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EDITORIAL

Rules are the backbone of role-playing systems as well as
of life. Without them there is disorganization and nothing
and no one to say how things are done or how things work.
Rules provide guidelines from which tales are derived and
life defined: Without rules there is no story. Rules shape
the world and determine the destiny of its adventurers.

If one chooses role-playing as a lifetime hobby, careful
consideration must be made when deciding on a role-

RULES

EDITORIALp

playing system. Presently, there are a handful of popular
systems (D&D, Traveller, RuneQuest, etc.) as well as less
popular ones but with a dedicated following (Chivalry &
Sorcery, Space Opera, Empire of the Petal Throne, Bushido,
etc.). Regardless of their original intent in design, the
players ultimately make the decisions regarding their use.
The important thing is the concept behind the rules. What
is the game doing? D&D tends to be quick, fun, and short
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EDITORIAL

term. Traveller works for solo players and people who like
paper work. RuneQuest is more storytelling and concen-
trates on the development of characters and the clash of
cultures.

For something to be lasting and worthwhile, fun is not
enough. We need learning experiences that we can use
constructively in our daily lives. The real world is where
we are and we delve into our imaginary worlds to escape,

EDIT

to play out our fantasies, to get a different perspective,
or to experiment with our theories. Well thought out
concepts like honesty, honor, chivalry, and bravery should
be played out in as many different situations as possible.
Luckily, role-playing allows us to do just that.

Not all systems allow such playing-out. They may be
limited in scope, or their focus may be totally different.
Some rules sets reward violence rather than allow the
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EDITORIAL

mirrors and simulates life and the real world as much as

EDITORIAL

understanding of it. We want to make our own value

judgments and have a chance to analyse the consequences
of the choices we made, constantly re-evaluating what is
right or wrong. We tend to play games which allow us to
do things we want to do, and that way are ultimately
satisfying.

possible, These rules have answers that satisfy us and that
allow us to learn, and extrapolate the consequences of
our decisions as closely to the real world as possible.
There are may interesting worlds to explore; ultimately we
live in the one we choose. Choose your systems carefully.

For those who choose the life-time of learning through
role-playing, their ultimate set of rules will be the one that
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Dear Tadashi: ON ISSUE 15

The quality remains high. I preferred the Tournament Role
Playing article (though I may be biased since I have to prepare
a RuneQuest tournament). The Cult was interesting, though
it may have been a bit long for some of your non-RQ readers.
Still, if they can get through it, articles like this can give
a good idea of the feel of Glorantha, and should be continued.
The artwork was better than usual, I think, and the (appar-
ently) commissioned pieces for several of the articles enhanced
them.

The reviews were another high point, especially the one
for Aftermath!. Rarely do reviews get so deeply involved
with the philosophy/rationale of a game, rather than the
mechanics, but this is not only interesting but rather im-
portant for a role-playing game (and several of Ken Rolston’s
points about selecting a game system also fell into this same
category). This sort of viewpoint is one I would like to see
encouraged in reviews: the likely course of a campaign using
the rules. Of course, this can be very subjective (I know
of hack-and-lash RQ, and role-playing D&D) and inaccurate,
but it is usually neglected by other magazines.

I have to disagree with the letter complaining about Gigi.
She is still one of the first things I read each issue, and I
see nothing wrong with the style. Keep the column the way
it is, even if the length is reduced — and keep the picture.
It is a good trademark.

The only minor flaw I saw with the issue was that there
were a few places that seemed to have an awful lot of blank
space. Some filler art would have taken care of them.

Cheers!

David Dunham
San Antonio, TX

Gentlemen: I BEG TO DIFFER

This letter is in response to the Afrermath! review in
the fifteenth issue of Different Worlds.

The suggestion of the reviewer that the “name of the game
is kill kill kill” is not only incorrect, it is assinine. Mr. Grant
apparently refuses to recognize that one of the main features
of any role-playing game is its combat system. Therefore a
major portion of any rules system must be devoted to it.
Page one of Aftermath!’s first book states “the rules give the
methods for deciding how successful a character is when he
fights, attempts to be acrobatic, or does anything requiring
a particular amount of skill or knowledge,” and further
“rules also deal with things: weapons, armor, tools . . .”
etc. Furthermore *“‘the person that decides what will happen
in the game, according to the rules and his own imagination,
is called a Gamesmaster.”

If Mr. Grants’ adventures were composed of nothing
more than firefights the rules contained in Aftermath! are
not at fault. The gamesmaster is directly responsible for
what occurs in his adventure. Hack-andslash campaigns
are the direct result of an adolescent mentality on the part
of gamesmasters and players who are incapable of role-playing
and cannot see any further than their holsters.

DIiFFEIENT VieW)D

LETTERS SHOULD BE ADDRESSED TO: DIFFERENT VIEWS PO BOX 6302, ALBANY, CA 94706

Characters do not die any faster in Aftermath! than in
any other role-playing game. Aftermath! is not violence-
oriented. Character mortality is not a drastic problem, nor
a problem at dl, in the game. I feel that opinions which
disagree with these three facts are incorrect.

Regarding Mr.Grant’s minor haggle about the inadequate
encounter tables, I have a minor reply: the only GM who
needs encounter tables detailed to the degree suggested in the
review is a moronic vegetable who has not had an original idea
since the day he was born. Encounter tables are no excuse for
a lack of preparation or imagination.

How is the weather in California? I do not need a game
to tell me about the weather in New York. Why Mr. Grant
suggests that there is a need for a highly detailed section
on weather when he openly admits that one of Aftermath!’s
strong points is the ease with which it can be made to fit
any campaign situation is impossible to comprehend.

