end, you'll find this issue
devoted to all sorts of strange stuff.
This is sort of a news and hardware
issue of ABYSS., In this issue you'll
find reviews of GENCON and ORIGINS from
this summer, an editorial on GAMA
growing out of events this summer, a
special look at the comics scene, some
of our usual features and a selection
of short but interesting articles on
various themes, Qlus an unusually long
'In the Speculum®' section. I want to
offer a special welcome to Ian Hense,
our new contributing editor, and the
editor of NIGHTDREAMS magazine, who
offers two pieces of wisdom this issue.
The composition of this issue is a
little different from usual, with more
news and reviews, but we hope that
variety pleases you and that you'll
tell us what you think of it. The next
issue will ollow a very different
course.

As for next issue, it is still a
bit of a myster¥, but expect the return
of Lew Bryson after a long hiatus and
the return of Eric Olson after a whole
single issue without his august

resence. We also have some fiction
ined up and gossibly yet another
article on mythology, unless we get a
significant number of protest letters.
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DREAVI AND
NIGHTMIARE

JOHN DAVIES

Conscientious gamemasters will do
evergthing in_their power to make their
worlds as real as gossible. Yet very few
of them pay more than passing attention
to the events and activities in their

world for one third of every day. In
most good campaigns the waking world is
well detailed, but few give equal

attention to the world of dream and
nightmare in which characters travel for
the eight hours that they are asleep.
This is a great pity, for a
well-developed dream world offers
interesting possiblities for adventure
and dreams can have a profound effect on
the actions of characters in the real
world. Puck says much about the nature
of fantasg when he says "we are
stuff as dreams are made of." It is true

that much of the most fantastic in
literature takes place in the shadow
realm between waking and sleeping where
only dreams are real.

There are main two uses to which
dreams can be put most effectivel in a
fantasy campaign. The first is for the

GM to use dreams as a means of guiding a
character, essentially using nightmare
images to act as a conscience for that
character. Dreams are the mirror of the
soul, and the GM can use dreams to show a
player flaws in the soul of a character.
The second use is more direct, to make
the dream a place where events happen and
actions can be undertaken, essentially a
second world which touches the minds of
dreamers but has no direct contact with
physical reality,

Characters often develop a disregard
for the rights of others and fall into a
pattern o committin crimes without
realizing the significance of their
actions to those who are effected.
Nightmares are an excellent way to bring

a player to awareness of the error of a
character's ways and the internal
tensions which "that character may

If crimes are recapped in
terrifying ams, if victims haunt the
perpetrator in his sleep, he should
become aware of his transgressions, and
while it may not put an end to such
activity it can make the player more
aware of the consequences of his actions.
Characters are as real in their world as
we are in this one, and when one is
involved in tension and conflict, fears
and anxieties are expressed in the dreams

experiencing.
re

which the subconscious serves up. By
making use of these dreams the GM can
give the player a more complete
perspective on e motivations and fears
of his character.

The adventuring potential of the
dream world is a but more touchy. To

start with, dreams are an ideal way for
some spirits, entities and gods to
contact mortals fairly subtly to pass on
instructions and advice or to cause
trouble or unease. While dreams are fine
as a source of information and
inspiration, an ambitious GM might want
to add an interractive element to dreams,
populating the dream world with beings

such -

native to that world who seek to expand
their power and influence in the real
world through domination of the sleeping
mind. Each person should have a dream

self which travels out each night into
the dream world as he sleeps. In that
world he can have encounters, adventures

and even die. If he should die in the
dream world his body will be left without
a soul at dawn, essentially dead as well.
The dream world can be thought of as
another plane, but it is one which anyone
can enter with some ease, and the aws
which govern in the dream world are
different from those of the real world,
often determined by subjective rather
than objective standards.

I have made the most of the
possibilities of the dream world in m
campaign by creating several powerfu
beings who rule over different aspects of
dreams and their world. Each of these
lords rules over a particular sort of
dream and is responsible for sending
those dreams to the appropriate
recipients. In addition, the dream world
is populated by creatures which serve
these dream 1lords and which may be
encountered by characters who enter their
world. It is possible to wander in your
dreams, to enter into the realms of " the
dream lords and to find adventure there.
With the addition of appropriate
dream-related magic you can have more
control over the course of dreams and be
better grepared to deal with the perils

of the dream world, or even take on one
of the dream lords if you are ambitious.
With a little inventiveness 3t is
possible to run entire campaigns which
take place in the dreams of the
characters involved. This sort of

approach raises dreams to the high level
of significance which was assigned to
them in primitive and medieval cultures.
Everyone spends a third of their day
asleep, and it is possible to make that
sleep time more than just a period of
unconsciousness by bringing the world of

dream and nightmare to life to the
benefit of the characters and your
campaign. With some caution the

gamemaster should be able to people his
dreams with all manner of fantastic
creatures born out of the fears of the
characters in his world and make
venturing into the dream realm a
harrowing and enriching aspect of
role-playing.
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RS 1 PROMISED IN MY LAST LETTER TO YOU, THIS AD WILL COVER
OUR MOST POPULAR COMBAT TROOPS:

THE AMAZON VALKYRIE WARRIORS

THESE FIGHTING LADIES CAME INTO BEING ALMOST BY ACCIDENT.
JOHN McEWAN HAD PRODUCED A CAMP FOLLOWER CALLED THE "LRSER
BROAD", A NUDE FIBURE WERRING A BTARBUARD HELMET. THE DESIGN
HAS B0O0OD, BUT NO ONE BOUGHT ANY UNTIL A UNIFORM WAS PAINTED ON,
GIVEN WERPONS AND NAMED THE AMARZON AUXILIARY CORPS.

(LIGHTNING BOLTS & LARSERS, VOLUME I, PRGE 25. PRICE $10.00)

THE IDER CAUGHT ON AND JOHN IMMEDIATELY REDESIGNED THE
BROUP. THE VALKYRIES, RS ELITE WOMEN WARRRIORS, WHERE PRESENTED
TO THE PUBLIC IN PINK DESIGNER UNIFORMS. THE VALKRIES WERE
FOLLOWED BY A NEW LIBHT INFANTRY UNIT, SOME RATHER EXOTIC
SUPPORT WERPONS, AND PARKA CLAD SKI TROOPS.

THE CAPSTONE CAME WHEN THE "FEMBOTS" WERE MADE. INFANTRY
ROBOTS, USED ONLY WITH THE AMAZONS, HAVING R SHAPE THAT IS
INSTANTLY RECOGNIZABLE ON THE BATTLEFIELD. NEED 1 SAY MORE.
(SEE "ALL ABOUT ROBOTS" LB&L Vol. II. $10.00. SEPT. 1986.)

ALSO PUBLISHED IN SEPTEMBER IS OUR NEW ROLE PLAYING GAME:

ROAD LORDS
THE RETURN TO FEUDRLISM

WRITTEN BY JOHN McEWAN, A STATE OF UTAH HIGHWAY ENGINEER, IT
DETARILS POLITICS, ECONOMY, AND CHARACTER BENERATION; ALL THE
CONDITIONS THAT MAKE UP ITS SUBSTANCE, LIFE AND ARCTION. MAN TO
MAN COMBAT ON A MOST LOGICAL SCALE AND THE ABILITY TO JUMP FROM
ONE CAR TO ANOTHER IS INCLUDED. NOTHING HARS BEEN LEFT OUT.

THE 1/72ND SCALE VEHICLES ARE CUSTOM DESIGNED. EVERYTHING
IS TAKEN INTO CONSIDERATION: BODY TYPE, WEIGHT, EXOTIC VEHICLES,
TIRES, ENGINES, ETC. THE ABILITY TO TAKE DAMAGE IS BASED ON
ACTUAL AUTO ACCIDENT STATISTICS. FANCY MANEUVERS, DRIVING
S6KILLS, ROAD AND ROADSIDE CONDITIONS ARE EXPLAINED. CAR CHASES,
SPINOUTE AND CRASHES, ARE MORE EXCITING USING THESE MODELS.

THE 1/78ND SCALE ROADWAY SECTIONS CLOSELY APPROXIMATES
ACTUAL HIBGHWAYS, CITY STREETS AND BACK ROADS. PRICE: $15.00.

MORE IN THE NEXT ISSUE. OUR CATALOG IS $3.00. REFUNDABLE.

THE PRICE LIST IS F Q
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THE CURE

FORADADSILLS
| CARLJONES

Advanced Dungeons & Dragons is a marvelously detailed and popular
game system, but some players may find elements- awkward, restrictive
and unnecessarily complicated. The truth 1is, as I've learned in
several long-term campaigns, that AD&D can work as well or better
with some simple adjustments which reduce complexity and add
mechanical realism in areas which some gamers find lacking. Such
system modifications are called 'variants', and used to be standard
fare in DRAGON magazine, but recent editorial policy seems to have
banned all but variant character classes. To answer this problem I
have put together the simplest and best variants I know of into a
single set of guidelines which can convert AD&D from an ungainly dodo
to a beautiful hawk with 1little pain, while retaining the best
elements and flavor of the standard game.

Two of the most important elements which AD&D lacks to make it
competitive with more modern role-playing systems are a skill system
and a realistic spell-casting system. There are also a number of
worthwhile smaller adjustments which can be made to bring it up to
date while keeping it essentially the same game.

In the area of character creation a point-allocation system is a
good place to start. This sort of set-up allows the player to choose
what his character's starting stats will be, within some limitations,
rather than depending on a random die roll. Basically the player
should have 60+2D6 points to distribute between his STR, CON, DEX,
INT, WIS and CHA. To keep this somewhat balanced you might want to
limit the number of stats of 18 or more, or require that at least 25
of the points go into the three physical stats and at least 25 into
the other three stats, with the remainder distributed freely. 1In
this system, if a player wants a stat to be higher than 18, he pays 2
for the first step over 18, 4 for the next, 8 for the next, 16 for
the next, etc.

AD&D Hit Points tend to be a pretty random factor, but this is
pretty easy to fix as well, while bringing starting characters and

| rexperienced characters a bit closer together. Keep the various die

8
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types the same by character class, but instead of rolling for HP,
start out with the maximum for that die at first level. At second
level you get Die-1. At third level you get Die-2. This pattern
“carries on until the modified die value is 1. From that point on the
character gets 1HP per level. The CON bonus on Hit Die adds directly
to the original value of the die before making these successive
reductions.

