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LETTERS COLUMN

On issue 18

Different Worlds 18 has to be the best
issue to date!

Your Traveller articles, Swords on Deck
and Changes for Trillion Credit Squadron,
cleared many, many flaws.

| was especially thrilled with Star Trek
—Beyond the Final Frontier. | have always
wished it would become an RPG. The note
at the end of Metal Marvels, however,
devastated mel

| am desperate for a copy of the game.

If either Paul Crabaugh or Emmet F. Mile-
stone would be willing, | would pay copy
expenses, postage, and any gratuities,

Thanks for your marvelous magazine and
the extraordinary help it renders to the
world of gaming.

Tom Helms
West Medway, MA

Dear Tom,

I understand from Gigi’s letter in issue
20 that the author of the Star Trek RPG,
Michael Scott, is working on a new edition
of the rules. It should be worth the wait.

Yc

Reviews and Trashcans

After reading the review of Deities and
Demigods in issue 19, | couldn’t let that
outrageous piece of slander go unanswered.
Mr. Amory's ‘“careless butchering’’ of a
useful and well-done work makes most of
his comments “’fit only for the trashcan.’*

““What we have here is an error of
vision,” Mr. Amory has totally missed the
purpose of DDG. It is a ‘cyclopedia of gods
and heroes’ not religions. It never pretended
to outline religions for D&D only their
deities. That is a good thing, too. | for one
would have no use for pre-fabricated reli-
gions in my campaign. In fact, any real
dungeonmaster fikes to keep control over
the creation of his world, its societies, and
its customs. A pre-fab religion restricts all of
this. Of course, if Mr. Amory wants to be
led by the hand, that is fine with me.

| agree with him on one point. The
alignment system does restrict somewhat
the personality and quirks of the gods. But,
it does that to playercharacters also. The
good and evil of the alignment system is
another ‘can of worms' which applies to all
D&D games not just DDG.

Mr. Amory’s next criticism is that DDG
promotes piayer/deity interaction. Some-
thing he feels never occurred in mythology
and should never occur in play. |f Athena
had never met with Perseus, would the
Medusa have been slain? What would Elric
be without his conferences with Arioch?
A novice DM might be tempted to throw

Qdin and Zeus at the first players to come
along. If he does, he will learn of his mistake
soon enough. DDG does not advocate
deities as party mernbers. The chances given
for intervention are restrictively small. Of
course, a DM is not bound to the given
numbers. A real DM will adjust them to
fit his needs; something the introduction
of DDG makes totally clear.

Even if the people at TSR did publish
a complete treatise on religion in role-
playing, it would have been an enormous
work. Each mythology could easily take
up a book the size of the DDG. What would
the cost of seventeen such mythologies be
when DDG costs $12? And the use of such
a work to an experienced DM is practically
zero.

Probably the best feature of DDG is
its lack of strong ties between the different
deities. A DM can make an entirely new
pantheon using his own selection of the
gods. He can stick to the pantheons from
mythology and adopt them to his own
world, doing some research on that myth-
ology. He can also go all the way and base
his world totally on the mythology of his
choice. In any case, the DM decides, not
the people at TSR.

Chris Warack
Cambridge, MA

Review Correction
Upon receiving my copy of DW 19,
| read through my réview of Adventure
Class Ships and noticed an errbr, on my
part, in the text of the review. Specifically,
in the second sentence in the fifth paragraph
| left out the word “‘only.” The sentence
should read “These are probably sorne of
the most meticulous plans around, offering
not only the usual half-inch, 1.5 meter scale,
but a great amount of interior detail, such
as consoles, tables, beds, and regular and
command chairs as well.” The FASA plans
do contain the square grid, which is, of
course, necessary for its use with Snapshot
or Azhanti High Lightning. My apologies
to both FASA and DW'’s readers for any
problems that this may have caused; 1
deeply regret the error.
Tony Watson
Los Angeles, CA

A Heraldry Modification

Robin Wood’'s article on heraldry in
DW 20 is very good and authoritative, but
it makes one statement which needs modi-
fication, and leaves out one cautionary note
that incipient arms painters and devisers
might want to keep in mind.

Modification — Robin states that women
only used a losenge for arms. This, in fact,
is only true in the later, decadent period of
arms use, during the Elizabethan period.
Before that, when arms still meant some-
thing as an identifier on the battlefield,
women's arms were on shield shapes, just
like men's were. We had this same misunder-
standing in the Society for Creative Ana-
chronism, until Seneschale William the
Lucky {(whose mundane name, William
Jouris, has shown up periodically on various
playtesters lists) did some honest-to-god
research and discovered that it was the
Elizabethans, who no longer used heraldry
for battlefield recognition, who had rele-
gated the women to a lozenge. Robin
cannot be blamed for this “mistake,” as
most heraldry books make the same as-
sumption, that women al/ways were stuck
with a lozenge.

Cautionary Note — Besides ease of
painting, which is considerable, the arms
deviser for fantasy miniatures should follow
the primary rule of rea/ (battlefield) her-
aldry. Keep it simple. Quartered fields with
three charges on a field cannot be distin-
guished from one hundred feet away. Each
set of arms should be fairly simple {never
more than quartered, never more than a
single charge on a field, number of colors
kept small} and, especially for miniatures,
kept easily identifiable at a distance.

This brings up the reason for the ruling
that a color could not be put on a color,
a metal on a metal, or a fur on a fur. From
a distance, two colors will blend into one
bland field, and cannot really be told apart.
1f colors are always on metals (dark on
light) or vice versa, they are better distin-
guished at a distance. Also, a color or a
metal on a fur is easily distinguished, while
two fur patterns just get things hopelessly
jumbled.

Oh vyes, in discussing the strange names
for positions of heraldic beasts, Robin
passed up the noble griffin, which, like a
stag, seemed to have a different name for
every position it shared with other animals.
At the moment, the only one coming to
mind is the one foot on the ground, the
other three in the air position. For any
other four-footed animal, this was rampant.
For a griffin, it was serjeant. Funny people,
heralds. We've been saying that in the SCA
for almost twenty years now. . .