In regard to the Skills list’s alleged orientation towards
combat, the simple fact is that there are 35 combat and
combat related skills on the list along with an additional 55
skills which are totally unrelated to combat. Combat skills
therefore constitute about 39% of the skills listed. Quite
frankly, I have been playing the game for about six months
and have been unable to think of more than one skill which
is not specifically covered by the skill list. Mr. Grants’ crit-
icizm of the Afrermath/ skills list is absurd.

The criticism leveled at the Aftermath! character generation
system would be valid if it were not for the fact that Messrs.
Charrette and Hume had included in the game a stunning
innovation which radically simplifies the process of character
generation. This innovation is called a “Table of Contents.”
Had Mr. Grant not spent a “full half-hour of page flipping”
but instead referred to the table of contents in book two
he would have noticed the heading “Character Generation™
in bold type along with 18 sub-headings all very clearly show-
ing what pages the appropriate sections were on.

It is quite obvious to me that the half-hour spent by the
reviewer flipping pages constitutes the total amount of time
spent inspecting the rules. I do not doubt that this gentleman
expected to grasp the rules in a very short time, and, upon
failing to do so, determined that Aftermath! was a “bloody
mess.” Aftermath! requires a number of hours of study and
play before it can be mastered. I personally read the game
from cover to cover three times before beginning my cam-
paign. The fact that I was a novice role-player with no game-
mastering experience prior to beginning my campaign (a very
successfull one according to my players) refutes Mr. Grants’
opinion that Aftermath! is nearly impossible to comprehend.

Although Aftermath! is not a simple game, I do not think
it is overly complex, merely detailed. It is not a game for
players who prefer to resolve a combat situation, or any
situation, by the roll of one six sided die. While the game does
have its faults, just like any other game, it is not deserving
of the treatment it received in this review, which I found
to be worthless and despicable.

Robert C Weller
Smithtown, N.Y.
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RUNEQUEST SCENARIO

WARE HALL

THE BASIC ROLE-PLAYING CHARACTER

If you don’t have a RuneQuest or Basic Role-playing character simply use the one
provided below. To see if a skill was used successfully roll under the indicated
percentage on a hundred-sided die (two ten sided dice). For casting a spell against a
live target, compare POW: if your power is even with the targets’ the chance of your
spell working is 50%, every point in favor gives you 5% better chance of being
successful and vice versa. The procedure is the same when using STR vs. STR. When
you take damage from a hit subtract the value of your armor from the damage and
subtract the remaining amount from the CON of your character. The Healing spell of
your character can be used to heal the damage. For every point healed subtract a
point of POW.

To determine who goes first in combat compare DEX, the one with the higher
DEX goes first.

THE RECRUITS
This scenario is designed for beginning to moderately experienced adventurers.
Weapons-masters and Rune levels will outclass this adventure. A wide range of skills
is used as well. Trolls, elves, and dwarves, should not be played in this adventure.
Only humans, baboons, ducks, newtlings and the like may enter.

HOW TO USE THE SCENARIO
To use the scenario start with 7A below then go to the indicated page and letter
Only read the comment referred to.

By Sandy Petersen

The ancient, much-assaulted, city
of Pavis is a ruin, troll-haunted
and alive with dangers for any
who enter. The four centuries of
troll occupation and nomad raids
have reduced almost all of the
buildings to rubble. Almost —
but not all of them ..

The grim flat building of Ware Hall
stands intact amid the rubble of Greater
Pavis. Strange sounds have been recently
overheard from within the building
and the cult of Pavis wants someone
to investigate and see if the building
presents any danger. Your character
got unseemly drunk at the Pavis Circus
and was promptly thrown in the brig.
The Pavis cult promises you your
freedom if you will scout out the Hall
and bring them word. You are allowed
to keep any treasure you find. In
addition, the cult will provide you with
any weapon you care to have, but you
must provide your own armor. Good
Luck.

O000O0000000000000000000000000000U000000000000000000000000000000000000

CALLEDLAW THE HEAVYHANDED

CHARACTER NAME

PLAYER

STR1Z 1 2 3 4 5

w1 BRQADAWoRDW 2 THROWN ROCK. OTHER

con 1l MIT 6 7 8 9 10  Attack 40P Attack _45% Sheld
siz & POINTS () 12 13 14 15  Damage IDB*| Damage D4 _—
INT I3 ideaRoll _65 16 17 18 19 20  Pary 45% Panry ____ _55%
pow . LuckRol 85 Hit Points-2C_  Hit Points g
DEX 1Z Dodge Roll 60 _ ARMOR 3 POINT LEATHER -
CHA_a_ Persuasion 45 _SPELLS
JUMP _35% move quieTLy _25% spoTTRAPS  H0% HeALING 2
CLIMB _40¥ tHROW _50% DISARM TRAPS _1 5% DISROPT
LISTEN 55% Hine _20%

sPOT HIDDEN 455 FiRsT AID _25%

000000000000000000000000000000000000000000000000000000000000000000000

7A — An escort leads you to the object of your quest. As you meander through the rubble you know that you are well protected
against various sundry encounters with the other inhabitants of Pavis. The escort will stay until the door to Ware Hall is closed after
you. They will make sure that it is closed after which they will leave.