A skill system is surprisingly easy to add to AD&D. Each
character has a fund of Skill Points to spend on skills and he gains
these with each level he advances. These Skill Points are equal to
(WIS+INT+Prime Requisite)/2 to start, and he gains half that amount
with each level he advances. Pretty much anything a person can do is
considered to be a skill. If a character needs a skill, suggest it
to the GM and if he approves it the character can learn it. This
leaves things pretty open, but gives the GM lots of options. Skills
break down into three types, In-Class Skills, Out-Class Skills and

. Non-Class Skills. The first group consists of those skills which the

GM determines belong to the character class of the particular
character you are playing. These cost 2SP to learn. Out-Class



Skills are those belonging specifically to some other character
class. These cost 4SP to learn. Non-Class Skills are those
belonging to no particular character class. These cost 3SP to learn
regardless of who is learning them. You can use your SP to buy
multiple skills or to buy additional levels of skill with particular
skills, making you more proficient. A level of skill increases a
percentage chance with that skill by a set amount. In the case of
weapon skills each level of skill with a given weapon adds one to
your chance to hit with that weapon and each level of skill with a
defensive technique adds one to your effective Level against
attacks. The rate of increase of your percentage with a skill®
depends on the appropriate characteristic, which should be assigned
to that skill by the GM. With no levels in the skill your percentage
chance is equal to the characteristic which applies. With the second
level your additional percentage chance is equal to Characteristic-’
15 With the second skill 1level you add Characteristic-2. This
reduction carries on wuntil you reach a value of 1, which is then
added for each additional level. Keep in mind that the GM can assign
other functions to levels in special skills and that the GM may wish
to increase the costs of certain more difficult skills appropriatly.
These percentages replace the characteristic class ability
percentages and weapon profficiencies, allowing more flexibility to
the characters. For example, Burdo the Thief has 18SP at first
-level. This would allow him to buy as many as 9 levels of Silent
Movement (his favorite skill) at a cost of 2 each, because it is in
his character class. With 9 levels and a DEX of 16, his percentage
chance of moving silently would be 16+15+14+13+12+11+10+9+8=108%. It
is okay to have percentages over 100%, because if the situation is
particularly difficult the GM may want to reduce the percentage
chance accordingly.

The other aspect of the system which needs particular attention
is spell casting. A simple, reliable system can make all the magic
using classes much more enjoyable to play and places some realistic
limits on magic use, which can get seriously out of hand at higher
levels. The best way to do this is to establish a Spell Point
system, and contrary to traditional variants, you don't need to
completely restructure the nature of magic use in AD&D in order to do
this. The 'Vancian' model for magic will work quite well and can be
interfaced with a good skill system. A character's Spell Points are
equal to the total of the 1levels of all of the spells he could
normally have on the standard charts. Thus, if he got 3 level 1
spells, 2 level 2 spells and 1 1level 3 spell he would get
3x1+2x2+1x3=10 Spell Points. In learning spells he would have to
devote a portion of his total SP to each spell learned, so if he
learned a 3rd level spell that would knock 3 off his available SP. A
character with 10SP could 1learn 10 1lst level spells, 1 10th level .
spell or anything inbetween. Spells can be learned from books ox
from memory. A spell can be learned from memory exactly as if it
were a skill within the group of skills for the character's class,
costing 2 per Skill Level. At the start of each day a character has .
his full SP free to work with. At any time during that day he may
use those SP with written or learned spells, but if he uses written
spells he must familiarize himself with those spells before casting
them, and he may not familiarize himself with more spells than whose
levels add up to his total SP. If he has learned spells he can leave
his SP unassigned until he needs them, but if he is working from a
book, he will have to pre-assign SP to specific spells which are
temporarily memorized. If a spell is learned there is no time delay
when it is used. If a spell is written, it should take Spell Levelx5
minutes to ready it, because it is not as familiar. The character's
percentage with a spell, used as a skill, is the chance of
successfully casting that spell from memory. When a spell is cast,
the SP for that spell are subtracted from the total SP, and SP
regenerate fully every night as the character sleeps. Regardless of

e



how a spell 1is 1learned, there is only a limited chance of success
when casting it. This percentage chance is equal to 50=((Character
Level-Spell Level)x5)%. If he makes this roll the spell works fine,
but if the roll is failed something appropriatly bizarre and horrible
should happen at the discretion of the GM. Note that this percentage
chance system allows characters to cast spells higher than their own
level, and this is also possible with the Spell Point system, though
doing so might be difficult and limiting. Also note that if the GM
desires it, the skill system makes it possible for persons who are
not mages to learn and cast spells as well, though in such cases the
spells must be learned, not cast from a book and they would be
treated as out-class skills with a cost of 4 per Skill Level.

These are some small and fairly simple modifications which can be
applied to almost any good AD&D campaign. All of these modifications
are mechanical in orientation and fairly easy to implement, but there
are far more complicated and far-reaching changes which can be
implemented in the area of world design to make your campaign more
real and believable than the average AD&D world. Perhaps that will
be the topic of another article. The potential of AD&D is virtually
unlimited, so 1long as you are willing to give up some of the
tradition and strike out on your own. Make use of these variants and
perhaps they will open the way for you to develop others which are
specifically suited to the type of campaign you want to run.

THE PLUG Z0NE

A BLAST FROM THE PAST ON THE FRONTIER
Despite their unmeasurable popularity when Ragnarok is gaining momentum as it enters
first published there are some back-issues of 1987 with three exciting winter releases which
ABYSS which we grinted a few too many copies you can order now for delivery at the end of
of. We're tired of these babes sitting around January.
e

the office, so here's a special deal signed Black Altars is the 7th adventure in the
to get them gone and 1into your hands as 'Ysgarth Adventure Series', part of the second
quickly as ssible. series set in the CitI of Ptolemeias. It i
For a limited time you gan get copies of designed for mid-level characters who become
issues 20, 21, 22, 23, 24, 25, 28, 29, ¢ 32, involved in religious infighting and inrigue.
33, 34, 35 and 36 at greatly reduced prices. The design of the scenario is exceptionall
Your first three copies are only $1.50 each. intricate and allows. for multiple courses an

The next three are even cheaper at $1.25 each. adventure options. Black Altars is in our new
The next three are at a record low price of large-sized format and sells for only $3.95.
$1.00 each and any copies after that are only A subscription to the adventure series is $10
$.75 (that's right, 75 cents). This means you for 4 adventures.
could ?et all 14 issues, a $28 value, for a SpellCraft is the long-awaited second book
mere $15, almost half off. of e new ition of Y¥Ysgarth. It features
Each of these issues contains all sorts of over 500 new skills and spells plus complete
interesting and innovative material from the rules for the most realistic and believable
frontiers of gaming, including game variants, magic system ever designed, a system which
fiction, reviews, background pieces, will convince you that magic coul be real.
mythologies and adventures. Most material is SggllCraft is $5.95 by itself or «can
generally suited to a wide variety of ©Ordered with RoleCraft and the soon to be
role-playing games. There are also specific completed WorIdCraft for $15.
items for AD&D, Call of Cthulhu, RuneQuest, Kamp KiTTjoy 1s the second game in the
Arduin, Chamgions and other popular game Psychos & GSlashers series of card/strategy
systems., as a history of offering the games, a equel to Suburban Slasher.
best in gaming from a fresh perspective and eatures 96 cards, including killers, victims
now you can cash in on that tradition. and weapons $ecgliar to the sylvan settin of
In addition, if you take advantage of this movies ke 'Friday the 13th', am| Killjor
offer you can also order a subscription to is $6.95, or you can get a combinés set w1f§
ABYSS or renew an_existing subscription at the Suburban Slasher for $11.95.
special rate of $7 for 6 issues or $13 for 12 o €se prices include gostaqe.
issues. ABYSS is still going strong and new Orders will be shipped by the most efficient
subscriptions will start with #40, the first means available. For more information send an
issue of 1987. SASE for a free catalog of all of our products
plus an order form.
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IMAZINE
Stone & Williams: 74 Grosvenor Rd.,
Coventry, CV1 3FZ, ENGLAND
APP:6 CON:4 VAL:6 PER:8 OVE:6
I recently picked up copies of this

British fanzine at a recent convention.
I have no idea how they got there and
they are not the most recent issues, but
I suspect that IMAZINE is still around
and it is certainly worth checking out.
The most recent issue I have is #13, It
has 36 half-size pages and is done by
fairly cheap xerox, but with interestin

art and the occasional inspire

Yresentation, though on the whole the
ook is sort of jumbled. The editors are
D. L. Stone and M, John Williams and you

can probably get a copy by sending $2 or
so to the address above, or you might
query first to find out more.

I INE has many of the
characteristics of British games
fanzines, with a smatterin of =itraits
which seem to be borrowe from the

SF/Fantasy fan tradition. What becomes
clear quickly on reading IMAZINE is
this is a serious effort. Not that it is
universally serious in tone, but in the
tradition of DRAGONLORDS it takes gaming
seriously and agproaches it from a mature
perspective. This issue opens up with a
rather acidic editorial attacking WHITE

DWARF, the gaming industry and the former

editor, Previous issues feature even
more vicious editorials, including one
which refers to someone as "a
barfi-brained little turd with abs
tact as a buffalo's fart." IMAZINE

doesn't mince words, and much of the

content is opinion on the state of
gaming, generally from a pretty radical
perspective. The editors seem to

pursuing some sort of ‘New Wave' of

role—pla¥ing, striking out against _the
slump o conventionality in modern
role-playing, which I find a rather
attractive premise., Most of the material
in this issue is of the expected type,
including several letters sections, an
interview and some reviews., Almost
everything is written by the editors and
a distinctive flavor/comes through in all
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IS ISSUE l})lqu’h'
M thological
Landscapes
Steve Jachson
Interview
Colour Section

Assiissiil

—

. print and the maps of

of it, though this issue was clearly done
in the midst of a change of orientation
and editorship. I enjoyed an abusive but
interestin? piece on *Mythological
Landscapes', though that title has very
little to do with the article. I also
found myself agreeinq quite a bit with an
article called 'wah!' in which one of the
editors explains why he no longer plays
superhero games. What it comes down
to is that IMAZINE is an ineresting and
idiosyncratic fanzine. The style and
attitude are stimulating, but it would
work a lot better if their railing at the
establishment was validated 34 the
presence of something useful or some
attempt to solve the problems which are
pointed out so well.(Dave Nalle)

OLLS ™

of the Misty Mountains *
AADY. 1O Run Faniasy Rout |

IR.R. TOLKIEN'S

ADVINIURE MODUIE FROM

MIDDLE-EARTH

‘q."r

TROLLS OF THE MISTY MOUNTAINS
by John & Mike Cresswell
from Iron Crown Enterprises

This is a new adventure module for
Middle Earth Role-Playing. It is
resented in standard module format with

2 full-sized pages, a color cover, clear
the high quality
traditional to ICE.