Steve Perrin, Stefan de Lorraine,
Argent, a fleur de lys gules, in dexter
chief a pile, gules, thereon a crown of

three points, or.
a
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WRAITH OVERLORD
TERROR BENEATH THE CITY STATE

~ WRAITH OVERLORD

TERROR BENEATH THE CITY STATE
by Scott Fuilton

Judges Guild S e

STAR SILVER TREK

High In the Barren Hill, o’er the Falis of Valusha, it
Is rumored, lies the fabled Star Silver Lode. Now,
with danger threatening, your Dwarven Clan has
sent you and your seven stout-hearted friends to
seek out that hoped-for treasure lode. Can your
party but return with enough Star Silver, the
cunning smiths of the Clan will forge such mighty
weapons that your Clan wilt have an overwhelming
advantage Iin the threatening strife. Go quickly,
now! The c¢ry of the Raven on the night wind
warns that the enemy may also have heard of the
lode and be, even now, stealing It away! Set in the
Frontlers of Alusia campalgn map, this 48-page ad-
venture scenario provides new monsters, encounters,
and suggested player characters as well as a sug-
gested new skill. Designed and approved for use
with DragonQuest. $7.00

WRAITH OVERLORD is a Universal Adven-
ture which details the numerous tunnels and
sewers of the City State of the Invincible
Overlord. This subterranean adventure in-
cludes a huge 112 page Guidebook and a
22" x 34" map of the Terror-filled Tunnels.
Danger awaits the intrepid adventurers who
dare to prove the depths beneath the City
State. $12.00

HEROES AND VILLAINS

The Frontiers of Alusia come alive with this
compiiation of Incredible Alusian citizens. This is a
book no DragonQuest Judge should be without.
Many personalities are flnely detalled herein along
with a host of characters of varying Importance.
Within this book roam such characters as the Lone
Huntress who stalks the Filgisio with her Sabre
Toothed Tigers, and OId Gregor the Storyteller,
spinning his yarns in the taverns of Seagate. Then
there Is Aurella, a soft-hearted Elven Troubador
who cannot cure her wanderlust. These and others
awalt your intrepid DragonQuest players as frlends,
enemies, or just as chance encounters. $7.00

MAGEBIRD QUEST

Make a fantastic quest for a rare item which in-
volves a perilous journey o'er land and sea to the
rugged crags of the Rookerles. This is a challenging
inittial adventure to start beginning players into the
amazing world of DragonQuest. This scenar'o con-
tains three completely detailed villages, numerous
characters, new monsters, encounters, caravans,
brigands, merfolk, pirates, and much, much more.
Set in the Frontiers of Alusia campalgn map, this
64-page adventure scenario provides new monsters,
encounters, and suggested player characters as well
as a suggested new skill. Deslgned and approved for
DragonQuest. $10.00

Judges Guild
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The Award-Winning
Fantasy Role-Playing
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is staring directly into the light source. Test this by lighting
a candle and turning away after it is lit. You will have a
blind spot. Much like the spots that happen when you look
at a flashbulb.

Did you know that humans cannot see color in dim
light? Qur minds often fill in the color, but we do not
actually see it. This is because of the structure of our eyes.
We actually have two different vision mechanisms. Al-
though this is not medically exact, I’ll describe it in simple
terms. We have two specialized cells in the eye: they
are called Rods and Cones. Cones pick up color and only
color, rods pick up detail and intensity and only see
black and white. We are at our visionary best in daylight,
but not bright sun. At night, only one of the systems
works. The GM can use this in role-playing in the way
he describes things to the human players. A human will
not be able to tell if someone approaching is wearing green,
blue, brown-orange, red or a black cape out at night. But
he would be able to see something yellow.

Because different colors reflect heat differently, any
elves, orcs or dwarves will be able to tell the difference
especially between warm (reds, yellows nad browns) and
cool colors (blues, greens and purples). In most RPGs
elves are thought to be able to see better than dwarves.
A possible explanation might be that infravision could have
evolved in two different ways: it could be a difference in
the overall chemical make-up of the eye or it is caused by
a specialized mutant group of cells in the eye.

Because dwarves are an underground race, it is likely
that their infravision is a structural chemical difference.
This would make them quicker to adapt, but less discrimi-
nating as to intensity, and more discriminating as to tex-
ture. Dwarves commonly show a preference for bright
colors, elves for soft muted ones. These preferences can be
useful in character portrayal.

If a character has infravision, he/she might have a limi-
tation in bright sunlight. This may account for the dwarves’
hoods and the peaked hats or hoods of the elven archers.
The hood or hat throws a shadow over the eyes, much the
same way we shade ours with a hand when we want to
focus on something far off in daylight.

There is also the concept first proposed by J. R. R.
Tolkien that elves are able to see farther than humans. If
they had larger eyes, and slitted pupils, they would prob-
ably be able to control their focus better than humans.
Elves are commonly drawn, painted, and described as
having large eyes.

Then we come to other races, such as the orcs and trolls.
Orcs were created from elves therefore their vision would
have been similar to start with. But they were bred and
lived underground for many generations, causing further
mutations such as photo sensitivity. Hence their aversion
to daylight, and their preference for contrasting colors
(black and white, black and red). Colors of about the same
intensity such as brown and grey would look the same to
them.

Trolls probably do not see colors at all, but may be very
sensitive to texture and also possess the photo sensitive

quality, not in thier eyes, but in their skin. Thus when
caught in sunlight, their nervous systems overload and
paralyze them turning them to stone.

It is clear that humans have the advantage in most light
conditions. We can see in almost any light except total
brightness and total darkness, and we adapt to changes
quickly.

As an experiment you may also try to have a player-
character who can see sound vibrations. He might not have
eyes at all, but a sensing organ similar to that of pit viper
snakes, which senses heat, and another which translates
sound into a visual matrix. This last sense would give him
the ability to read body reactions the way we read facial
expressions.

No matter how well you masked your feelings, he would
be able to tell if you were frightened, angry, or calm. Add a
heightened sense of smell, and it would be impossible to
lie to or hide from him. To keep it a fair contest, you might
give some limitations to this new critter such as a high sus-
ceptibility to cold, small size and constitution or low hit
point level.

There is one more interesting thing about vision, if you
were trying to hide at night, and there was a large white
patch, such as ice or snow, and next to it a deep shadow,
would it be better to hide in the shadow or near the white
spot? If you are hiding from humans, it is better to hide
near the white spot. Becasue of the contrast glare you are
less likely to be spotted there, whereas there may be more
of a difference between you and the shadows. O
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Other Herbs

By Robin Wood

In the many fantasy role-playing
games, there are provisions made
for healing using first aid, healing
plants, and so on. However, this
is usually very abstract, with a
simple die-roll for success. Rarely
are plants described, or their uses
given. This article will try to fill
this gap.

The regular procedure gives rise to the
complementary lack of any need for a
specific herb to treat a specific pro-
blem. “T'll try first aid at 65%,” calls
the player, with no reference to what,
exactly, he is trying.