You are standing in a wide, dark passageway leading both to your left and your right. In the wall before you is a large brass door.
In the wall behind you is the door you entered by. You may attempt to leave the way you originally came (go to page 9A), you may
go left (go to page 17B), or you may go right {(go to p. 21C}, or you may attempt to go through the door before you (go to p. 29!.’.5._

WARE
HALL
SOLO
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D&D VARIANT

By Ronald Mark Pehr

he melee combat resolution sys-

tem in Dungeons & Dragons,

gives short shrift to the subject of

who strikes first in melee. A die
is rolled for surprise, the side gaining
that advantage is allowed a free strike,
then subsequent exchanges are sim-
ultaneous. The revised rules for D&D,
Adyvanced Dungeons & Dragons (AD&D),
give a little more attention to who
strikes first in melee:

8

Surprise is still rolled on a die.

After that, each side in a melee
rolls a die for initiative. Highest number
hits first. The roll is modified if a
character has very high or low dexterity.

If initiative is equal, characters with
the smallest, lightest weapons gain
first strike. The rules assign a number
to each weapon for that purpose.

There are numbers for each magic
spell. If initiative is equal, the number

is subtracted from the initiative roll and
compared to the weapon speed number
of an attacker to determine if the latter
struck the spellcaster before the en-
chantment was completed.

The AD&D system works, but gives
no attention to skill of participants in
a battle. Luck of the dice almost always
determines first blow. In those few cases
where it doesn’t, the only factor looked
at is lightness of a weapon. Dexterity
has an effect, if it is very low or very
high, but this still does not take skill
into account.

dependent on natural reflexes, but

it depends far more on training. A

skilled fighter will hit faster and
more often, with any given weapon.

s'peed in fighting is indeed partly

To some extent, D&D/AD&D rules
can ignore this because a round of melee
is not presumed to be a single exchange
of blows, as it is in other role-playing
games. In D&D/AD&D, a round is a full
minute, with many lunges, parries,
and fancy footwork going on. The dice
rolls record only the best blows, talent
and experience of combatants are
reflected only in how often a “best
blow’ penetrates.

This causes a D&D/AD&D melee to
seem less exciting than a melee in
other games, where the results of each
blow are important and hitting first
is often the determining factor in a
combat. Moreover, the skill of the
participant plays a key role.

In Metagaming’s Melee, each round
is five seconds. The character with the
highest dexterity strikes first. Unlike
D&D/AD&D, dexterity in Melee may
be improved with experience so that
the more experenced combatant is
likely to strike first. This is important,
as a strong blow can lower a victim’s
dexterity — which directly determines
hit probability as well as first strike
— or even knock him down so that
there is no return blow.

In TSR’s Boot Hill, each round
is ten seconds. Since characters are
using firearms, the classical Wild West
showdown, the first shot is all-im-
portant. A number of factors are taken
into consideration: character’s basic
abilities, experience, and other actions.
Basic abilities may improve as the
character gains experience. Again, the
more experienced gunslinger has the
better chance of first attack.

DIFFERENT WORLDS



Chaosium’s RuneQuest has twelve
second rounds. Dexterity, type of
weapon, and other actions determine
first strike; a character hit hard enough
may not be able to retaliate. Dexterity
in RuneQuest may improve with experi-
ence, and the weapon of choice always
affects first strike. Once again, experi-
ence and skill play a determining role.

he presence of danger in each

blow makes combats exciting.

Historical duels were usually con-

cluded by a few good blows rather
than a steady wearing away of resis-
tance, as takes place in D&D/AD&D.
Further Iuck was seldom a factor — the
odds favored the more experienced
fighter to hit first and hit hard.

PROPOSAL

To introduce these concepts in D&D
[AD&D, we can change each melee
round to only six seconds. How this
affects spellcasting is beyond the scope
of this article, but all other types of
activities may be presumed to take as
long as D&D/A D&D rules suggest. Thus
each exchange of blows in a fast and
furious melee will occupy far less time
than other activities — fumbling in a
backpack, drinking a potion, picking a
lock — so that if it takes a minute to
light a torch or find and drink a potion,
that will now be ten melee rounds
instead of one.

Who strikes first in each round will
be a factor of a new quality: Speed.
The Speed refers to reflexes in combat,
not running. Speed of each player or
non player-character (NPC) is recorded
wherever the other vital statistics are
kept by a referee, for easy access.

Speed is the average of Strength,
Wisdom, and Dexterity. Add the charac-
ter’s level and subtract a constant for
the type of armor. For low level charac-
ters, being very strong (to swing a
weapon faster), very wise (in the sense
Wisdom reflects judgement, perception,
alertness), and dexterous, will over-
shadow experience level. But then,
all men are not created equal.

As characters progress in experience
levels, speed will become more impor-
tant and will overshadow basic physical
advantages. This reflects that training
and skill are more important than
physical ability. Naturally, a physically
adept individual who also is experienced
will always have an advantage.

'ubtracting a constant for armor
reflects that bearing that much
weight will always slow you down
— vparticularly the lower level

character who is less trained in armored
combat. Suggested constants are 1 for
padding or a shield, 2 for leather, 3 for
chainmail, 4 for scale/ringmail, and
5 for plate. The heavier armors will
always slow combat Speed, but the
very experienced fighter will be able
to overcome it to some extent.

Instead of subtracting, it may be
more conveninet to add. Use the A D&D
armor class rating number added to
Speed. Thus, an unarmed character
is +10 for his Speed, a character with
plate and shield is only +2. If this seems
to be too advantageous to the lightly
armored characters, cut the number
in half, rounding down. As an option,
enchanted armor or weapons might
give +1 Speed for each +1point of
enchantment.

For NPC’s simply roll Speed on the
spot with 3D6. If the NPC is an Adven-
turer-type, add his level; otherwise,
add the number of hit dice. Presume
armor class is accounted for by the
NPC’s basic characteristics. Monsters
that wield weapons are treated as NPC’s.