Trolls of the Misty Mountains is
actually three adventures, all sharing
acommon theme and similar settings.
These three scenarios are well designed
but surprisingly unsophisticated, and the
whole package seems aimed at younger
readers. The basic organization of the
adventures is good, with a core situation
and some variable, designed encounters.
However, all three adventures are ver
reward-oriented, sort of seek and fin
type situations, characteristic of
material designed for younger layers.
The adventures are also rather brief and



would probably run in about 3 or 4 hours
each, making the whole package a fairly
slight addition to a campaign. These
complaints aside, the adventures are well
cratted, and while they may not present
any mental challenges or great original
themes, they are playable "and moderatly
interesting, I wouldn't rush out and buy
this module, but I would not have any
real complaints if someone else ran it
for me to play in.(John Davies)

§ N e
VE JAGKECN
ORCSLAYER
by Warren Spector and Steve Jackson
from Steve Jackson Games
This item is billed as 'A Combat
Supplement for Man to Man, but that's a
bit misleading, Admittedly, this
scenario focuses on combat in ~different
situations, but it is not so much a
sufplement for Man to Man, since the
rules modifications are slight, as it is
an adventure module for Man to Man and

Oécsla er is 28 full-size pages Vplus
pullout characters and maps. There is a

nice color cover and the text is clear
and well organized with marginal
notatiogs in ?1 ition to the bzzic text.
Mechanically Orcslayer offers ver:
little new material, Just enough tg
adiust Man to Man to the specific
role-playing setting. From this brief
introduction it moves directl into the

scenario, which is composed o a number
of sub-scenarios whichcan be played
independently or combined into a
campaign. All told there are nine
scenarios, some of them more single
situations than everything else, and it

is pretty clear that™ the package would
work best as an extended campaign
adventure. The situations are pretty
much standard fantasg fare, but they are
well put together and while the eneral
events are left fairly open-ende . the
specific combat situations contain a
reat deal of detailed tactical
information. The whole presentation is
well balanced, allowing the GM a lot of
freedom, while giving him useful
supporting detail.

. this sort of character, with
. for keeping it

The marketing of

Orcslayer strikes me
as rather

strange, since it is

essentially a module for GURPS, but was
released before GURPS was and for use
with Man to Man. Of course the reason
for Man_to Man to exist is also a
mystery, as it is virtually identical

with e basic combat system of GURPS and
the two were released so close to each
other that they Man to Man was obsolete
before it had a Chance to go anywhere.
Enigmatic though its origins are,
Orcslayer is a good, playable adventure
and should be useful to anyone who plays
GURPS or Man to Man.(Dave Nalle)

SUPER AGENTS
by Aaron Allston :
from Hero Games/Iron Crown Enterprises

This campaign supplement for Danger
International and Champions is deSigned
o detai € background and mechanics of

a campaign oriented towards
'Super-Agents', teams of operatives who
are somewhere between commandos and
superheros. The book is 104 full-size
pages of easy to read, well-organized
text with a full color cover and a
limited number of fairly functional
internal illustrations.

Super Agents starts out with special
rules gor Character creation, based
around UNTIL, the organization which they
use as a genera example, Since
characters are essentially normal humans
some adjustments in rules need to be made
and there are some special and modified
skills added. There are also special
disadvantages for this particular setting
type. A far too brief section 1looks at
the general role of special equipment,
though this is dealt with in more detail
in the combat section, Combat
modifications are presented along with a
lengthi set of 1lists for weapons and
special function gadgets. There is a
nice section on setting up a campaign for
some ideas

something
somewhat difficult,
are also

interesting,
many GMs might find

Some different campaign styles




discussed and the Sourcebook section goes

on to explore .the UNTIL campaign more
closely. This section is a articularl
useful as a resource for e kind o

world-background which can be developed
and is instructive even if you don't plan
to make direct use of it. Other groups
are also looked at in this same
background, including allied and enemy
organizations. A basic scenario, 'Delta
Star Delta', is provided. It is a very
straightforward root out the alien spies
scenario, but involves investigation as
well as brute force. The book rounds out
with some brief, rough ideas for other
adventure scenarios. 5

good

Super Agents is a
to this so of campaign setting and
should be of great assistance in giving
another genre to Hero System players. M
only real problem with it is that,  goo
though the material is, the orientation

is awfully straightlaced. UNTIL's world
is one of strict blacks and whites, where

introduction

evil is foul and dedicated agents
resolutely stamp it out in a rather
authoritarian environment. This set-up

will work, but there could be a lot more
more depth,
of grey.(Dave

to this sort of campaign,
more tension, more shades
Nalle)

ROLEMASTER COMPANION
by R. Mark Colborn et al
from Iron Crown Enterprises

This is a real supplement in the
grand tradition. It is an omnibus volume
which expands the mechanics and world of
Rolemaster in many directions. It is a
single book, 96 pages, with small print
and a smattering of illustrations plus a
rather nice color cover. A lot of ople
seem to have worked on it, essengga ly
writing articles as if for a magazine,
which might lead one to suspect that
future such companions are a possibility.

The first two sections expand on some
of the aspects of Spell Law, adding
spells, some magical bac%grouna and some
interesting magical variants. There are
some really interesting ideas here, many

some of the

of which give ;
out in other

R e
magical features nd
successful games. The next section
expands Character Law, adding the
inevitable new character specializations,
new racial types and going into detail on
character background for the world. The
emphasis on Character Law carries on in
the next section, which looks in detail
at equipment, includin some very
specialized aspects like alchemy,
enchantment and poison. The following
section gives a 'condensed! combat
alternative, which does not solve all of
the problems of Rolemaster's unweildy
combat mechanics, bBut gives
alternatives for some situations.
same time it also adds some details
intricate additions which might not be
necessary in every campaign. To go with
Claw Law this is followed up by a brief
selection of new creatures which are not
rticularly distinguished and are given
ismayin?ly cursory treatment. The next
section looks at city design, with a sort
of demographic breakdown of character

and

types by gopulation which is potentially
useful, though perhaps a bit unrealistic
with distressingly huge percentages of

certain magic using types in given areas.
There is also an interesting section on
childbirth and birth defects which would
be useful in an extended campaigns. The
final section is sort of a catch-all for
things which didn't fit into other parts
of the book, including a detailed look at

the 'Qabbals', a sort of combined rune
and tarot system.

Because of its omnibus nature, there
are is some unevenness in the Rolemaster
Companion, but some sections really
enhance the system, particularly the

magic section, and the others are yours

to take or leave depending on whether or
not they appeal to you. This is the sort
of aid that every good, growing system
needs, and I hope that ICE goes on to
produce more such companions. (John
Davies)

HIGHROAD

by Various Authors
from The Companions

This is the fourth in the 'Places of
Mystery' series., It is the first of this

series that I've laid eyes on, but
hopefully not the 1last. It is an
anthology of adventure scenarios all
centered on the theme of encounters on

the road. Highroad is a single 32 page
book, full-sized, with a color cover.
{ The maps and diagrams are functional but
Inot terribly exciting. The text is
‘clear, smal letter-quality computer
print mixed with computer type-setting.
There are ten adventures in Highroad.
They are essentially settings ana—§§EETTs
for extended encounters to be fitted into
role-playing campaigns. There are no
stats provided, just descriptions of
settings and events, which makes Highroad
truly compatible with any role-p?aylng

system. Each of the encounters is about
two pages long, with maps and pretty
dense text. Descriptions are
well-organized, resented from several

perspectives and degrees of examination.
Many of the situations are fairly
standard, but it is nice to see them laid
out in such a detailed format. There is
a tollbridge, a river crossing, a burial
ground, a sacred grove, a mountain pass

and many of the other situations one
expects on the road to adventure. There
seems to have been strong editorial

guidance so that although "all of the
encounters are by different authors the¥
match up well in detail and style o

some good
At the ,
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unfamiliar and hard to come to terms with
at first, but once you get a grasp of it,
it makes a really interesting campaign
world, though its interest may not last
forever, as with so many strictly topical

games, The art, from a member of the
original campaign, is a real lus, and
ou get a great feel for the flora and
¥auna of the world from his unusual,
alien style and the descriptions which
accompany most of the illos, many of
which depict historical scenes from the

world.

The authors are working to improve

some of the mechanics, 1like the rather
limited skill 1list, and seem to be
genuinely committed to making a high

quality game. If you want to see a great
and convincing campaign world go and et
Jorune, even if you don't plan to play
it, It is a valuable resource and I
think it is a gotentially inspirational
example of world design for any campaign
which has aspirations to be more than
just a hack and slash clone of
traditional settings.(Dave Nalle)
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PHOENIX COMMAND
by Barry Nakazono
from Leading Edge Games
Its hard to tell where to

begin
talking about a game whose back

cover

reads: "Place the muzzle of a larqe
calibre pistol between our character's
eyes, Squeeze the trigger, Continue
squeezing the trigger until he falls

unconscious...Now, using Phoenix Command
place the same pistol in the same place.
Squeeze the trigger. You now have a
choice: you can either roll up a new
character or rush the body to a very
sophisticated medical facility and
discover the joys of role-playing a
vegetable." At once, I can say 'oh boy’
and look forward to a realistic game
system, At the same time I can_ take this
attitude together with the illustration
on the front cover and look forward to
the Jjoys of role-playing a hi h-tech
Rambo. Few back cover blurbs really give
a feel for a book or a game, but here we
have one which is accidentally honest.

Nowhere in this blurb do they talk of
personality, skills or role-playing. It

is all weapons, accurate wound
simulation, initiative and body armor,
and for once the blurb is more than

adequate in describing what is inside the
X,
Phoenix Command is a really well put

together package, xed with excellent
graphics and some nice four color art.
The box contains the basic rules for

combat and character creation in a spiral
bound booklet which is really
impressively laid out and designed, plus
a lengthy supplement on modern small arms
and what they can do. The first book is
designed as a modular system to insert
into any modern or near-future game
sgstem to replace mechanics which are, as
the blurb pointed out so attractively,
quite often unrealistic. The second book
1s extensive and detailed, and has all
the information you would ever need to
role-play Johnny Rambo.

As might expected, character
creation is very simple, with four stats
on the traditional 3D6 scale, rolled, not
designed. The role of skills is left
very ogen, because this is not purely a
role-playing system, and they suggest a 1
to 20 level scale for play, and indicate
that the actual level should be found by
the method preferred for whatever game
system you are pluggin Phoenix Command
into. Encumbrance an movemen speed,
which are important to this sort of
system, are determined, as are a number
of other secondary combat-related
characteristics. Weapons have a number
of statistics, and characters are given
some special appropriate stats, like
Knockout Value for resisting pain, and
Skill Accuracy Level. There are a ver
large number of statistics for eac]
weapon, which is why they need an entire
separate book to describe the weapons, as
they cross-index the ammunition type by
the range to determine damage, and there
are some dozen pertinent stats to be
considered. Various forms of armor are
covered in some detail, and information
on generating non-playing characters.
The mechanics of combat™ are covered in
the second magor section, and they are
heavily dependent on movement, tactical
displays and the addition and adjustments
of a great number of statistics, with
standard features included like
adjustments to accuracy for aim time and
located damage. While the combat system
is a bit slow at first, it can be gotten
used to, and it is realistic, though
there are an awful 1lot of conditional
factors to be taken into consideration
much of the time. The section on healin
and medical aid comes next, and is wel
detailed and pretty realistic. In the
fourth section some basic scenarios are
covered, and the 1last section gives
optional rules, which are essentially
more conditional modifiers to the combat
system, and which I would certainly use
or ignore depending on how much I wanted
to get ged down in play. Finally
there are 8 pages of charts for combat
abstracted and expanded from the earlier
sections. All are presented clearly, but
they make clear show how over-developed
this system tends to be. Many of these
charts are presented again in the form of
loose reference sheets in the box.