This is fine if you want a fast-paced
game with more emphasis on play-
ability than realism. Obviously, it will
take longer to describe the herbs found,
let alone look for a particular thing.
But I favor realism, and those heart-
stopping moments when you realize
that you have the remedy for six
different kinds of illness and injury,
and your friend has just contacted
a seventh. So for those with the same
philosophy, I offer here a do-t-your-
self guide to herbalism.

Naturally, the herbs in the fields
and woodlands of a fantasy world are
not going to be the ones you find
outside your door. If you want to use
those “real” ones, you can buy many
excellent books about herbs, with far
more complete information than I
could give you in the scope of an
article.

Instead, what you have here is a list
of plant parts, uses, and preparations,
with which to construct your own
herb lore.

All flowering plants consist of root,
stem, leaf, flower, and fruit.

Roots

Roots serve as anchorage, and for
absorbing water and minerals from the
soil, and sometimes storing food for
the plant. All roots are mainly under-
ground. (Although not all under-
ground parts are roots. More about
that later.)

Taproots are large, single main
roots, with smaller branches reaching
out from them.

10
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Traveller

Traveller is a trademark owned by GDW

The handyun has been long neglected in Traveller unlike
its real-life counterpart in the here-and-now. The original
rules provided those weapons that already exist — the body
pistol, revolver and automatic pistol. Mercenary (Book 4)
added just one — the snub pistol, a short-barreled ship’s
weapon. Finally, under pressure from the fans, GDW con-
sented to add the laser pistol in Double Adventure 2 — Mis-
sion on Mithril.

There the matter remained. The wide variety of rifles
added in Book 4 have never acquired a short-barreled ac-
companiment. Why, | don’t know. A strong hunch is that
taw levels are rarely enforced, so players used to dungeon-
crawling rather than civilized behavior have no reason not
to stroll around residential areas looking like refugees from
Pancho Villa's Space Army, bristling with rifles, RAM
grenade launchers and what-not. Personally, | prefer the
innocuous, easity-concealed pistol for forays into unknown
territory, a preference that led to the design of the follow-
ing three hand weapons for others of similar inclination:
the machine pistol, the gauss pistol, and the (admittedly
not very inconspicuous) plasma pistol.

The machine pistol is a heavy, rapid-fire pistol using
9mm bullets, which are not interchangeable with other
weapons. Ammunition is contained in a 20-round clip inser-
ted under the barrel, and is fired in 4-round bursts (there ts
no single-shot setting possible). Reloading takes one round,
during which the user should be treated as if evading. The
machine pistol is available at tech level 6, and is outlawed at
taw level 3. Length:200mm; Weight: 1100gm (1 clip = 400
grams); Base price: CR 500 (1 clip: CR 20).

The gauss pistol, as one might expect, is the ultimate
development of the slug-throwing pistol. 1t is available at
tech level 13 and is outlawed at law level 4. It fires gauss
rifle ammunition, although at a lower velocity {1200m/s).
A standard 40-round gauss rifle clip is inserted under the
barrel, in front of the trigger-quard. As with its larger
cousin, the gauss pistol may be fired in bursts of 4 to 10,
as well as single-shot. Length: 150mm; Weight: 500gm
(1 clip = 400gm); Cost: CR 1000 (1 clip: CR 30). Note
that the high relative weight of the clip is due to the inclus-
ion of the power pack for the pistol (or rifle) in the clip
itself.

The plasma pistol-15 (or PP-15) is the most powerful
single-hand weapon available in the Imperium; although

illustration by Wes Crum

PISTOLS

By Paul Montgomery Crabaugh

outlawed at law level 1, it finds considerable popularity
among Imperial ground force officers - as well as, of
course, elements of the population outlawed anyway. The
PP-15 is built around a PGMP-14 power pack massing
1600gm (90gm when turned on) and costs CR 250,000
(CR 50 to recharge). The projector has no grav. modules
to reduce its weight (or its recoil; the pistol may only be
fired every other turn, as with the PGMP-12). It is 250mm
long and masses 1100gm. The cost of the pistol, with the
special adapting cable to the power pack, is CR 200,000;
note that the pack must be bought separately. Maximum
range is 800m. As the name indicates, the PP-15 is available
only at tech level 15.

COMBAT MATRICES

Armor Modifiers
Weapon None Jack Mesh Cloth Ref Ablat Battle
Machine Pistol +2 +2 0 -1 +2 0 -3
Gauss Pistol +3/+6 +3/+6 +1/+4 0/+2 +3/+6 +3/+6 -3/-1
Plasma Pistol +3 +3 +3 +3 +3 +3 0
Range Modifiers
Weapon Close Short Medium Long Extreme Damage
Machine Pistol -2 +4 -1 -3 no 3D
Gauss Pistol 0/0 +2/+2  +1/+3 0/+2 -3/1 aD
PlasmaPistol no O +2 +#1 0 8D

Other Modifiers
Weapon Min Dex Penalty Adv Dex Bonus
Machine Pistol 8 11
Gauss Pistol 8 1
Plasma Pistol 9 12

And last but not feast, for those of you who now routinely
use the Azhanti High Lightning system for resolving Travel-
ler combat, the AHL weapons table factors for all three
pistols as well as the laser pistol from Mission on Mithril
are below: 0

Weapon Effective (8+)
Machine P.  10(1)+2
60(4)+2
100(8)

Long Range Extreme (12+)
20(0)+1 40(0)+0
120(2}+1 200(1}+0
200(6) —————
120(3) 200(1)

Gauss P.
Plasma P.
Laser P. 60(5)
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Philosophy

Fantasy Is;
Reality

By Larry Best

few years ago as a doctoral candidate at the
University of Connecticut, I took a seminar on

Milton, and during one of the class periods, 1

became intrigued with the idea of twentieth-cen-
tury rationalism vs, myth, legend and fantasy, and how the
enlightment of our century perhaps blinds us to the reality
of another century, and how that blindness makes it
impossible for us to understand thoroughly the literature of
another period. In the class, we discussed Paradise Lost, so
naturally we had to deal with Adam and Eve. The general
tenor among class members was, obviously, that the Garden
of Eden story is at best a myth, perhaps a fable, at worst
simply a fantasy foisted on simple and credulous minds — a
charming, if embarrassingly naive narrative.

Now, Shakespeare I could always accept as human,
certainly unbelievable at times, but human. But Milton,
blind Milton writing Paradise Lost was brother only to deaf
Beethoven composing the Ninth Symphony — super hu-
mans — and my twentieth-century sophistication suffers
painfully every time I read Paradise Lost. To us, in that
Milton seminar, Adam and Eve were mythic or fabulous
figures, but they were not to Milton, and I, knowing
Milton’s intelectual prowess, felt uncomfortable assuming
that the Garden of Eden was merely a fantasy.