Monsters with fang and claw roll
3D6 for Speed, and add the monsters’
hit dice. Level can be ignored since
prowess of such a creature would
depend on size, strength, ferocity,
rather than training. Slow monsters,
such as Giant Slugs, might be rolled
for Speed on 2D6. Nasty customers,
such as Undead, or Lycanthropes
might be allowed 4D6 Speed.

Points of damage taken will subtract
directly from Speed in the following

round. Subtract half that in the next
round and one quarter in the next.
Not only might a well-placed blow
slow a victim but an incapacitating
wound may prevent retaliation in that
round:

The critical hit: If a blow is scored
by rolling a 20, the attacker rolls again.
If he rolls whatever number he actually
needed to hit, he has scored a critical
hit, the victim is knocked down and
may not retaliate at all.

At a given percentage of maximum
damage, a critical hit is presumed. For
example, at 25%: a D4 knife must
roll a 4, a D6 club must roll a 6, a D8
sword must roll 7-8, a D12 axe must roll
10-12.

hese methods can be combined.

In addition, there is the concept
7 of a strong blow which staggers

the target from sheer force and
speed. Even if the character doesn’t
score a critical hit, roll below the
character’s level minus the victim’s on
D20 (after a hit has been scored and
damage assessed) to gain a staggering
blow which prevents retaliation that
round. Monsters should use hit dice
ratings. In a staggering blow, not only
would Speed be important but the skill
of the character, to balance the natural
strength of a monster. Thus a four hit
die Ogre would stagger a Level 1 char-
acter three out of twenty times but
be unable to stagger a character who is
Level 4+, even though the Ogre could
still score a critical hit, preventing
retaliation if the Ogre is quicker.

The concept of Speed, applied to
D&DJAD&D as a six second melee
round makes for faster, more exciting
combats. It livens the game considerably,
and allows it to more realistically sim-
ulate real battles. For very little extra
record-keeping, players have a lot more
fun.

9A — The door is sealed. In order to open it you must make a successful STR vs. STR roll agamst its STR of 22. You may try |WARE
only. once. if you succeed, you have left the house. 1f you fail, go back to (7A). HALL
9B — As your eyes clear, you see a small hideous shape ahead crouching on a heap of bones. It leaps at you. Go to page 41B. SOLO
9C — You may now either go back the way you came {go to 273) or search through the heap of bones (go to 33A). -
- 9D — You may now leave (go to 278)
| 9E — Go now to 23A but ignore any comments about poison gas or trap settmg you have already taken care cf that.
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TRAVELLER

THE COBRA - STRIKE FIGHTER

FOR YOUR SPACEFORCE

By Paul Montgomery Crabaugh

everal new fighter designs have made the news
lately in the Spinward Marches. Although none of
them will be deployed with the Imperial Navy in
the near future, all three are virtually certain to be
important in military situations from now on.

One is a collaboration between a new military consulting
firm, Interstellar Technical Consultants of Mora, and the
sector-famous Ling Standard shipyards at Lunion. Under
contract to the IN, ITC performed an effectiveness study
of the popular Rampart fighter. Their conclusion was that
while the Rampart Leader, the two-seat, missile-armed version
of the craft, was entirely adequate to its role, the actual
combat version, armed with three lasers, was woefully under-
powered and needlessly difficult to maneuver.

ITC therefore undertook to design a replacement for the
Rampart, using the same constraints that the Rampart itself
was designed under: the fighter had to mass not more than
fifteen tonnes, be capable of launch through standard launch
tubes, be armed with three lasers, and be capable of attaining
six gravities of acceleration.

THE COBRA
The resulting design was of a type described as a “Strike
Fighter.” Reportedly designers consulted with one of ITC's
employees, Jana Varrick, the famous and much decorated
fighter commander who retired with distinction three years

ago from the IN, about what the pilots would like to see in
their spacecraft.

For
Sale

THREE
N =Y
FIGHTERS

The Cobra Strike Fighter therefore should be popular
with the squadrons of any navy, even if its rather high cost
is less than popular with procurement officers. The Cobra
is capable of six gravities, with no diminution of performance
even under maximum stress conditions, such as firing of the
ship’s three heavy lasers. this performance is due to the extra-
ordinary proportion of the fighter being devoted to power
production. Even under full usage, the power plant retains a
sizable reserve of energy. (It is claimed that during her flight
testing of the Cobra, Commander Varrick overrode the cutoffs
for the maneuver drive and ran the Cobra up to nine gravities
under combat conditions.) As a further bonus, the Cobra is
equipped with a Ling 2.2 Small Computer System, rather
than the 1.2 usually found on fighters,

Having designed the Cobra, ITC arranged with Ling to have
several experimental models produced. Performance was
everything that had been hoped for. Rumor has it that the IN
is indeed interested in the Cobra as a replacement for the
Rampart; however, no negotiations have taken place yet.

STRIKE FIGHTER

MCR 23 16Tons Crew:1 TL:15
FS-0106V21-000000-40000-0

1

1

Passengers:0 Low:0 Cargo:0 Fuel:4.35 EP:4.35 Agility:6
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THE CORAL

The second fighter to attract attention is also a joint venture
of Interstellar Technical Consultants and Ling Standard. It was,
in fact, an outgrowth of the Cobra project. The resulting
fighter, the Coral, is officially described as a Heavy Fighter.

During the design of the Cobra, various alternative weapons
systems were considered. Among these was the possibility of
building a fighter around the advanced particle accelerator

weapons now becoming available. Engineers eventually came

to the conclusion that an accelerator could not be used in a
fighter that was also to meet the requirements of maneuver-
ability and size.