The second book of in the package is
called 'Modern Military Small Arms", and
that is all it is, 36 pages of weapons,

nicely presented, with illustrations and
all the stats needed for play in the
Phoenix Command system. If you are

|
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running a modern-period game, this would
definatly be a useful resource, and with
the amount of information provided a good
GM could convert this to almost any game
and mechanics.

As the back-cover blurb makes
Phoenix Command is about as

ern co system as I have seen.
Every aspect o combat and related
activity is covered in detail, and the
mechanics are detailed and completely
convincing. In fact, given their
complexity, they are relatively playable.
To this extent it fulfills its role as a

. clear,
realistic a

modular mechanics package, and could
easily be lugged into a game like
Twilight 2000 or Recon. The question
which plagues me is"whether or not all
this detail is really necessary.
Mechanics on +this scale’ make a game

realistic, but they also tend to dominate

the game, and it would have been
perfectly ssible to desi simpler
cleaner mechanics which migh ave ha
less detail, but would still have been
just as deadly and 3just as realistic.

Realism in the result and effect of
combat does not require realism in every
minute detail, and a simpler system would
be much more gla able. As modular
mechanics this should certainly appeal to
those who want to make their modern 'RPGs
believable, and to complete the package,
Leading Edge has available several
background aids for a science fiction
setting on the world of Rhand, which is
essentially a launching point for
invasion and warfare at a technological
level roughly equivalent to that of the
modern world.

Phoenix Command is a well developed,
realistic, detailed system presented and
packaged rather nicely. It does what it
sets out to do, but despite all this, I
can only recommend it for those who place

accuracy above adventure and realism
above role-playing, for its rsuit of
realism goes beyond the imits of
practicalit and its level of detail

could overwhelm more subtle aspects of a
campaign, (Dave Nalle)

THE PALLADIUM RPG
BOOK II: THE OLD ONES
by Kevin Siembieda
from Palladium Books

The Old Ones is a resource for use
with™The Palladium Role-Playing Game, the
fantasy system published some years ago
by the compangoghich produces all those
useful source! ks on weapons, armor and
castles, This is a thick book of over
200 full-sized pages with a fairly
attractive color cover. While it is
advertised as the second book of the
role-playing system, it is not actuall
necessary for the play of the game, an
its value is not exclusively to those who
play with that system, as it is very much
a background oriented aid.

More than anything else, this lengthy
work is an examination of the Kingdom of
Timiro, a rather traditional fantasy
setting which is fleshed out fairly well,
but in the tradition of the original
supplements to AD&D, there is an omnibus
aspect to the work, with sections on two
new character classes, the Monk and
Illusionists, as well. The two character
classes perpetuate the design problems of
the original system, with "their almost

direct imitation of AD&D ideas and
mechanics. The background section of the
book is pretty well done, with fairl

detailed information on eight cities an
dozens of towns and forts, with useful
mags and some very specific details for
reference, making every setting

-for Pa

potentially ready for play with 1little
required from the GM. There are also
random encounter tables broken down b

terrain tyge, descriptions of severa

non-urban ocations of interest which
would form good special encounters or
elements of adventures, plus half a dozen
well detailed adventures.

This is a large, detailed and clearly
presented aid. 1Its biggest attractions
are its completeness and the quality of
the art, maps and descriptions. It will
probably be of greatest value to players
of AD&D and other fairly traditional
fantasy systems which use a~ Tolkeinesque
setting, because although it is designed

ladium's own system, it can easil
be considered tota11¥ AD&D compatible and *
since it is almost all background it can -
be easily adapted to other systems with a
similar orientation, The only complaint ¢
to make about the aid is that despite all
its detail and the attractiveness of the

presentation, it really isn't very
original or imaginative. The encounter
tables are indicative of the mindset

which governs here. The emphasis is more
or less on a passive world. Everything

is mapped out and detailed, there to be
interracted with and encounters have no
meaning outside of a die-roll. The

creatures are the traditional types found

in AD&D and many other games. The
adventure situations are predictable,
The adventures have dungeon-tyfe settings
and even the cities seem almost 1like
dungeons, with their set encounters,
treasures and traps. The 0ld Ones who
held some promise, are given less

attention than they might deserve and end
up just being the mega-monsters for the
end of the adventure series. The 014
Ones has both good and bad aspects, and
its value will depend on the needs of the
individual gamer., If ou are an AD&D
plaKer or in the traditional ruts, this
might be just what ou need, a
well-developed source of ackground and
adventures with the same flavor as TSR's
material, but a noticably higher level of
thought and imagination.” Because it is
so well suited to this large audience,

the body of more experienced” gamers out
there won't find too much the can do
with The 0ld Ones. The situations will

be tedious amiliar and an experienced
GM will realize that ever{thing that is
here he could have probably done himself,
perhaps not as attractively, but with
greater effectiveness, more originality
and tailored to the needs of his system
and campaign.(Jon Schuller)
TOON: SILLY STUFF {
by Varney, Miller, Chase and Spector .
from Steve Jackson Games
What we have here is a supplement to

Steve Jackson Games first and most?
unusual role-playing system Toon. In
most ways this is just what I 1ike to see
in a sugplement. It has a variety of
types of material in a compact package
designed to add detail to the original
ame and overcome some of the mechanical

imitations of the system. Sill Stiff

is a 40 page full-sized bookIe Wi a
color cover and sort of zang art. The
text is clearly presented and the general
tone is 1light, in keeping with the
cartoon theme of the game. Given the
sort of supplement which this is, there

is no reason not to expect a series of
similar supplements to Toon which follow

" the same lines,

Sections featured in Sill Stuff
include 'Places to Go', which details
some potential settings for cartoon
adventures, including my favorites,



i first,

presentation.

Highroad is nothing particularly
profoun: and: it *is " not a complete

adventure by any means, but for my mone
it is far more useful than package
modules, because each of the encounters
is intelligent, if: - not incredibly
exciting, and perfectly designed to be
easil itted into an¥ kind of a game or

campaign. (Mark Teller

West Endis
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GHOST TOASTIES
by Scott Haring
from West End Games
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It seems that Scott Haring and some
of the other fellows at Steve Jackson
Games wanted to design some Toon

scenarios, but West End Games got to Them
Unfortunatly, what is “silly and
amusing in Toon tends to become trite and
offensive when coupled to a game which is
more marketin than mechanics and
oriented towards a 3juvenile audience,
though I suppose that honest exploitation

is better than the subversion - and
seduction practiced by TSR,
Ghost Toasties 1s 24 pages of

full=size ex with small print and
fairly good illustrations. There is a
wraparound GM screen with an abstract of

the system rules and a cover for the
package which looks convincingly like a
typical merchandising-inspire breakfast
cereal package.

The scenario is really six separate
mini-adventures in which ~the characters

deal with individual phenomena generated

by a common source. Naturally, in the
last adventure they confront the source
and presumably defeat it. Added to this

is a fold-out of some very silly puzzles,
suited to a 10 year old audience, which
one must solve to return from the alien
dimension where the arch-foe is faced.
The situations presented in the scenario
are simple, subduing and removing ghosts
and other beasties. There is a
rock-'em-sock-'em feel to it all, but
this is belied by the GM sections of the
adventures which make it clear that there

really is no challenge here and the
characters are always fated to succeed.
There are some amusing moments, but it

all felt forced to me and I found myself
shuddering more often than laughing.

This 1s an adventure scenario for the
kiddies, but even children like drama and
conflict and this sort of pandering
doesn't do credit to the tential of the

theme of the game, thoug it is about
what should be expected given the flaws
of Ghosbusters itself. With a 1little

work a could make use of some of
the good ideas found here, but chances
are that a good GM could develop
something more interesting and more
sophisticated on his own., Sometimes
Ghost Toasties is cute. Sometimes it is
interesting. Generally it is predictable
and childish. I can't really recommend
it.(Jon Schuller)

FANTASY HERO
by Steve Peterson
from Hero Games

Champions is an_ enormously popular
game, probably second only to AD&D in

appeal. This means that there is a
certain guaranteed market for a fantas
game from the same publishers and base
on the same principle as Champions.

There is a reason why Champions is so
gopular. It is a fairly intelligent and
lexible game with, though it does have
mechanical problems. However, Hero Games
latest offering, Fantasy Hero is 'in a
field where there are many more games,
miny g{ thgm mgﬁe progresséve. ang moEg
ayable than amplons, an it oesn
geale step mucn‘bEYUﬂa' the limitations
of the parent system to be as innovative
a fantasy game as Champions was as a

superhero game,

Fantasy Hero comes complete in a
singTe BSo%, gerfect bound, in 8.5x11
with glossy covers and a total of

format,
about 160 pages. The text is clear and
readable, charts are clearly set apart,

and the art is scarce, perhaps because it
is faixly amateurish, with a few
exceptions by Dennis Loubet.

Fantas Hero follows the basic
mechanical model of Champions, though it
has been refined a bit and adapted to the

setting. Most players will be familiar
with Champions, and those who aren't
should s, 8O we'll gloss over some of
the more similar areas., Character
creation is by goint distribution to
characteristics which have multipliers

and divisors to determine the cost of
each stat. Some stats are based on other
characteristics by fairl simple
formulae. This is "a flexible system,

putting control in the hands o the
players, but it is also somewhat awkward,

arbitrary and unbalanced.
Characteristics can be both lowered and
raised. As with Champions powers,

success with skills is
3D6 within a value based primarily on
characteristics, but increasable by
buying added levels of skill. As might

expected, there is no consistency
between how skill work, and some are
limited to one level, while others have
special formulae for application. This
makes things rather more complex than
they need to be and it takes a while to
adjust to the system. There is a nice
large selection of skills and the
explanations are fairly clear. Magic is
somewhat more complex, but there is some
guiding logic too it, and spells are
based off of a single Magic Skill, with
the spells learned essentially as
additional skills with Characteristic
Points, save that it is possible to
combine costs and modify effects and
powers to create new spells., This makes
the limited selection of general spells

ased on a roll of



much more useful than it seems at first,
This is really a prettyneat idea, and if
the system for mogifying spells were a
bit less complex, ~it might be more
playable. The flexibility of the system
1s its great lus, but it is ver
important that the GM keep a close watc
on the spells the players create, because
they have the potential to be produce
unexpected results. The only problem
here, once you understand the system is
that, like the characteristic system, it
is all rather arbitrary. The money and
e?uipment section is followed by very
clearly defined rules for disadvantages,
following the Champions model, but much
more fully explained.