I completed my doctoral work in medieval English lit-
erature and settled into teaching my students, among other
things, of the delightful fantasies of the Middle Ages, of
super heroes, monsters, and monsters’ mothers, of giants
and dwarves, dragons, wizards, and headless green men.
I discussed and discoursed on the medieval mind, so often
naive, cute, and credulous. Until once again 1 was forced to
face fantasy from another perspective, forced to realize that
what is fantasy to one person is serious reality to another,
and that the world view makes considerable difference in
the way we perceive literature of the Middle Ages, or any
literature, or our very existence.

@ n the summer of 1979, I was teaching my undergrad-
uate course in medieval English literature, and one
lday I began to discuss the lays of Marie de France,
charming little stories written probably at the end of

the twelfth century at the court of Henry II and Eleanor of
Aquitaine. Somehow “charming” was always the word I

i
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illustrated by Roland Brown

used to describe Marie’s stories of love, marvels, wonders,
and magic, and that day I had planned on discussing The
Lay of the Werewolf.

We all know that werewolves don’t exist;it’s a fact. And
1 was suggesting something about their nonexistence, about
the fantastic imagination of the medieval man — or woman
in this case — when a rather quiet voice near the back of the
room said, “But they do exist.” The voice belonged to a
young Navajo Indian woman, and I knew then that my class
would go in a very different direction from what I had in-
tended. The proverbial hush had fallen, and I asked her if
she would consider telling us more.

She explained that among her tribe if a person or group
wishes to harm someone, he or they will choose a man who,
after sacrificing something or someone very dear to him,
and after undergoing certain rites, will be changed into a
manwolf whose purpose is to do evil, The sacrifice suggests
the ambience of the wolfman, for it is a literal sacrifice; he
must cause the death of a loved one, not infrequently, ’'m
told, of his mother. The rites imbue the wolfman with
marvelous powers; dogs and cats become frightened when
one is near, and a friend of my student once had one
running abreast of his car as he sped along the highway. The
powers of the wolfman can be reversed, however, if one is
aware that he is being hunted. Her family once had to hire a
medicine man to thwart a wolfman. Medicine men can be
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expensive — up to $500.00 for reversing the powers of a
wolfman; after all, this is the twentieth century. But the
powers of the medicine man worked, and shortly afterward,
the wolfman, in his natural guise, was found dead in an
automobile accident.

o my student such creatures are not fantastical

concoctions of the imagination but grimly real

things, and, in fact, one night as she went to her

English teacher’s house, a wolfman followed her.

She didn’t see him on the way, but she knew he followed

her; and after arriving at her teacher’s home, obviously

frightened, she looked out the window and saw the man-
wolf, very big and very hairy.

In Navajo, the name of the wolfman is Yenagloshi,
the one that comes by night.

“Well,” we rational people would want to say,“obviously
something she heard, a rabbit perhaps, made her nervous so
that she reached the house ready to create in her imagina-
tion, in her fantasy, some creature lurking around the
house.” And how quickly we want to dismiss the idea that
the werewolf might genuinely exist. We simply will not
allow the existence of such creatures because we are ration-
al and sophisticated. After all, such stories — how easy it is
to use that word — abound, especially among ““primitive”
societies. But my student is not naive or primitive; she is a
sophisticated college student in the twentieth century who
knows that werewolves exist. And because of that know-
ledge, her approach to understanding Marie’s medieval “‘Lay
of the Werewolf” must be very different from mine.

To me the werewolf is from the realm of fantasy, and
because of that association the story accretes overtones of
fairies and fairy tales and ‘“‘things that go bump in the
night”; it inevitably maintains a certain lightness of tone.
But to my student, a story about a faithless wife forcing her
husband, against his wishes, to remain a werewolf so that
she can carry on with her lover, has very grim, if not tragic,
overtones. We inevitably approach that story from two very
different world views and thus gain very different emo-
tional reactions to and interpretations of the story. And, in
fact, my Indian friend has a much more immediate ap-
proach to such medieval literature than I have. The very
nature of my contemporary sophistication shields me from
a powerful reality.

hen I discuss Old English literature I have always

Wenjoyed briefly considering charms: charms against

elves, horse thieves, sickness and nearly anything

else that afflicted the Anglo-Saxons. I don’t pre-

tend that charms have much literary merit, but they present

a fascinating mixture of Christian and pagan beliefs typical

of Anglo-Saxon society. But I’'m also sure that I like to

consider the charms in my class because they give us a
glimpse of a very early, very pagan, very fantastic world.

The following charm from the Old English is difficult to
interpret, but it seems to be against a sudden pain, as if the
victim had been hit by a spear. The cause of the pain,
however, is thought to be bewitchment by the gods, the
elves, or a witch.

Feverfew and the red nettle which grows through the house
and plantain; boil in butter —
“Loud were they, lo! loud, when they rode over the hill,
Resolute were they when they rode over the land.
Fend thyself now, that thou mayest survive this violence!
Out, little spear, if herein thou be!
I stood under the targe, beneath a light shield,
Where the mighty women made ready their strength
And sent whizzing spears;
I will send them back another
Flying arrow in their faces.
Out, little spear, if herein it be!
Six smiths sat, wrought war-spears.
Out, spear, not in, spear!
If herein be aught of iron,
Work of witch, it shall melt.
If thou wert shot in the skin, or if thou wert shot in
the flesh,
Or if thou wert shot in the blood, or if thou wert shot in
the bone,
Or if thou wert shot in the limb, thy life shall never be”
harmed.
Or if it were the shot of gods, or if it were shot of elves,
Or if it were shot of witch, now I will help thee.
This to relieve thee from shot of gods, this to relieve thee
from shot of elves,
This to relieve thee from shot of witch; I will help thee.
Flee to the mountain-head,
Be thou whole; may the Lord help thee.”
Take then the knife; plunge it into the liquid.

Most of us today, if we had a pain, would not turn to
an exorcist but to an educated physician, and we would
rely on his carefully reasoned diagnosis and treatment.
Sure, we hear of faith healers and witch doctors among us,
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and usually we categorize them off-handedly as part of the
frayed edge of society, quacks and charlatans. After all,
this is the twentieth century, and we are enlightened,
sophisticated people.