However a separate team was assembled to design a fighter
independent of size and cost constraints that would make
use of the new technology.

The resulting ship — the Coral, after being designed, was
also produced on a limited basis by Ling Standard.

Massing a full 22 tonnes, the Coral is far too large to be
used in any ship designed around the 15-ton Rampart. For
this reason, the Coral’s future looks more clouded than the
Cobra’s; the IN would have to invest in new carriers for the
large fighter, and new construction is not likely to be funded
in the near future.

Aerospace enthusiasts are disappointed by this; by all
accounts the Coral is an awesome tour de force. Essentially a
stretched Cobra, it features the powerful model 2.2 computer
used in the latter craft, as well as the powerful maneuver
drive — six gravities under combat conditions.

The “tour de force” aspect derives from the accelerator
which is the ship’s weaponry. Similar to the accelerators
used in the Kinunir-class battlecruisers, it gives the Coral
a striking range and power heretofore denied fighters. Com-
mander Varrick, who oversaw testing of the Coral as well
as the Cobra, was quoted as saying, “’It's amazing: you don't
expect something the size of a ship’s boat to maneuver like a
hot fighter. And it's hard to get used to achieving a 100%
kill rate on targets too far away for a Rampart to even track.”

THE HORNET - FIGHTER

THE CORAL - HEAVY FIGHTER

HEAVY FIGHTER
MCR 29 22Tons’ Crew:1
FH-0106V21-000000-00200-0
1
1
Passengers:0 Low:0 Cargo:0 Fuel:6.38 EP:6.38 Agility:6

THE HORNET
Also just announced is a new fighter from Tenalphi Shipbuil-
ding LIC. Originally intended as the standard fighter for Vilis
Subsector Navy's ill fated Sarandon class battleship, the
Tenalphi Shipbuilding vehicle (their first military vessel)
is now being offered for general procurement to any individ-
uals or governments.

Called the “Hornet,” this fighter is a low-mass, inexpensive,
moderately low-technology vehicle of nevertheless impressive
performance, and is expected to have quite a market among
users unwilling or unable to afford the more powerful equip-
ment used by the Imperial Navy.

FIGHTER
MCR 18 12 tons Crew:1
FF-0105N11-000000-30000-0
1
1
Passengers:0 Low:0 Cargo:0 Fuel:2.6 EP:2.6 Agility:5

Even if the Hornet cannot be used against IN-standard
forces, it should certainly be superior to most of the planetary,
subsector and private equipment in the Marches, which gener-
ally do not come up to the Hornet's capabilities. The Hornet
includes advanced twin lasers and five gravities of acceleration,
with enough power to make full use of both. ..
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THE FIRE GOD OF
THE TUNDRA NOMADS
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Enuk Manamee

By Greg Wilson
MYTHOS AND HISTORY

Before Time

In the Great Age before the Lesser Darkness, a fire god
named Enuk Manamee came to dwell among the people on the
Northern shore of the Pale Sea. His name meant “Tundra
Summer,” and for the warmth he brought and the warmth he
showed, he was much loved by these folk.

Enuk Manamee stood aloof during the Lesser Darkness, but
with the coming of the Greater Darkness he gathered together
his strength to defend his people. When the armies of Ice
approached from the south, he stood before them, daring
them to pass or to harm those he cared for.

Pass they finally did, leaving Enuk Manamee fallen and
mortally wounded at the place called Weeping. It was thus
that the remnants of his people found him. Out of their
grief and gratitude was forged the Oath — they would give
their power, themselves, and anything else required, to make
Enuk Manamee whole again.

Since Time

Enuk Manamee’s weakness at Time’s beginning left him
freedom to change, but little else. He could give no magic
to shelter the Oath-sworn from the seasons of Darkness and

12

Air, or from the incursions of other people into the tundra.
Barely alive himself, all he could do was teach skills of survival
to those few of his guardians who did not perish from the
cold. Many tales are told of the hardships of those first win-
ters, and of heroes such as Anga (discussed in Subservient
Cults section) who sacrificed themselves to save their bands of
Oath-sworn.

Over time, Enuk Manamee grew more powerful, obtaining
the ability to supply his followers with magic.

Life After Death

The Qath-sworn know that those who have kept the Oath
will join with their god at Weeping after death, returning to
the Ever-Summer of Godtime. Those of Lord or Priest status
can expect to become guardian spirits, ghosts bound to the
protection of their god. For the ones who break the Oath,
nothing but a cold, eternal darkness awaits.

Burial in the tundra is accomplished by covering over the
dead cult member with a cairn of rocks. Often several gene-
rations will be buried in the same cairn, the pile of rock
being extended and added to over the years. These long,
twisting mounds of stone serve as landmarks in the tundra,
and are often guarded by a ghost or ghosts.

DIFFERENT WORLDS



Runic Associations

The primary rune of Enuk Manamee is the elemental
rune Fire. This is modified by the power rune of Stasis,
representing the ‘frozen’ form of the god.

NATURE OF THE CULT

Reason for Continued Existence

The cult of Enuk Manamee provides the basic skills for
survival in the tundra, and provides the Oath-sworn with a
reason to survive. To a large extent, the structure of the
ctlt is the social structure of its member people.

Social/Political Position and Power

Leaders of the bands of Qath-sworn, who are invariably
Rune Lords or Rune Priests of the cult, serve also as teachers,
advisors, and if need be, saviors.

Particular Likes and Dislikes

Because of the interdependence of the Oath-sworn and
Enuk Manamee, anything capable of harming either one is
disliked. Chief among these is Ice; any Oath-sworn must
fight to destroy, or at least drive off any Ice Being found
in the tundra.