The single largest part of the rules
is the section on combat, and as might be

expected from Champions this is the
weakest part of Eﬁe s&stem. Combat
consists of a collection of adds and

subtractions to a 3D6 attack roll, in

which the difference between weapons and
the skill of different characters tends
to be obscured. There are lots of
modifications for situation and
maneuvers. One real disappointment is
that the Action Point system is
oversimplified almost to the point of
meaningless abstraction. Another

tential problem is the use of stun

amage, which works well in Champions,
but can tend to be a bit unrealistic and

encumbering for a fast movin fantasy
campaign. Despite all this, the combat
system works fairly well, though it is
not particularly realistic and the
six-sided die get annoying fairly
quickly.

There is a good bit of interesting
and useful material for setting up the
campaign background and running
adventures, and there is the inevitable
selection of magic items and monsters,
all described in some detail. Some

insecurity with the spell system is shown
in a collection of already figured spells
which is also provided towards the end of
the book. Also of interest is a system
which is provided for converting
characters and s monsters from otheg
systems, specifically  RuneQuest an

M¥ddle Eartg? though I “suspec that
players rom either of these fairly
advanced systems will have little desire
to convert to Fantasy Hero except for an
occasional ame, ina there is a
section of adventures provided. An inn
and a solo scenario are given as examples
and then there is a complete, well
detailed adventure as well, though it is
all fairly standard fantasy fare.

Despite all of these mechanical
ripes and nit picks, Fantas Hero is
a51call¥ a prettg playable system. It

is intelligently designed, flexible and
eas to earn. There are few major
mechanical problems, though some aspects
can be annoying. It has almost all the
good points of Champions, streamlined and
cleaned up, with a Eew innovations, like
the sgel sxstem, but nothing realli
radical. Perhaps the greatest overal

weakness is in the flavor of the game,
which seems to be rather bland. It aims
very much at a generic fantasy setting,
and although there is not a lot of detail
on this background, you get a feeling
that it is nothing very special. This
can be great if you want to fit it to a
campaign or idea you already have, but
doesn't give you much to work with if you
are starting from scratch. I would have
no problem with it from this angle, but
other GMs I know might. It comes down to

this: Fantasy Hero is within spitting
distance of %ﬁe top three fantasy RPGs,

and your choice between them will
probably be based almost entirely on your

taste 1in game systems. If you ike
Champions and aren't totally satisfied
w1l your current fantasy system, give

Fantasy Hero a try, it may be the system
for you. 1If you don't ike Champions,
there are several other systems available
which have the same good qualities as

Fantasy Hero, but may be better suited to
your playing style. (M. T Ventane)

SKYREALMS OF JORUNE
by Andrew Leker
from Skyrealms Publishing
One of the most interesting things
for me at GENCON this year was a chance
to particigate in a demo of Skyrealms of
Jorune with one of their regular GMs. 1t
was a fun session which gave a real feel
for the game, and though the scenario
itself was not all that original, the
elements of background which
out were fascinating.

: Skyrealms of Jorune is a relatively
new R¥1ng system  which brings us

adventure in a world somewhere between SF
and Fantasy and recreates a long-term
campaign  which is reallg quites
interesting. The publishers ave sunk
considerable capital into the current
edition, and hope to make it a big
success. The mechanics are nothing too
new, but they are fairlg playable, with a
skill-based system an fairly simple
combat, though it may appear deceptively
complex at first. Magic, or the use of
Dyshas is interesting, if somewhat
limited (not necessarily a bad thing).
On the whole, mechanically it is “an
adequate but not outstanding game, with
potential for improvement and strong
indications that it will be kept up to
date and improve in time.

The real prize in JORUNE is the world
background, which is exceptionally well
detailed and very original, with its
blend of SF and Fantasy and the human and
inhuman. The background is complex and

it brought
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'Outer Space' and 'The Old West',  These
settings will be intimatly familiar to
those who have viewed a few cartoons, and

the descriptions are kegt amusing and
non-technical. Along the same lines
there is a section of 'People to See',

detailing img:rtant background characters
which might useful in ame episodes.
This section includes th etailed
descriptions with stats as well as more
genera descriptions of groups like
Ghosts and Martians. There i1s a section
of 'Things to Do', which is essentially a
collection of adventure ideas of somewhat
variable guality plus a random adventure
generation system for the one game where

such a system seems strangely
appropriate. The book wraps up with a
very brief section of random charts and
tables for such things as races, the

contents of bottles, random teleportation
and the like. All of this 1is extremel
random, but then that is appropriate, an
if you don't like the randomness, reading

the charts can give you some pretty
sgiffy ideas for things to do on
adventures.

I'11 heartily recommend Sill Stuff
to Toon players, though Trom my

—

exgerlence the game has not developed the
following which it deserves. This is one
aid which is totally useless for any
other system unless you want to make fun

of your Champions campaign, but you might
just wan o Iook at it

or a few laughs,
If you don't have any need for Sill

Stuff, go out and buy a co ¥ of 'oon,
then buy a copy of Silly Stuff. TheTre is
no reason why good role-playing can't be
silly and Steve Jackson Games is doing
their best to show us just how silly it

can be.(Jon Schuller)

MUSKETEERS
by R. Vance Buck
from Task Force Games

Task Force has managed to repeat what
I thought was a never-to-be-duplicated
blunder with the design of Heroes of
Ol%ggus, and taken a potentially
intriguing role-playing game and turned
it into a mediocre one-shot boardgame.

Musketeers comes boxed with a
single-sheet map of a palace, a

collection of counters for the musketeers

FREE LISTING
FOR YOUR CLUB OR
YOUR GAMING GROUP.

if you play rols-games
other than TSR,
we offer a contact service.

Send the addrass and phone number
of your club, group representative,
and/or referse/GM to:

National Role-Playing Alilance
1078 Arkwright
8t. Paul, MN 55101

and their opposition plus a 24 page rule
booklet.

In this game you take the role of one
of the literary characters of Dumas'

stories and play out several scenarios of

adventure and intrigue on the maps
provided. Statistics are provided for
all of the Musketeers and for their major
oponents and neutral parties. e
mechanics are fairly layable and the
scenarios are true to the feel of Dumas'
work. Nonetheless, this is one of the

most unsatisfying games I've ever glayed.
You take the roles of characters o reat
personality and style and are force to
play them in extremely constraining
circumstances with a very limited number
of scenarios so that the game may as well
be thrown away after a few hours of play.
This seems like an awful waste of effort
on the part of the designers, and while
glay is fast and pretty engoyable, the
rustration you'll feel at the unrealised
potential of the game detracts
considerably from any enjoyment.
Admittedly there are already a couple
of very goo swashbuckling RPGs, ut
neither of them is the last word in the
field, and the basic mechanics of
Musketeers hover on the brink of being a

good, simple role-playing game. All the
authors needed to do was to add a few

pages on designing original characters
and scenarios and perhaps a section on
background and setting and they would
have had a product whose buyers would
have felt much more satisfied cause of
the potential for continued play in more
flexible conditions. Task Force made a
similar error with their white elephant
Heroes of 0Ol us which attempted to be a
RPG while Ilm1§1ng itself to play as a
boardgame. Here they haven't even made a
try at encouraging role-playing beyond
the natural elements embodied in the rich
topic and have missed an opportunity to

turn what ended up as a throwaway
mini-game into a fast, fun tactical
role-playing system. Solely as a

boardgame Musketeers is playable, but on
this sort of individual level the focus
on characters and the theme of the game
deTin? more detail and flexibility.(Dave
Nalle

RAGNAROK PRESENTS

SIEGE AND
FORTRESS

This is a new aid for role-players and wargamers from the most innovative

publishers in gaming today. It provides detailed, historically in

formation on the design of castles and fortification and the siege and

capture of those same fortresses. The text is by Lew Bryson, with notes

and an introduction by Dave Nalle, both of whom have advanced deg-
rees in history and have lectured on medieval warfare.

SIEGE AND FORTRESS covers all the aspects of building, defending,

and ing a medieval g i ing notes on mat-

erials, engineering, economics and logistics. it also contains extensive

X ices with hundreds of maps and plans of historical for-

tresses. Detailed examples are given, as wel as practical hints on the
use of castles in games and campaigns.

SIEGE AND FORTRESS will be available in December, but can be adv-
ance ordered now for only $4.95 including postage. It is the most det-
ailed and complete work of this sort available, so order now!

-RAGNAROK ENTERPRISES
1402 21st St. NW Washington, DC 20036



Do GAMAWDRK?

IAN HENSE

Let's get right into this editorial and talk about something that hits all
gamers were they live. The gaming industry and who's in charge.
It was my (good, bad, ill?) fortune to attend Origins 86 this year in Los

Angeles, California, city of the million dollar tan. It was a good
convention at a good hotel and aside from the fact that I couldn't play any
of the games, went jolly well. I met some interesting people, saw some <

amazingly pitiful games and got drunk. It was a worthwhile weekend. But
amidst the debauchery and mayhem, there was something that disturbed me. It
had to do with a meeting I attended.

I went and sat in on a GAMA meeting, the purpose of which was to decide s
the location of Origins '88. It was a pretty dopey little congregation of
game manufacturers, filled with self-importance and pomp and circumstance
(read that with the appropriate dramatic pause). They hemmed and hawed,
heard presentations, and just generally acted like a corporate body of some
consequence. The site was awarded to TSR and the scenic and beautiful
Wisconsin, to combine with GenCon that year, because no one else had any
better place for it (except back in LA, ralpharama!). This would have kept
Origins on a coast (east or west) four years running (or was Dallas deathcon
somewhere in there?). Anyway, they completed this monumentous task,and then
later voted on officers for this august organization. It was tense,
exciting, and ultimately pretty silly.

Now what is GAMA? How many of you gamers have heard of it? How many of
you buy a game because it has a GAMA logo on it? Do you know what GAMA does?

I didn't know until this Origins, when I heard some of the mighty duties
of this fine upstanding organization. I was told that its function was to
promote quality game production and organize the various game manufacturers
into a solid force for good in gaming. Gosh, this sounded great! Wow! Neat!

Then I asked just what does GAMA do? What are its "powers"? Well, the
answer kind of shocked me. GAMA has awesome responsibilities. It determines
who is allowed to sell things at Origins. It has a committee that decides the
location of Origins. It accepts $50 dues (recently raised to around $250 I
hear) from different manufacturers. And it is basically a hollow empty
organization that serves to give a few politically inclined game-makers an
avenue to express their political aspirations.

Now you may ask who am I to say such things about a big important

organization like GAMA? Well, I am nobody in particular. I am a fantasy
gamer of some 9 years and have played strategy games for 12. I had never
even heard of GAMA until I attended Origins '82 and a somewhat tipsy
game-maker told me what an important organization it was. But I have yet to

see of any real benefit come from the organization. What has it done for the
industry in general? I would say it has been more of a hindrance than a help.
Avalon Hill, in its hot pursuit of the gaming dollar, has done more
benevolent work than this organization.