But perhaps my Indian friend is sophisticated, ie.,
worldly wise, about worlds of which I am totally ignorant.
Her mother, for example, born in the twentieth century,
was once bewitched.

he suffered from severe pains, so the family called
Sa hand trembler. As the mother lay prone, the
hand trembler moved her hand through the air just
above the body, and as the hand approached three
areas of the body, the trembling intensified. When the
trembling hand had located the affected areas, the hand
trembler placed her mouth on those areas and sucked
through flesh and skin a clump of hair, a small bunch of
ashes, and a piece of bone: the items had come from a
corpse and had been implanted in the mother’s body by an
enemy. The diagnosis, bewitchment. The cure, intuitive and
mystical discovery of the foreign objects, and their removal
by the strange and awful power of a hand trembler. Fan-
tastic? Yes, to most people, but not to my student who saw
the bone, the hair, the ashes, and the wounds left in her
mother’s body.

And what about the old pagan charms to alleviate witch-
craft? To my student it could be twentieth-century medi-
cine, twentieth-century reality, and that real frame of
reference will affect profoundly how she perceives those
charms taken from medieval literature.

nce, when my student dropped in, I happened to
be reading the medieval saga of Eirik the Red. The

saga, written in Iceland in about the year 1265,

tells of events that occurred in about 930-1020.
This saga and the Greenlander’s Saga, written in about
1200, tell of the voyages of Icelanders to Greenland and
then on to Vinland or North America. Since the infor-
mation contained in these accounts is quite clear, why
aren’t we celebrating Leif Eirikson’s day instead of Col-
umbus day. The answer to that might be in our view of
fantasy. Because the sagas contain material that to us is
quite fantastic, we doubt the credibility of other material
which appears fairly factual.

For example, when my student visited me, I had just
read an account of a prophetess employed by the men in
Greenland to help them rid the land of famine and sickness.
The prophetess needs a young girl to sing a chant, and the
men are afraid they will not be able to find one who knows
the chant, since they are few in numbers and far from
Iceland. They do, however, find Gudrid who had been
taught the particular chant by her foster mother when
Gudrid lived in Iceland. But Gudrid, being a Christian,
wants no part in the proceedings. Perhaps her new enlight-
enment precluded a belief in the efficacy of fantastic, pagan
practices. She finally consents, however, and because she
sings the chant so beautifully, more spirits than expected
appear, and the seer is able to see into the future, prophe-
sying of the extent and duration of the famine and sickness.
She also, out of thanks, foretells Gudrid’s future, a very
bright future. We are not told what Christian Gudrid’s
reaction was.

My student’s reaction to that episode, however, was
simple acceptance. She saw nothing strange or fantastic
about a woman calling up spirits, communion with whom

“would give insight into our lives, present and future. Nor

was my student surprised as I read another episode from
Eirik’s Saga. At one time Gudrid and her friend Sigrid,
who is ill with the current sickness go outside to the privy.
Once out in the cold night of Greenland’s winter Sigrid
cries out. Gudrid says, “We have acted rashly . . . and you
are in no state to stand the cold, so let us get back in as
quickly as we can.” To which Sigrid replies, It is impossible
to go as yet . . . here is now the entire host of the dead
before the door, and Thorstein your husband with them,
and I recognize myself there too. How dreadful it is to see
such a thing!” And when this passed off, “Let us go now,
Gudrid,” she begged. “I do not see the host any longer. The
foreman too had disappeared,” who she thought earlier had
a whip in his hand and sought to scourge the company.

ow I have never seen spirits of the dead near a
privy or anywhere else, and when I hear about

others seeing spirits, my gut reaction is to consider

those informants a little lower than rational
beings. Oh yes, 1 am fascinated by the idea of spirits; I may
even want to believe in them, but I doubt if that desire
could ever be part of my being, part of my reality. So I read
medieval Icelandic sagas, amused and charmed by the
fantastic elements. My indian student, however, found
neither amusement nor charm but understanding. I might
have been reading the account to her from the morning
paper.

And I can’t forget that her twentieth century father has
promised to hand down to her upon his death the crystal
ball from which she can learn many things. Neither can I
forget her grandmother who spoke with snakes and bears,
who once while tending her sheep met a bear and said,

Forgive me bear, for walking in your path,
Buzt I intend no harm for you.
Please leave me free to go my way.

How strongly that reality clashes with my reality when as
a child I remember vividly when Tommy Thompson shot
the bear that wandered down the mountain behind my
house. Mr. Thompson’s gun spoke to that bear, and I
watched for days as that huge animal disappeared slowly,
inexorably back into the earth. So I ask myself, “Who is
sophisticated?”

Now I may never resolve the problem whether Adam
and Eve lounged around in a literal garden, or whether
witches do bewitch, or whether spirits can be spoken to,
but I do realize this: I realize that I would not like to
give up my upper-middie-class education, my Ph.D., my
cushy teaching job at a university for a life of herding
sheep, hauling water over the deserts of southern Utah, and
fighting dust and wind and cold. But I also realize that
technology, education, and shoes have caged me, kept me
from a realm too often considered mere fantasy, a world
through which I might perceive medieval literature, and
all literature, and my entire life from a new and visual
standpoint, a beautiful and fantastic world of pure reality.0
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as the Faceless Statue which Pavis the Hero used to build
his city. :

In the Second Age there were many wars between the
Elder Races. Mankind knows little of real detail concerning
these colossal events, for the ruins of their many wars were
old when men moved into the empty regions. One of those
fights was the destruction of the Nidan Mountain kingdom.
Only that dwarf kingdom seemed to keep its splendor
intact through the wars, until it became a victim of Time.

Gonn Orta, a famous giant rumored to be yet alive, was
one of many who helped defeat the Nidan Kingdom. The
mountains, ancient though they were, showed cracks and
scars where Gonn Orta laid his lever. Famous peaks tottered
when the giants cast their weight upon the well-placed tool,
and for a year the regions downwind were covered with
dust and grime as the mountains groaned and moved.

Deep inside the mountain stronghold there was grim
fighting in narrow tunnels and palatial arcades as the
dwarves defended each turn, doorway and room with traps,
counterattacks and cave-ins. Trolls led the way in, happy to
face,death for the prospect of a dwarf meal.

Afterwards, from the rubble of ruined rock, the giant
jolanti thrust their way outward, born into the world and
set free. The giants, who had worked for years to defeat the
dwarves, looked over the stone men and then returned to
their homes. The huge jolanti stood where they were for
a long time. Most of them were destroyed by rival dwarves,
but some did wander off. One large group was befriended
by elves a few years later who bestowed intelligence and
fertility upon them as a triumph of growing over making.
These still live in forests with the elves in Aggar, at the
fringe of the Lunar Empire.