Also disliked are Darkness, for the cold of Winter, and
Storm/Air, partially for traditional reasons, and partially
because of the Storm season’s destructiveness in the South.

Death is not liked by the cult, and Death-associated deities
have long returned the sentiment. Although accepted as part
of living, Death is fought with any resource.

Other Fire cults, with active gods, are envied and emulated.
Often, when out of their homelands, members of this cult
will join other Fire cults in the hope of learning new skills
or spells. Note that often the Oath-sworn have an almost
pathological need to prove themselves as good as anyone
whose god is whole . . .

Peaceful cults, and cults of growing things are envied and
cherished by the cult, and no cult member will allow harm
to come to a member of such a cult. The majority of the
women of Enuk Manamee’s people are part of some Fertility-
related cult.

Finally, the other tundra people, those not Qath-sworn,
are looked upon with disgust. In the Winter hunts, members
of these tribes may be slain as Initiation sacrifices.

Holy Days and High Holy Days
The longest day of summer is the High Holy Day. Lesser
holy days occur on each Sunday.

ORGANIZATION

Inter-Cult Organization

Each band of Oath-sworn may be considered a separate
faction of the cult. Whenever two bands join, the senior
Lords and Priests will choose one of their own number to
lead the new, larger band. This is decided in a long session of
bargaining, boasting, and contests. The process continues

from the Sacred Time to the Summer, until all the Oath-sworn
are assembled at the five Warm Places.

Whoever is senior Priest at Weeping then becomes the new
High Priest. In a day-long ceremony, the last year’s High
Priest hands his successor a spear with flint head, an arrow
fitted likewise, an animal pelt, and a burning torch; all Rune
Lords and Priests sacrifice one point of characteristic POW,
and the new High Priest is ordained. He or she then chooses
a Rune Lord to act as High Lord for the coming year.

After the summer gatherings, the Oath-sworn once again
break up into family-sized bands to survive the lean fall,
winter, and storm seasons.

LAY MEMBERSHIP

Requirements to Become a Lay Member

Any child of the OQOath-sworn who survives to puberty
becomes a lay member of the cult, and begins participating
in ceremonies. The membership is mostly male, but excep-
tional women have often been admitted. For those not born
to the Oath-sworn, lay membership may be given if the person
has never been associated with Ice, Darkness, or Storm/Air,
and if he can pass a test abstracted as (POW + CON) divided
by 2 times 5 on D100. If the person has lived in the tundra
for one winter, or aided a cult member in distress, or sacrificed
to Enuk Manamee, add half again to the chance of acceptance.
Only humans and elves may join.

Intra-Temple Organization

The organization within the bands is much the same as that
without. The Lord or Priest who can best brag and bargain
will become the leader of the group. In return for following
his orders, the members of his band (from twenty to a hun-
dred individuals) are given instruction in the cult and other
skills and spells. The only notable exception to this, the
Long Spears, is discussed below.

Centers of Power and Holy Places

The hot springs at Weeping constitute the only holy place
of the cult. The years’ High Priest and Lord stay there with a
picked retinue of guards to defend the god for the year. The
other four hot springs, places where Enuk Manamee’s blood
flowed, are centers of worship and ceremony, but are not
holy. No one shelters at any of these latter four places during
the cold seasons out of fear of draining them before Enuk
Manamee’s recovery.

Requirements to Remain a Lay Member

Lay members of the cult are expected to act for the good
of Enuk Manamee and the Oath-sworn, and to learn to survive
in the tundra. They must sacrifice 1 point of Battle Magic
POW each Sunday at sunrise. Like anyone in the cult, lay
Oath-sworn are expected to share half of everything hunted
orfound. Additionally, once each Winter they must give
something which they have made to a Lord or Priest of their
band. This gift serves to commemorate the gift of the Qath-

13A— You see a flash of movement in the blackness ahead. Roll your DEX x 5. If you make it, go to 16B, if you fail go to 34B. WARE
13B~— The sinister eyes glow more brightly and you can hear a chanting song begin. You must now either leave the room {go to 30C), |HALL
“or enter it (go to 21A). SOLO
13C - Your tortured interior heaves the foul potion back up, then you black out, When you ‘wake up, go to 34C,

13D~ At the end of the vault, on a raised platform is a silver casket. YOU may BﬁhE¥‘ 999" the casket or IBWB the room. If ¥UU

. open it go toﬂB Leaving takes you to 7A. ' :
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sworn to Enuk Manamee, and a great deal of pride and crafts-
manship goes into it.

The lay membership of the band must obey their elders
and superiors. They must wear something red at all times,
except when hunting. Like all band members, they must work
for the good of the band.

Mundane Benefits

The primary benefit of the cult membership is survival. A
single man could only survive alone in the tundra with a great
deal of experience, or luck or both. Being a part of the Oath-
sworn ensures assistance when it is needed. Cult members
take pride in the fact that no Oath-sworn has starved without
his whole band starving as well.

Skills
Not only are cult members allowed to learn the following
skills, it is demanded of them. Any cult member who does
not take advantage of the one or two hours of free instruction
per day is ridiculed, and expelled from the band.
Skills taught by the band are:
Bow Shield (small or medium)

Camouflage Spear (any size, any mode)
Hide in Cover Snow Survival
Starsight Tracking
Oratory
STARSIGHT
Knowledge skill Base 0% 400/800/1600/3200

This skill pertains to the use of the stars for navigation —
a very important skill for sailing and navigation in the tundra.
In the featureless snow, it is essential to the band’s survival.