What I have seen of GAMA's great work is a small organization of people
who like to gather together each year and puff themselves up to see how large
their feathers are. They then compare them amidst the cacophonic oohs and

aahs. It has its little political squabbles, like any other legislative
group, such as the many letters among the members debating the fitness of one
of the candidates for president. It has its vote stuffing, proxying and

buying like any other voting body. Its powers are mainly negative, like most
"legislative" bodies, saying who can and cannot sell things at Origins and
other GAMA related events. The only real function it serves that I can see ,
aside from a way to gather the game-makers together socially, is as an ego
booster to a bunch of people who seem to need it. The only good I can see it
doing is deciding where Origins is going to be, and that is usually decided
by convention (no pun intended) rather than fitness of any area for the Con.
So if any of you out there who receive this wonderful little tome can tell
me just what the purpose is behind the toy congress of GAMA, please write me
and do. I am curious. If there was any redeeming quality behind this
organization, it slipped by my feeble senses and I am sure there is someone



out there that can enlighten me. 'Cause as it stands, I personally would like
to see the locations of Origins decided by a poll of gamers and let anyone
sell their games there that can afford the table costs. But then why should
anyone listen to me?.

COMIC BOOKS

STYLE &INNOVATION

IAN HENSE

In America, one of the prime movers and shakers, influences and fond memories of youth is the Comic
book. Superman, Batman, the Flash and Spider-man, are all characters we grew up with. I can
remember buying my comics at the 7-11 and then riding my Huffy Whizzer down to the park and finding
a nice tree to lean against while reading about Captain America and the Super Nazis. When I was sick,
home from school, and my dad left for work, he always poked his head in my room and asked if there
was anything he could bring me home. I would give him the melodramatic groan and say, in a faint
voice, "Well, I would like something to read. Maybe a comic book." He would return with a veritable
avalanche of Richie Rich and Captain Marvel, Green Lantern and The Fantastic Four. They were fun,
exciting and more important, great to trade.

Comic Books today are a big business. 1am sure they were just as big a business when I was young, but I
never thought of them as such. Now that I am older, and have to go to a specialty store to buy my comics
(because the best ones are only available through direct distribution) I realize there is an industry
behind those three colored pieces of pulp paper.

The comic industry is in the midst of a fight for the market that is out there. Comics don't appeal to
everyone, and those they do appeal to are getting more tight with their comic dollar. There is too much
competing with the comic for the entertainment dollar of America's youth. And the market for comics is
no longer just the youth of America. Iam 21 and an avid reader and most of the buyers at the specialty
shops in our area are over 18. And comics are now a valuable commodity to be bought, sold, collected and
horded. With the changes in the buying public, the call for more interesting stories , better art and the
constant competition for the ever shrinking market out there, comic companies are getting tough.

There has always been the "Big Two" in comics. DC and Marvel comics have been the leaders in the
industry since the 60's. During the 40's and 50's there were many companies because the demand for
action and adventure comics was so big that it could support a vast number of companies. But there was a
slump in the late 50's and early 60's that caused many companies to fold, and even more companies to
combine and sell there titles to other companies. It was during this time that Marvel comics rose on the
scene with there "new breed" of comic. With "The Fantastic Four" and "The Amazing Spider Man"
Marvel introduced comics with out the old tired plots of hero, villian and fight. They put some
emphasis on the character and his life behind the mask, something that was novel in the industry. And
the industry grew, and Marvel grew to rival DC in its share of the market.

Now that the industry is competing ever more for the entertainment dollar, along with video
recorders, records, movies and video games, the reader is becoming more ecletic in his tastes. He is
requiring better art and story line and is getting tired of the man in the tights story lines. And there has
arisen a wealth of new companies to fill this need, the "Independants” they are called. And with thesc
independants comes a swelling in the number of comic titles available to the reader the likes of which
hasn't been seen since the influx of War titles in the 40's.

Marvel and DC are both trying to capture their lion's share of the market by introducing more new
titles in the last two years then they had previously done in a decade. And the titles are becoming more
interesting, more adult and better reading (with a few major exceptions).

Now people in the industry talk of the "Big Two and a Half" as an independent company, First
Comics, has been taking a large amount of the business away from the Big Two. First comics began with
a few titles that were well drawn, looked good, and were especially well written. The novelty of
actually owning your work, instead of having the company own it appealed to some of the more
innovative writers and artists who went to work for First. After Capitol Comics, another independent
folded, First bought its titles and the writers and artists went to work for First, brining with them such
good titles as "Nexus" and "The Badger". First built a very solid base with a fine line of comics that
had very involved and interesting plot lines and were rarely the one shot, villian versus hero stories too
prevalent in the Marvel and DC books in the 70's.

And this combination of good presentation and writing brought many readers to the First line. Howard
Chaykin's "American Flagg" was thought to be the best title out in 1984 by many in the industry, and
"Grimjack" and "Nexus" built a huge following. With the success of First, many others realized that it
was possible to get some of the market away from the Big Two. At the same time, the Big Two, realized
this. So they attempted to increase the quality of thier banner lines and to indroduce many new titles.
Some thought this was an attempt by the big companies to push the independants off the shelves. The




industry is still very dominated by these two monoliths and a store must carry their title if they wish
for business. But the titles were generally good. DC, with its Crisis on Infinite Earths has made a very
good try at cleaning up their cluttered universe that stretches back to Action Comics #1 and before, with
the introduction of Superman. By recruiting such great talents as john Byrne (who had previously done
most of his work for Marvel) and Frank Miller (also mostly from Marvel) they are beginning an epic
revamping that may just turn them into the industry leader once again.

Marvel, under the rather lethargic leadership of Stan Lee, and the dangerous editor and chiefship of
Jim Shooter has been digging itself into a hole bigger than the one the Coca Cola dug with its New
Coke. Shooter began the catastrophe with his Secret Wars series, both I and 1I, that sought to "shake”
up the Marvel Universe in hopes that something good might realign and instead just annoyed its readers
and caused a drop in the quality of its main books with constant Secret Wars II crossovers. And then »
Marvel decided to introduce its New Universe titles, books that supposedly take place right here on
Earth, in a world like yours and mine. The real effect of these books cannot be felt, as they are only
recently out, but it does cause there to be less shelf space in the stores for the independents. The titles
for the New Universe have been singularly bad in their premiere issues, with only one or two half way *
decent titles that justify buying the next issue.

With the proliferation of independent companies, the Big Two are scrambling for ways to retain their
shrinking part of the market. DC's method seems to be working and the quality of their books is
increasing. Marvel on the other hand is sinking slowly, drowning in a wealth of titles that are drawn
too similar, have old tired plots, and writing that annoys rather than entertains. There are a few
exceptions which are noted below.

As for the actual titles, there are many good ones out there. From First comics you have Nexus, drawn
by the incredible team of Baron and Rude. The art is good in Nexus and takes particulalry well to the
medium of Baxter paper, a better quality paper than usual comic book pulp. Though the cost is $1.50, 15
times the old comic prices of the 50's, it is well worth it. The story, about a man named Horatio
Hellpop who gains incredible powers that he is forced to use as the Universe' Executioner, is always
well done and consisitent.

Another first title, American Flag was one of the best comics I had ever read while it was being
written and drawn by Howard Chaykin. Unfortunately Chaykin left the book, but it still looks to be a
great comic. It is about a future earth in which the government of the US has moved to Mars and is
slowly selling of bits of the old country. Reuben Flagg, the main character, is a ranger (the local
equivalent of Cop) in Chicago and tries to deal out justice as he sees it. A very good comic and certainly
nothing like the old one shot issues of Spider-man that we were treated to in the 70's.

Other First titles, including Grimjack, The Badger, Warp, and John Sable have introduced unique and
well written story lines along with good art. These are comics that you know have had deep thought
and soul put into them.

Another of the independent companies has come out with inexpensive titles that are well written
with good art. Eclipse comics, with a line of comics longer than any other independent label is quickly
rising in the market. Even after a flood at their home office, they still are putting out great titles like
Miracleman (by Alan Moore), Airboy, Mr. Monster, Scout, and reprints of old hard to find comics,
outlawed because of the comics code authority. Eclipse, if it continues, will also become a leader in the
comic industry.

DC has had a renaissance of late with many new and interesting titles such as Blue Devil and The
Watchmen and the re-vamping of its universe to eliminate the many double earths and alternate
universe that kept tripping up writers when they dealt with a character. Their best title currently and
probably the most controversial is Dark Knight which is written and drawn by Frank Miller, one of the
demi-gods of the comic world. There is usually nothing better than a good comic drawn and written by
one person, as he is uniquely qualified to know what his characters need to express in their movement
and speech. There are many such good writer/artists out there and they never lack for work. John
Byrne, Frank Miller, Howard Chaykin, Walt Simonson, they are all great in their method of
connecting picture to story. Dark Knight, is Miller's telling of the tale of Batman in years to come. Itis
dark and scary and riveting, like most of Miller's work and a masterpiece of design and story.

Another great title from DC is The Watchmen, with the superior writing talents of Alan Moore. This
is by far one of the better comics on the market today, and is an example of a new title from DC that isn't
just tripe used to shove the independents off of the shelves.

Marvel seems to be the underdog in this comparison of titles. They have many good titles which have
gone down hill, the main reason is the constant changing of artist and writer that goes on in the Marvel
arena. A book is bound to falter if there is no constant guiding hand behind it. When the writer and
artist change from issue to issue, you lose consistency and usually quality. But where Marvel puts one
person on a book and he stays there, this is where they shine. The work Walt Simonson did on Thor
totally turned around a dying series, and turned it into a magnificent ongoing story of the old Norse Gods
in an era where they were no longer worshipped. Frank Miller's work on Daredevil is positively
inspired. Chris Claremont, by far the steadiest of the Marvel writers has stayed with his books, the
Xmen and New Mutants for a long time and this consistency has constantly made these titles among
Marvel's best sellers and by far the best reading. The New Universe titles have the look of juvenile



tripe about them. The ideas are rarely new and the art is very stock and plain. With the exception of
DP7 and Star Brand (written oddly enough by the destructor, Jim Shooter), the titles have been royally
bad and will probably survive only as long as the company will support them, because it ‘doesn't look
like the quality of the books will be enough. I would like to see the two above titles survive for some
issues because, of all the new titles, they are the only ones that show any originality in there art and
ideas. Many of the others are just trying to cash in on ideas already done in independent books, or even

trying to use concepts done in popular movies.

With the comic companies scrambling for their share of the comic buyer's dollar, there is a trend of
improvement in the books. The companies actually listen to their readers and sense what they want. It
is unfortunate that occasionally they sense wrong. But the industry survives and improves and the
comics always become more valuable, in both their collectability and their general qualtiy of
entertainment. Marvel would probably be a whole lot better off if they shot Jim Shooter though.

SUMMER

CONVENTIONS
IN REVIE\X/
DAVE NALLE

Well, LA ORIGINS happened. I was
there.  On the whole a good experience
and one of the more interesting ORIGINS
I've been to. Probably the best ORIGINS

held outside of the Baltimore area, or
anywhere at all in the 1last few years.
The gamers seemed pleased with™ the
events, and even the dealers were

reasonably hagpy with the turnout.