The giant jolanti who were made whole by the Aggar
elves were called the Dringi to differentiate them from the
more numerous normal-sized jolanti.

The dwarves no longer seem to have the ability to make
the giant jolanti. It seems likely that the Gnome to Jolanti
spell now used is not able to animate such a huge piece of
stone. The secret, like many other, was lost in the Gods’
Age. Many dwarves have researched for the method, but
none has yet succeeded. However, the normal-sized jolanti
have proved sufficient to serve the dwarves’ purposes.

CREATION

Requirements for Production

A. A dwarf Rune Priest of an Earth or Stasis-based
cult, with the following spells: Summon Gnome I, I, or
IIl; Gnome to Jolanti I, II, or III; one point of Divine
Intervention. Other Rune spells may be of use, especially
Extension II or III. (Remember that once the jolanti is
made the caster loses the Summon Gnome spell.)

B. Power storing crystal, powered crystal, or Truestone.
The crystal is used as a focus for the jolanti’s existence and
continued material form. Any powers of the crystal are
superceded by the jolanti and it may not make use of them.

C. An amount of crumbled virgin stone twice the SIZ of
the Elemental to be summoned.

D. A vat large enough to contain said material. The vat
must have at least a thin coating of Runic metal, commonly
iron, placed in a 20 meter radius area that is free of loose
soil. This will force the elemental to form within the

crumbled rock in the vat instead of the earth which is its
preference.

E. At least one skilled stone worker and one sculptor.

F. A fire as hot as a Salamander, or a blast furnace.

Procedure of Production

A. The pure stone is melted in the vat and the attuned
crystal is placed in the stone. This is to act as a seed for the
Gnome to form around. One point of Divine Intervention is
cast to bind the spirit of the Gnome into the crystal when it
is summoned. As this is an elemental spirit in the service of
a god, a normal spirit binding would be inadequate.

B. The dwarf who will own the jolanti must have at-
tuned the crystal or truestone, and be present during the
initial summoning of the Gnome. At that time he must
make a successful attack against the Gnome as in acquiring
an Allied Spirit (POW + CHA vs. POW + INT). This should
be easy to roll considering the INT of elementals. However,
this person must at least be a laymember of the cult whose
priest is creating the jolanti or suffer a -10 CHA penalty for
purposes of this roll.

C. At any time after steps A & B have been performed
successfully, or before the beginning of Clayday of the
next Stasis week in any case, the rest of the steps must be
completed. Otherwise A & B will have to be repeated. Note
that the one to receive control of the jolanti need not be
present during the rest of the proceedings. The control of
the Gnome/Jolanti will not pass from the summoner until
the end of the duration of the summoning spell.

D. Be sure that the Summon Gnome and the Gnome to
Jolanti spells are of equal points, otherwise the lesser of the
two will determine the size of the jolanti. Summon Gnome,
Gnome to Jolanti and the Extension spell, if used, are then
stacked and cast. Roll D100: 01-95 means the Gnome has
formed successfully within the vat of molten stone, 96-00
means the Gnome has been destroyed in the attempt. The
Priest has lost the use of that elemental, but may sacrifice
again for a new one.

F. The Jolanti is now ordered out of the vat, and the
stone workers and sculptors go to work. The jolanti has
a head containing one eye, one mouth, a massive body,
two arms with hands like mittens, and two stubby legs. It
will be able to see poorly, speak Earthtongue, walk slowly,
and grasp things roughly. However, if the body is altered
during the duration of the Summons, these new improved
parts will be fully functional. This is where the Extension
spells are useful. The amount of alteration depends on the
number of sculptors working on the jolanti, and the length
of time they have to work. A larger jolanti allows a larger
number of workers but also requires more work to be done.
Some common changes that can be made on a jolanti are:
an additional eye for improved sight, creation of a nose for
the sense of smell, extra arms for increased utility and more
attacks, and carving of fingers for manipulative purposes.

STATISTICS AND SKILLS

The jdlanti’s statistics are given below. The limit to its skills
is DEX times 5, or the skill of the stone worker, whichever
is lower. The base level at which the skills are acquired is
dependent on the length of time spent on the physical as-
pects of the skill during the initial Summons duration.
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Small Medium Large
STR 2D6+6 3D6+12 4D6+18
Hit Points* 3D6+18 6D6+36 9D6+54
S1Z 9 18 27
INT 1D6 1D6 1D6
DEX 2D6 2D6 2D6
Damage Bonus 1D4 3D6 6D6

ARMOR: 6 point skin

SPELLS: Ironhand

*Jolanti are immune to all poisons. Hit locations should be
figured out using standard humans and altering them for
the greater jolanti hit points.

Weapon Strike Rank Attack Damage
Punch 10 25-45% 1D6 + Bonus
Kick 10 25-45% 1D6 + Bonus

The skill percentages are based on the amount of time each
is worked on.

Attack — 5% per skill per minute spent.

Perception — 5% per skill per 3 minutes spent.

All Others — 5% per skill per 5 minutes spent.
Note: It is necessary for one dwarf to be working for each
size of the elemental used in the Summoning. One dwarf
for a small, two for a medium, and three craftsmen for a
large. Otherwise the time requirements are doubled or
tripled accordingly.

Benefits

When within range, the controller of the jolanti will be
in Mindspeech with it. It can be controlled as any other
bound spirit. It can learn and cast spells, limited by its INT.
Because it has such a low INT, only simple instructions can
be given to it.

Restrictions

A jolanti counts against the limit of bound spirits one is
allowed to have. It can learn from experience up to DEX
x 5 but remember its low INT modifier.

A jolanti may be taken as Allied Spirits by Rune Priests
or Rune Loids of a dwarf cult. Its statistics (especially INT)
are no different, but it will gain full Mindlink and will be
easier to direct.

MISCELLANEOUS NOTES

Pain

Being constructs, jolanti have difficulty detecting pain
or injury to their bodies (they would be more sensitive in
earthen form, but rock is much denser). They can be carved
into intricate designs without feeling the slightest bit of
discomfort, and dwarves often use them for competitive
artistic displays when they are not used for other purposes.
Even if they lose a limb they cannot be functionally in-
capacitated. At worst, minor imbalance problems would
occur. For healing, a Repair spell must be used for every-
thing from a minor chip to the replacement of a lost limb.O

a
game master's aid for

ALL

role-playing systems

Li4p

One hundred and one catastrophic traps,
sinister snares, engines of evil, and deadly devices .
P ® .; . .