SNOW SURVIVAL
Knowledge skill Base 10% 300/600/900/EXP
The tundra is not as benign an environment as most of the
world. To reflect this, a person alone or without equipment
in the cold seasons must make this roll once per day, or take
D6 - 1 damage in each limb from frostbite.

Other skills are often available from Lords and Priests who
were Long Spears in their youth, This varies widely from
band to band.

Spells

As with skills, spells will be taught free to any working
member of the band. As with most fire-related deities, Enuk
Manamee specializes in magic related to that rune.

Reduced — Detect Enemies, Firearrow, Fireblade, Ignite.
Double cost — Detect Gems, Detect Silver, Xenohealing.
(lack of opportunity to practice)

Prohibited — Bludgeon, Darkwall, Detect Undead (the
‘undead’ nature of Enuk Manamee interferes),
Extinguish, Silence. Bladesharp may be learned,
but no cult member will teach it.

Unique — Firespear, Heat.

FIRESPEAR
Cost to cast — 3 POW points Free to working lay members
Range — touch Duration — Instantaneous
Focused, Passive
This spell is cast upon a spear as it is thrown, tha spear
is turned into a lance of flame, doing 3D6 damage if it hits.
This spell is basically the same as the Firearrow spell.

HEAT
Free to working lay members
Range — 40 meters Duration — 15 minutes
Unfocused, Passive, Temporal Up to 4 points
For each point of the spell, one human-sized thing (SIZ
21 or less) may be raised in temperature by 5 C for 15
minutes. If cast upon an inanimate object, that object is
heated; if cast upon something animate, it warms the imme-
diate surroundings to blanket the thing with a layer of per-
sonal warmth. Nothing of lead, and nothing of Ice may be so
heated. Something of gold requires twice the usual POW.

Cost to cast — Variable

INITIATE MEMBERSHIP

Becoming an Initiate

To become an Initiate of the cult of Enuk Manamee,
a person must be at least 60% at Snow Survival, and have
shown dedication to the cause of the Oath-sworn. The person
also must have spent at least one winter as a lay member, and
must know at least one point of the cult spell Heat.

Sometimes during the person’s last winter as a lay Oath-
sworn, he must leave his band and spend one entire week
alone. During this time, a sizable animal of the snows must

WARE| 14A — A strange grey gas begins to pour out of the casket. It is evidently heavier than air, and begins to pool around the bases of
HALL | the pillars and quickly rises. You cannot make it to the door, which is by now submerged under the gas. Your only hope of escape
SOLO| from this creeping menace is to climb one of the pillars. If you came here from 14B, you must try to roll your POWxX5. If you make
it, go to 23A. If you fail, go to 23B. If you came here from 3BA, go straight to 23A. If you don't want to try to climb a pillar, go
straight to 23B.
14B — Make a Spot Traps roll, If you make it go to 43A. Otherwise go to 14A.
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be single-handedly hunted and killed. The skin, teeth, or claws
of this animal are given to the band chief upon return, and the
person is initiated the following summer. The new Initiates,
in a day-long ceremony, swear the Qath, and each is given
a small ornament of gold.

Remaining an Initiate

The requirements for remaining an initiate are much the
same as those for a lay member. Two points of Battle Magic
POW must be sacrificed each Sunday, and the Initiate must
continue studying the various skills.

Most Initiates return to their family bands, some join a new
one. Some, however, will choose to join with others of their
age to follow a particularly adventurous Lord or Priest instead.
Such people and bands are called the “Long Spears,” both
from the two-handed spear which is their favored weapon,
and from their habit of making deep, sometimes yearlong
forays out of the tundra.

The cult encourages this practice, which arose during the
First Age when magic could only be learned outside the
tundra. Non-cult magic and skills are often learned during
these ventures, and many future band leaders gain experience
this way. Without exception, the High Priests have been
past Long Spears leaders.

Mundane Benefits

In addition to continued instruction in the cult skills,
and the chance to go adventuring, Initiates are given authority
within the band. They have more personal freedom than lay
QOath-sworn; they may marry, trade with non-Oath-sworn,
and leave their band.

Skills

The same skills are available to the Initiates as to lay
members. However, if an Initiate seeks training in a skill
not available in his home band, he has freedom to search
out an outside teacher.

Magic

Initiates have the same Battle Magic spells available as lay
members. In addition, they may sacrifice characteristic POW
for the special cult spell Suspend Animation. They are also
allowed (by Enuk Manamee, at least) to learn magic from
any other non-hostile cult. Whether the other cults will accept
them or not is a different question.

RUNE LORD MEMBERSHIP

General Statement

The Rune Lords of Enuk Manamee are leaders of the Oath-
sworn and defenders of their god. It is their task to guard
Enuk Manamee from further harm, and to ensure the survival
of the Oath-sworn long enough to restore Enuk Manamee to
his former power. It is expected that at some stage in their
lives they will perform some quest, such as leading a band of
Long Spears or killing one of the dreaded snowbeasts. They
are the teachers of cult members.

Requirements

All Rune Lords must be men. They must have been initiates
for at least five winters, rightfully upholding the laws of the
Qath. As with becoming an Initiate, they must go out into the
winter, this time for the entire season, and kill some beast
or monster (non-Oath-sworn men count).

A prospective Rune Lord must be 90% in Snow Survival,
and at least 90% in Spear (any style) and one skill not listed
in the lay membership section. He must also be 90% or better
in two of the following: Camouflage, Bow, Shield, Tracking,
Starsight, or Oratory, and must know one fire spell as well
as two points of Heat. One point of characteristic POW is
sacrificed upon becoming a Rune Lord. Other requirements
are as listed in RuneQuest.