I think the biggest plusses going for
LA ORIGINS were the DTI people who were
outrageously helpful, if not universally
competent (some of them did not know
where or even who Alan Emrich, their
leader, was), and the site choice, with
the benefits of a huge city and airport
convenience. 7

e con started out good for us, with
some free publicity in the form of a
ersonal attack on'me in DTI's newsletter
ghow unprofessional can these guys get?}.
ales of our games went well,
on Fridaz, and it was our second most
money-ma 1n§ convention since 1982, I
wish’we could have run spme seminars, but
the convention just wasn't set up for it
in terms of space or preparatio! and we
§ot in too late anyway. As more or
ess expected, we also failed to win the
two awards for which we were nominated,
though Wabbit Wamgage won 'best fantasy
boardgame  over the far more deserving
Riddle of the Ring, and VIP of GAMING won
in the iBesf amateur magazine category',
one from which it should have  been
disqualified, either by the AAGAD or
voluntarily Sy DTI's sense of reality and
fair play, since it is edited = and
marketed as a professional magazine.

On the bad side, ORIGINS had some of
the problems gre icted in previous
discussion in  ABYSS. A single-fee
convention does indeed face problems with

especially

high attendance. For the most part these
were controlled, but there _were a couple
of major inconveniences. Because gamers
could not sign up and get tickets for
events in advance, except through
re-registration, there ended up being
uge lines for the open spots in_ popular
games, and since -sign-ups didn't start
until 1.5 hours before the event, it
meant that some people could end u
standin§ in line for hour and a hal
intervals all day lon§ without actually
gettinﬁ into any events. Of course, this
could have been” controlled by limiting
the number of events per badge, or b
letting people pick up event tickets muc
further in advance, closing up events, so

that gamers could tind something else to
do, instead of standing in line just to
be disappointed_and sent off to stand in
another Eine. This policy hurt no one

B



except the gamers, though it may also
have kept them out of the dealer room. I
saw glenty of people wandering through
the dealer area, but one incedent remains
with me, when one_ of our regular
customers with whom I have corresponded
stopped by the booth, harried and out of
breath, glanced around, shook my hand,
and said 'good to see you...g0t * to §o
stand in line for another event. g al
try to come back by sunday afternoon.’'
He did make it by on Sunday, just before
the dealer room closed, and in a fairly
hasty discussion he explained that he had
been’ closed out of all the events he had
tried to pre-register for more than a
month in advance, and after standing in
line for more than a dozen events (all
desirable role-playing), he had actually
layed in only two, neither of them his
irst choices, though he still enjoyed
the convention as a whole. My = own
experiences parallelled this, as’ every
time I went to the sign-up area to see
what was available, they were offering
Nothing but poker for something calle
'braggers rights', not my goal in gaming
at an ORIGINS.
I discovered another minor flaw

I talked to long term ORIGINS types
were somewhat offended that many badges
read STRATEGICON instead of ORIGINS, " an
error which we agreed was in rather bad
taste.

when
who

One thing which struck me about
ORIGINS this year was that it seemed like

there were far fewer new dealers at the
convention and also fewer _new products.
There was nothing there I had not at

least heard of before, and almost nothin

there which was really new to me, wit

the_exception of Jorune and a couple of
really horrible™ games from small
companies (Jupiter = Jumps and Tomb-
seekers). e whole a Teal

n
disappointment for those of us interested
in the growth of gaming. Something which
was there to m% E easant surprise was 3
issues of DIFFERENT WORLDS published in
the last 8 months or so, which never made
it to Austin or any other parts of the
country which I freguent, frovin§ to me
that DW has not folded as I had feared.

On the whole, this was a %ood ORIGINS
despite an proﬁlems, and think LA
should definatly be considered as a sight
for 1989, though I think TSR deserves its

shot in 1988 with a combined
ORIGINS}GENCON. As

for the declinin
spiral in onvention attendance an
success, let's_see how the terminall
experienced ATLANTICON crew does wit
their fancy new set-up next year in
Baltimore. "That will be the real mark of

decline or resurgence.

GENCON was a whole different kettle
of fish, but it had its strong and weak
points, all of which deserve fair
examination. This was the first time I'd
been to the megacon in Milwaukee, and it
was gave me some new perspectives and
ideas.

First, in many ways it was a rip-off,
both for the gamers and those involved in
running events or selling games. Nothing
was free, no services or facilities,
registration would run you about $35 for
the weekend, and hotels and such were
very expensive. There were a few
bargains to be found. A one day ticket
to the dealer room was only $3, and a
couple of enterprisinﬁ companies  had
rented hotel rooms in which to do free
demos, some of which _ were very

interesting. For the dealers the rapine
was even more profound, with booths not
having tables provided and things 1like

chairs, drapes and tablecloths costing
extra, A very happycompany called Badger
Exgosition tried to rent us chairs for
$17.50, so we just went to Target and
bought more comfortable chairs for $4.
They wanted to drape our table for $33 so
we went to a fabric store and draped it
in the color and fabric we wanted for $4.
In addition, the cost of the tables had
been raised rather high compared to other
cons,

Perhaps all of these exgenses are
wvhat lead to what I saw as the biEgest
problem of the convention, the lac of

varietX and selection in the dealer room.
Basically, only the largest gamecompanies
and distributors chose to come, the rest
being represented by distributors or
local stores. As a result, the dealer
room was not all that interesting and
there were a limited number of new
releases to be seen. On the whole,
ORIGINS had a much better offering. We

did make some money at GENCON, more than
at ORIGINS, but "this was because of
distributor orders more than anythin

else, not because of the huge horde o

gamers TSR claims come to the cons. If I
were to make an estimate, ! say that
attendance was slightly higher” than
ORIGINS, maybe around 4 or 5 thou, but
not the 8 to 10 claimed by some of the

promoters, If that many were there, they
were not in the dealer” area, and were
involved in something other than thé
scheduled events which were numerous, but

not sufficient to accomodate more an

attendance in excess of thousand

gamers. ”
The high points of the convention

were some of the events, and everyone who
participated seemed pleased. I only went

to_demos, but many of them were reat,
well worth my time, especia11¥ a fairly
informal demonstration o Jorune.
Another high point was Milwaukee,™ which
may smell "like a_ brewery, but is an

interesting and colorful city with great
food and lots of places to go and 1to do.

Definatly a better location in many
respects than the part of LA where
ORIGINS was held, which I understand was
on the border of Watts, one of the
nations more famous depressed urban
areas.

On the whole I had fun, but I was
somewhat disappointed that GENCON was not
really the huge, comprehensive convention
which’ it is promoted as, though it did
please me to discover that ORIGINS reallyv
1s _the national gaming convention despite
TSR's claims otherwise and GENCON is just
a really huge = local convention,
impressive though it tries to be,

The real terror comes in '88, What
will hapgen when TSR combines ORIGINS and
GENCON "for a megacon in Milwaukee,
something to look forward to with hope
and some aprehension.

THE HAULS OF MONTY

Do God adventurers get you

down? Isn't it the pits when low level arti-
fact collectors and walking magic stores
mutilate your hardest dungeon? |f you
snswer yes 10 any of the foliowing. then
The Hauls of Monty is for you. No level 100
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FROM THE ABYSS

Dean ABYSS,

In i{ssue #37, Dave Nalle wrote some
very interesting niddles forn the 'Castle
of the Void' adventure., However, I have
not found the answens to those n~diddles
anywhenre in the module! In shont, what
the hell arne the answers!?! I'm notmad,
Just a Lidtle (okay, a Lot ) puzzled.

Quin McConnetl
Hermiston, OR

[Mea culpa...yep, we omitted the answers to the
riddles, something which we used to our advantage
in a rather successful contest at GENCON this year.
No one in the contest got all three riddles right,

so I imagine a number of readers, like Quinn, are
rather bewildered. The answers to the riddles are
(in order): Horn, Waves and Meade. Hope that
_ satisfies the mystified--DN]

Dear ABYSS,

I want to nespond to your unfain and
biased  review of THE SORCERER' S
SCROLLS(TSS ) fanzine in issue #38. 1'¢¢
grant you that the fowmat, Layout and
printing of 78S ane not as good as they

could be, but that is not my oljection to
youn neview,

I must  centainly clarify the main
cbjection you made to 7SS, which was that
& dealt mostly with Tunnels and Trnolls,
Trwe, 78S mainly deals with 787, 4Qut <t
should be pointed out that that’s all we
get in teams of submissions: we welcome
submissions on  othen  games. Like
SORCERERS APPRENTICE, we ane criticized
when we don’t have enough TET mateiial.
Like  SORCERERS — APPRENTICE we  will
continue to print what we neceive; if all
we get is 787 matenial, then that will fe
what we print. Howeven, starting with
issue 17, we will le including stats fon
D&D, TF7 and possibly RQ in the s0fos we
include in 7SS,

Finatlly, I would Like to
and one of its 'pointless’ arnticles, as
David Nalle put it. I see no neason why
some 787 Solos which are old and which
lln, Nalle called ’ancient’ shouldn’t de
talked alout. Only a few of the T&7
Solos are older than Dave Harngrave’ »
Arduin books which were nrecommended in
the very same issue of ABYSS. Likewise,
some of these ‘ancient’  Solos  ane
enjoying full print nuns in éngland,  and
will soon e in Jupan, as the new fine of
Congl Solo  Books (something fla, Nalle

defend 75§

B S O RS o

would have known if he had read Mike
Stackpole’s anticle a Little closer!).
Judging from TSS’s  young and Loneign
neadenship, these types of articles are a
benefit to this specific group of pecple:
these people do not have to le T8Tens ren
se, but anyone interested in Sclo gaming.
By telling the readers what we, as
expendienced Solo playens, think arne the
best 787 Soles, we are doing them «
service by Leading them to the fest that
Tunnefls and Trolls has to offenr. The
very fact that these books anre enjoying
the fullest print runs in thein histonies
proves that Junnels and Taclds is, in
fact, capalle of a renaissance!