Grimtooth's TRAPS have been presented without game mechanics
of any kind; the nature, cause, and effect of each trap has been
thoroughly described so that any GM may introduce these devices of
delver destruction into his or her games with ease. For example:
Between A Rock and A Hard Place is a clever variation on the common pit-in-the-
corridor trap, and will ensure that characters keep on their toes at all imes — or they will lose their

toes! A standard pit in the floor is activated by whatever method you choose. When a character
falls to the bottom of the pit, he will find that he is in too deep to climb out on his own.
When the trap door slams down against the side of the pit, it hits a button on the wall which
causes a vial of acid to shatter. The acid rapidly dissolves a wire that runs up through the dungeon
wall to secure in place the section of roof above the pit. As long as weight remains on the floor of
the pit the pressure plate therein will insure that the block of ceiling remains in place. If all the
weight is removed, then the ceiling (continued on page 18 of Grimtooth's TRAPS)

only $9.95 (less than a dime a death!)

available at better game and hobby stores, or order direct from:

Flying Buffalo Inc. « P.0. BoxX 1467 « Dept. DW-23 « Scottsdale, AZ 85252 (please include $1 for shipping & handling)
(UK & European customers please order from Chris Harvey/FB, P.O. Box 100, Bath St., Walsall, W. Midlands, UK.)
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whenever magicians

are talked about in fiction they are always portrayed
traveling with staffs or wands. Yet very little provision was
made for that within the D&D rules. To fill this need the
article below was written, for what is a magician without
his trusty staff.

custom-made staff is one of the most useful and
prized possessions of a Magic-user. Uses for it are
limitless. It could be made to store spells for him
during days of rest before the great adventure
begins. It could also be made to absorb the abilities of lesser
magical items to store this energy in the staff for use in
combination with other abilities. It allows the spellcaster to
contribute to melee without the chance of fumbling the
spell. It also allows the casting of simple spells at the same

By Gerald M. Schmitt

moment as the staff is being used, if the game master allows
a character more than one action a round. In fact several of
the staff’s abilities could be put into use at the same time.
Touch alone could operate it so as to leave one hand free,
unimpairing the dexterity bonus which would otherwise be
forfeited when concentrating on a spell.

A staff should have a certain number of energy slots
depending on the time, skill, and money one can round up
in its creation. These energy slots could be replentished by
two means. One method would be to simply cast a spell on
the staff and have the staff absorb it. An energy slot filled
in this manner would be empty and in need of filling after
one discharge. This method also implies the possibility of
absorbing an opponent’s spells allowing you to return the
fire next turn.
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A fellow guild member could contribute to a staff’s
power by throwing spells into it that the owner does not
know. This could be extended to allow a cleric to put a
Raise Dead spell into a magic-user’s staff. As in rings of
spell storing, a fighter may use the spells but may have no
knowledge of how they work. Potions and many other item
types are usable’by many classes with the user gaining no
understanding of how the magic in these items works.

The second method of replenishment would be to have
the staff absorb the magical power of another magical item.
For example, a Wand of Fireballs could be absorbed into a
staff. A wand keeps any charges that it may have, until dep-
leted. It is important that one keeps a certain number of
energy slots open for defensive purposes or just for the time
when you run across an item you wish to add to your
collection. In the case of the fireball wand you would need
to burn out the energy in the slot to make room. This could
be costly and inconvenient at times.

staff can be created much the same way as a Ring
of Spell Storing. The character has the staff shaped
out of costly material by an expert craftsman. The
material that the staff is made of will reflect the
potential of the staff. Objects are made to allow resistance
to the energy that it is expected to be exposed to. Exam-
ple: a tea pot is constructed of a material that would
withstand the heat of fire. The cost of the basic model will
run 20,000 gold pieces (including the material costs for the
building and the craftsman’s fees). The time required
should be a month if not more. Then the spellcaster goes
into the researching phase of the staff’s construction.
A spell very similar to the kind used in the making of a
ring of spell-storing must be created except that the spell is
altered slightly to produce a spell of Energy Storing. Follow
the recommended procedure in the DM’s Guide for the
researching of this spell. The researching of the spell should
be done in private, so assume that the spelicaster is paying
the maximum cost per spell level due to the lack of a
library or lab. Also, you must consider that the spell cannot
be read to test it out. Reading of a spell of Energy Storing
would be fatal since it would absorb the energy of the
magician’s body. The character will only know if the spell is
a success after the spell is merged with the staff itself.

Step 1 — A copy of the spell is made. This spell
should be somewhere between 6th to 8th level.
Step 2 — An Enchant Item spell is then thrown on

the staff which strengthens it to receive the Energy

Storing spell.
Step 3 — The Energy Storing scroll is laid on the
staff,

Step 4 — A Wish spell is used to merge the spell on
paper into the staff without reading the Energy
scroll.

Step 5 — Finally a Permanent spell is cast to allow the
energy slots of the staff to be endlessly recharged
and emptied. The spell of Energy Storing should
create 2 to 5 (1D4+1) energy slots as would
the spell for the construction of a ring of spell
storing create 2 to 5 spell slots.

Better staves can be created in a similar way with the
spellcaster using two scrolls with the Energy Storing spell
laying them on the staff one at a time. It will require
a separate Wish to merge each scroll to the staff, one
Enchant Item spell, and one Permanent spell. The cost of
fabrication and time required is doubled. This staff would
then have 4 to 10 slots (increasing by 1D4+1). This process
can be continued. A staff with 6 to 15 slot capacity would
then cost 80,000 gold pieces and require four months to
fashion. A gem could be placed on top of the staff not just
for ornamental use but also to gain the extra ability of gems
found in the DM’s Guide under the section “Reputed
Magical Properties of Gems.” Such a gem should by all
means be an extraordinary gem of at least 40,000 gold
piece value. The more elaborate staves should also be
constructed of extra special material such as the wood of a
saint’s casket, or the leg bone of a balrog, or the nose-horn
of a dragon, or whatever the GM feels would be suitable
material.

hen hunting down items to be absorbed into the

staff, remember that the item gets a saving throw.

The staff is touched to the item and set to absorb.