Restrictions

A Rune Lord of Enuk Manamee exists first and foremost
to protect his god. Anything which might possibly be a threat
must be destroyed, or driven off, without reckoning the cost.
The secondary responsibility is to ensure the cult’s survival,
so that Enuk Manamee may be made whole again. Anyone
not of Ice, Darkness, or Air must be sheltered and offered
whatever is the Lord’s to share. No Rune Lord of Enuk
Manamee will use Divine Intervention for purely personal
reasons; the drain on the god is too high.

Each High Holy Day the Rune Lord must re-swear the Qath
and sacrifice one point of characteristic POW. To avoid being

15A — As you walk back, you see a heavy grating descending from the ceiling. It will certainly cut off your retreat from this WARE
corridor, at the least. You can either shrug your shoulders and go on down the hall (go to 44C), or you can try to make a leap to HALL
escape the grating {(go to 17A). SOLO
15B — If you came here from 34Byou were just hit by a dart. It does 1D6 points of damage. If you came here from 13A you
dodged a flung dart. Ahead, you can see a stunted figure flee into the shadows. You may either fire a missile (21B), cast a spell
{30B), or ignore it and go on to 21C.
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completely drained over the years, a Rune Lord must lead
an active (and adventurous) life . . .

Benefits

For becoming a Rune Lord, the cult member has the honor
of being a bulwark between Enuk Manamee and his enemies.
On a more mundane level, along with all the advantages listed
in RuneQuest, Rune Lords become band leaders, and receive
gifts from the band members once each year. They have first
chance to trade with non-Oath-sworn, and may marry as often
as desired. They will usually attract several dedicated Initiates
as students and followers. They may lead a Long Spears band;
they may gain an Allied Spirit (usually that of some past Lord
or Priest). If possible, they will be given iron armor and
weapons by the cult. However because of the scarcity of the
metal in the tundra, the possible gaining of these always
requires a quest.

RUNE PRIESTHOOD

General Statement

The Rune Priests of Enuk Manamee, both male and female,
are the ones responsible for restoring Enuk Manamee to health
and power. As such, they are subservient to the Lords in times
of danger, but take precedent in times of prosperity. Like the
Rune Lords, they are leaders among the Oath-sworn, and are
expected to teach any cult members of their band.

Requirements

The candidate must have a POW of 18 or greater, know
at least 3 points of Heat, and three other fire spells, and have
sacrificed at least once as an Initiate for Rune Magic. They

must have upheld the Oath, and have been an Initiate for
at least five winters. Finally, they must spend one winter
alone, during which time they must capture and tame one
of the animals of the snows, to later serve as a familiar for
some Rune Lord’s allied spirit.

Restrictions

The restrictions on Rune Priests are the same as those on
Rune Lords. Additionally, the Rune Priests are expected
to compose chants of the events in their band’s travels. Once
each High Holy Day, the priest must sacrifice one point of
characteristic POW. (It is useful to have an extra point of
POW.) No spell is gained from this. All Priests must learn
how to teach magic as soon as possible.

Benefits

Again, the benefits of being a Rune Priest parallel those
of the Rune Lord. All ceremonies are officiated at by priests.
The final authority in the cult, short of Enuk Manamee
himself,, is vested in the High Priest at Weeping.

Rune Spell Compatibility

All one and two point Rune Magic is available to this
cult, with the exception of Multispell II, Reflection, and
Summon Elemental. (The power of Summoning was lost
to the Ice Gods.

Cult Spells
Rune Priests (and other cult members) have the following
cult-special spells available from Enuk Manamee:

WARE 16A — The cavity in the pillar top is larger than you thought — inside it is a winding stairway leading up. There is nowhere else to
HALL| 9o Either climb the stairway (go to 44B), or wait in your cubbyhole until the gas dissipates (go to 36C).
SOLO 16B — The trollkin hands over his club and three extra darts that he had. He also gives you a pouch of lead bulgs (troll money).
| There are 80 bolgs in the pouch, each worth about a clack. He then scurries away. Go to 27A. -
16C — You may either go out the back door of this room, or go back the way you came. Going out the back door leaves the
dungeon entirely, and going back where you came from takes you to 7A.
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FREEZE FIRE

Cost — 1 POW point
Duration — Until used
Reusable

This spell causes one cooking-sized fire to become dormant.
The flames and heat disappear until such time as someone
touches the material and recites a brief prayer (one round)
to Enuk Manamee. The flames then reappear. Such frozen
torches will be carried by almost every Initiate or Rune
level character in various numbers. The chant to release
the fire is taught in every band.

Range — touch
Non-stackable

SUSPEND ANIMATION

Cost — 3 POW points
Duration — indefinite
Non-reusable

This spell, which may not be cast on an unwilling subject,
causes all life functions to be frozen for an indefinite period.
No deterioration takes place, and no further damage from
poison or disease occurs (although these are not cured).
The subject remains in this state until conditions surrounding
him or her become favorable for reawakening. This spell is
usually used to save oneself from winter’s cold, and it is not
an unusual sight in the spring to see a body, apparently frozen,
lying in some sheltered niche away from predators, waiting
for summer’s warmth, or some passing friend to build a fire
to warm it back to life.

SUBSERVIENT CULTS

Range — 40 meters
Non-stackable

Spirit of Reprisal

There is no spirit of reprisal for this cult. Any member
who forswears the Oath is expelled from the cult and his
band, and earns the undying enmity of those who remain
faithful. He or she may be hunted as an animal by would-be
Initiates and Lords. In the harsh tundra, this is usually suf-
ficient. Note that raising weapons in anger against a fellow