Kevin Cncssman
Co-&diton,

THE SORCERER'S SCROLLS
Pale Alto, CA

[Reviews tend to state the opinion of the author,
and our reviewers tailor their reviews to the
readership of ABYSS while trying to present
balanced analysis. The fact that TSS deals with
T&T mainly by default does not alter the fact that
such a focus limits its value for many of our
readers. I'm pleased to see that TSS is broadening
its coverage, and more recent issues which have
come in do seem to be more comprehensive. ABYSS
readers are not interested in whether or not TS5
serves its readers. They want to know if they
should become TSS readers. As fcr whether T&T
solos or Arduin are more ancient, the point of that
comment was that those items are not currently
available in most areas of the US and nothing is
really being done to support the system with new
material, while Arduin is struggling hard to stay
current and provide new material. As to the
impending T&T renaissance, charming though the
thought is, it seems very unlikely unless an effort
is made to completely revise and update the rules
and release a new version which comes closer to
serving the needs of today's more sophisticated
role-playing audience. T&T is a relic, albeit an
interesting one, and I can't take talk of its
renaissance too seriously when the very company
that published it is doing nothing to support it in
the US, though a dwindling but devoted following
still clings to it--DN]

Dear Dave,

You Llew it! With
print size, ABYSS s nc
than the DRAGON.  You
something! = ABYSS is also
adventising, twe pages in
#38 was probalbly half the size of #30,
Bring back small print, wse full-sized
fonmat, add pages, something, please!

the increased
longer  Larngen
have tc do
losing space tc
#38, AL total




Even s0, I thought #38 was a very
good {ssue. 'Practical fagic’ was a
great article which I found very useful.
"Two £rom the Grave' was just too shont.
‘A Viper's Kiss' was a good enough
anticle fon those who still play ADED, T
didn’t even lhothen to finish neading
"Non-Humans of Ysgarth’, as it was quite
useless for anyone who doesn’t  play
Ysganth, I wish you would print  mone
genenally ondiented anticles, as ] play
mostly Relemastern., 'The Fifth (usician’
was a fine stony, but I'd rather see a
gaming article. [y favornite part of the
magazine is the appanently unpopubar 'In
the Speculun’. I am also glad to see you
neviewing some more mainstream  product s
mone often. I know I am in the minonity
on this, but I don’t think you should cut
neviews to shonten this section., Instead
you should shorten the Larnge neviews.

I think that ABYSS should de a survey
of its readens, You should ask some
general info and then ask forn a List of
role-playing games owned and a nating for

each, Readens could find out what good
games they are missing out on and yourn
advertiserns  could get  some useful
information on the interests of your
readens.,

Scott Chrnistensen
Greendale, I

[Good to see a different opinion on the print size.
For the time being you seem to be in the minority,
but with the combination of ads and larger print,
we are losing a little ground. I'll see what I can
do. A larger format may be a possibility in the
not too distant future. We're also going to try to
keep a strict limit on the length of reviews for
future issues, though enthusiasm may be hard to
control at times. A reader survey is a good idea,
and we've done them in the past, though not
recently. Look for one in an upcoming issue. The
last one we did was useful and informative. Thanks
for the suggestions--DN]

Dean Dave,
Good thing you people send cut mone

than  one  neminder  once a guy’ s
subscription’ shrivels up and  dies.
Othenwise, some individuals might, you

know, forget to nenew and wonder why they
haven't seen ABYSS for about four months.
Someday I'm going to try to rocund out my
collection Ly picking up all the issues
I'Ve missed Ly not resubscribing right

away. WLl you gents fbe in the money
then!

I'm probably an issue on two fehind
(o2 maybe not, considening to whom I

speak, Sonry, Dave. You hear more than
enough of thal, night?) ut fLast I knew
we wene talking Langen print. Well, fon
the suke of the poorn montals nct equipped

nithe the optic  grandeun of a
Lovecraftian Deep One--DO I7!1!! The
glossy cover featuned a while lack didn’t
hurt any either, It helped ABYSS  Look
morne Like a small maguzine and fless Like
a neligious pamphlet.

As farn as the impontant stuff goes, I
Love it, Love it! LOVE IT! Keep up the
good work on  those anticles! lhen I
£inst encountened ABYSS I had several
hundred dollarns sunk into ADED and was
getting s0 boned with it that I was alout
2o sell everything forn a very measly sum,
Now I have a hybrid system which is

actually fun tc  play  and haltway
nealistic,

Soon I shall have o« current issue <in
hand and then 1’4  comment ycu

black-n-bLlue, I promise.
Long Live realism!

Mystically youns,
Bezantanious, dwelfen cf Bis
the eighth and darkest ring
via Jeff Layton,

the Homo Sapiens

who dallbided just toc fan

[Nice to see such an enthusiastic resubscription
letter. We are trying to get issues out closer to
ontime, but the schedule seems to have a natural
inclination to quarterly rather than bi-monthly
issues, hard though we fight to keep things in
line. I hope that all our readers get as positive

a result from reading ABYSS as the one which Jeff
seems to have been blessed with, and if this were
we could spread that kind of
role-playing

an ideal world,
understanding of the alternatives in
to a much wider audience--DN]
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TGE DRAGON TREE

1310 COLLEGE AVE, SUITE 1151
BOULDER, COLO 80302

Playing aids from DRAGON TREE to enliven ANY game system...

Please ask 1or our books at your loca! hobby shop If they are not available. you are welcome 1o mailorder directly from
DRAGON TREE Add $1 shipping per order. For current catalog. send a Sell-Addressed Stamped Envelope

THE LOST GRIMOIRE: ARDUIN GRIMOIRE IV by DAVID A. HARGRAVE

Long considered 10 be one of the finest fantasy game writers around Dave Hargrave has once again lived up to that
reputation with his new release from Dragon Tree THE LOST GRIMOIRE

This 100 page tome is the fourth in that famous line of ARDUIN GRIMOIRES better known as the ARDUIN TRILOGY It i1s
done. deliberately, in that same format and style so as 10 be consistant with the earler works but 1s in fact infinitely better
inalirespects Eight years of pokshing his craft has definitely allowed the author 10 create a really superior product without
compromising the “feel and look of the older. legendary works Bravo'

Contaned within its covers are new artifacts. mag . al ical cor S pons. ¢ races
descriptions of the high holidays and festvals of ARduin, 8 peek at a rather nasty part of the infamous under-cities .
discussions about “Speciality Magik . “The Ecology of M C . "Player A y .RusesTricks and Traps
and on and on!

This 1s one book no fantasy gamer can afford 1o be without'

HANDBOOK OF TRAPS & TRICKS

A modern rendering of the Azure MS of Master E ngineer
Humphrey Tappercoom (AKA The Biue Book of Hengist)
this detarls over 100 fully-statted. ready-to-play dungeon
traps. whether Magickal. Mechanical or Techno Low-
level. High, or Super-Complex NO INSTANT-KILLER traps
are included' These are PLAYABLE traps - clues precede
them, 1S and brains. not monte-
haul hardware Digest sze book. 104 pages. 40.000 words -
$995

THE BOOK OF ARTIFACTS

THE BOOK OF ARTIFACTS contains over 200 new mag-
ick 1tems with complete descriptions. stats prices.
powers uses and misuses Rules are grven for player-
character construction of magick items in a mana-rich (IE
Percentage-and-Fumble) world Any first level can make a
Sta!t of Power which will do. SOMETHING WATCH
OUTDIII

Construction rules include The Six Essential Steps. the
Seven Optional Steps. Spirit Tables. notes on the Nature of
Delian Magick, p fumbles. crocked item tables.
demagicking and notes on the results of improper con-
struction or misuse of items.

Richly annotated by the Graf D Z G N D Posvalsky.

Twyla von Lippmanova. Master Humphrey Tappercoom. 8
Fr (AphD) Samue! - 30.000 words $7 50

AMAZON MUTUAL WANTS YOU |

Four low-leve! modules suitable for THINKING players
Most AMAZON MUTUAL LIFE ASSURANCE jobs involve
fescuing prisoners or recovering bodies of policyholders
and returning them for resurrection by AMLA clerics  but
notalways 'Expect the consistent. sneaky and devious''
$6 00

DESERT PLOTS: AMLA Il

A Bastardized Cross-Between BOOK OF PLOTS | snd
AMAZON x60 TMUTUAL | AMLA sends the party 1o rescue
kidnapped Scholar Rocmirra in the Great Southern Des
ert 2 ready-10-play Modules and 5 Piot Outlines lead your
victims a desert-mystery-campaign chase atter Lady R and
the bandits who just happen to be her oid com-
rades through the Vale of Maya and the Efreet Winter
Sports Spa on the Plane of Fire seeking 8nswers 10 such
Burning enigmas as Master Ovid and his Good Demons
the Pure Gold Counterfeit Coins the Sexua! Mores of the
Efreet Queen (and who kidnapped HER') and what
Immoral Temptation does Belworth George Paladin of St
Fallwell. need rescuing from 7?7287 50

THE DRAGON TREE SPELL BOOK

In the Spell Book are found over 200 spelis ncluding 2
NEW TYPES' - DRAGON MAGICK SPELLS and ZERO
LEVEL SPELLS

DRAGON SPELLS are strange and powerful Magicks
normally known only to Dragonkind (and high-leve! NPCs)
- here detailed for the first ime for those Player Characters
favored enough 10 learn them Such include T me
Stop  Body Part Teleportation . ‘Shadow-Walk-
ing. ‘Animate Treasure

ZERO LEVEL SPELLS (FIRST published in Delos
LATER prociaimed in other parts of the Multiverse) are
househo!d and guild spells so simple that even s First
Leve! Mage may know several at once' They inciude
‘Bant_ True Track Clamp . ‘Sharpen . and Costume
and'Spank (Try those last two on the next Orc you
fight they do GREAT things for his morale ')

Regular Players spells range for 1st 10 10th level and
include Lycanthrope Power Murphey s Law  Time
Rewind and Attack Other Planes

Aiso in the SPELL BOOK are excerpts from Theologran
Newton s Theory of the Four Manas - 8 unified field theory
of the 4 Major Magick Systems known in the Gaming
Multverse. including checklist and aids for the DM in
constructing his or her OWN magick system incorporat-
1ng Memorization. Mana Points Percentage-and-Fumbie
and Loca! Mana to his or her OWN taste Also gves the first
DETAILED book rules for Percentage-and-Fumbie and
Local Mana systems

Included also 1s a compact rule-set for refereeing Player
Characters Original (e Impromptu) magick spells Any
One can try anything  and SOME THING w!! probably hap

pen watch out AGAIN'!'! Digest size book 86 pages
40.000 words. $7 50

THE BOOK OF PLOTS |

Here are TAVERN TALES FROM DELOS - a totally NEW
kind of GENERIC gaming supplement providing PLOT
OUTLINES for over 30 dungeons which can be the base
for original adventures or inserted into ready-made mod
ules of ANY system Each scenerio includes detailed
Rumours. pre-dungeon Ciues and Encounters NPC s etc

These are stories about rea! PEOPLE not politics and
include City. Overland. Village Underground and Dun-
georn Comedies Tragedies Hoaxes Poems and Con
Games $750



INFINITE INCARNATIONS
BULLETIN BOARD SYSTEM

If you have a computer and a modem, you can find your
telecommunications destiny on INFINITE INCARNATIONS, the
official electronic wing of Ragnarok Enterprises. INFINITE
INCARNATIONS is devoted to intelligent discussion of gaming
and related topics. It features 18 message bases,
including: the Gaming Universe, the Boat of Ra,
Pseudoscience Forum, The Anarchists Arena, Myth/History
Forum, the Videodrome, the Realm of the Senses, an Ysgarth
Discussion and three online role-playing games. INFINITE
INCARNATIONS will bring strange new worlds into your home
through the most medium means of communication. Call now
and make your dreams and nightmares real.

24 HOURS 300-1200 BAUD
S512-323-9072
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