If the staff has five energy slots and a character
tries to absorb a Staff of the Magi which has 19 separate
abilities the attempt could result in a large explosion. It is
like causing a nuclear reaction and not having built an
adequate reactor to contain the energy. Each magical
ability requires an energy slot in the staff. If the Staff of
the Magi doesn’t make its saving throw another group of
adventurers are off to Valhalla. A +3 flaming sword’s
enchantments could be absorbed into a staff, requiring two
energy slots, one for the plus To Hit and one for the
flaming ability. This would not be in violation to the rules
of a magic-user not being able to use a sword. He would not
be using a flaming sword but rather the enchantment of the
sword. The sword after having been absorbed then loses its
magical properties.

ertain items restricted to a specific class should

remain only usable to that class, such as a staff of

healing. The staff’s abilities could be used sim-

ultaneously, such as shooting a fireball while being
regenerated by a slot filled with a ring of regeneration. The
absorbing ability of the staff can give a spellcaster a unique
and highly effective combination of magical properties. A
character will not be so easily put off guard while holding a
staff. Just think of the character that travels with a large
assortment of magical rings, rods, wands, weapons, scrolls,
and whatever else he may own, in his staff. During a sur-
prise attack, how is a character to pull the correct item with
the correct magic from his pack?

This staff system seems to me to be a logical explanation
for the existence of great staves such as the reputed staves
of Wizardry and Power. Staves greater yet can be created
but they are always created by greater spell-users. These
personal staves should be found in dungeons only where the
most wicked nasties live. Since there is no level restriction
for spellcasters to use the staff, it may be unwise to allow
such staves to be in the hands of overdestructive players.Q
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REVIEWS

WASPWINTER

LEGEND OF THE SKY RAIDERS
JOURNEY TO THE CENTER OF THE CIRCLE
DESCENT INTO THE DEPTHS OF THE EARTH

WASPWINTER
By Walter and Dorothy Bledsaw

Judges Guild
$5.98
Reviewed by William A. Barton

““Nefarious Space Pirate Base, Ominous
Mind Control Devices, Adventure Midst Five
Alien Races'’ reads the cover of Waspwinter,
Judges Guild's latest approved-for-Traveller
adventure. Sounds like old-time space opera
at its best. But looking past the small-type
words — if you even notice them — to the
bulgy-eyed, green-skinned, raygun-toting
‘“‘alien”” on the cover standing before a
smoking volcano with a serpent’s neck and
head will get you a little closer to the truth.
Pulp at its {almost) worst.

Waspwinter follows JG’s much more in-
teresting hunting adventure, Simba Safari,
which perhaps makes it more of a disap-
pointment than if it had followed a lesser
offering. The basic premise is that a group
of exiles, banished from their home world
after a failed coup, have established a base
on the planet Waspwinter. Under the guise
of pirates, they have, for the past 300 years,
lured ships into the system and captured
them, taking crews prisoner. With their ‘‘ne-
farious mind control device,”” the pirates
have enslaved their captives and their des-
cendants, using them as forced labor in the
mines and using their stolen technology to
build a power base. The five alien races are
the descendants of the captives.

There are several complicating factors.
One race, the Axly, has proven immune to
the mind control and rebeled against the pi-
rates. To strengthen their hold on their sub-
jects, the pirates have set themselves up as
‘““High Pirests of the Mountain God"” (the
serpent-necked volcano, which conceals
their base). However, one of the pirates, the
“last fertile female,LL has established her
own branch of the religion, setting herself
up as the ““Goddess of Tears.” While the
goddess guards the only nine children
among the pirates in her Temple of the Red
Queen and 22 of the pirates are frozen un-
dergoing life-extension treatments, the rest
of the 43 survivors among the original pi-
rates continue their sporadic raids, consoli-

dating their power. into this situation come
the player-characters.

The overall situation appears to have po-
tential. And in the hands of a very compe-
tent referee and several sharp players, it's
conceivable that an interesting scenario
could be drawn from this, albeit one which
will probably rely more on referee/player in-
ventions than the material presented in
Waspwinter. This is primarily because Wasp-
winter isn't actually a Traveller adventure.
Rather, it is a setting for a Traveller adven-
ture, much like the earlier JG Marooned on
Ghostring, by the same designers as Wasp-
winter, 1t is also quite similar to the Travel-
ler adventure settings produced by Group
One. This, however, should come as no sur-
prise, since Dorothy Bledsaw is listed as the
designer of Group One’s Sapies adventure,
and both she and Walter are apparently part
of Group One. Due to this, perhaps, a lot of
the failings of the Group One scenarios/set-
tings are shared by Waspwinter.

One such problem is the excessive open-
endedness of this kind of adventure setting.
The player-characters have no set goals or
mission in this type of adventure — often
not even a concrete reason for being on the
planet in the first place (other than the ref's
statement that this is where the adventure
takes place). Thus, unless the players are
used to acting without much motivation,
the action can too often founder, possibly
forcing the referee into excessive heavy-
handedness to keep things moving. Some
may argue that this is a good thing, that
such open-endedness stimulates imagination.
However, following that argument to its ex-
treme, the best way to stimulate imagina-
tion is to dispense with scenarios such as
Waspwinter entirely and make up your own.
If I'm going to purchase a ready-made sce-
nario, it’s usually because | don’t have time
to create my own from scratch. So | expect
the store-bought adventure to be thorough
enough so | don’t have to take a lot of extra
time to make it playable. | can stimulate my
imagination without Waspwinter and its ilk.

To be fair, Waspwinter does, unlike most
of the Group One adventures, have a hook
of sorts to get players into the thick of things:
the players’ ship enters the Waspwinter sys-
tem via misjump, and the pirates set upon

them as prey, taking them captive. From
there, however, it is up to the referee and
players to guide the action as the characters
(hopefully) attempt to escape the pirates
and somehow leave the planet. To do this,
of course, they must resist the mind control
devices. (This really should be little prob-
lem. The resistance method described suffi-
ciently guarantees that most characters will
resist.) Then they must free their ship or
capture a pirate ship. Of course, if they
manage that, they probably won’t run afoul
of any of Waspwinter’s other denizens, so
the ref will have to prevent this or see most
of the cash he's invested go to waste. If the
ref is successful in thwarting what will prob-
ably be the players’ first impulse to get a
ship, they may then face other of the perils
of Waspwinter, perhaps enlisting the aid of
the Axly Rebels along the way. If they do
not get killed. Or lost. Or bored.

The idea behind Waspwinter isn't all that
original, based on the old space opera chest-
nut of several alien races coexisting on one
planet. The classic and probably most com-
petent handling of the theme is found in
Jack Vance's Tschai: Planet of Adventure
series. Unfortunately, Waspwinter bears lit-
tle resemblance to Vance's work. The alien
conquerors of Tschai were fascinating —
each race possessing its own quality of alien-
ness, yet believable enough to foster that
suspension of belief so necessary to such
ventures, Waspwinter’s aliens — conquered
and conquerors alike — are nowhere near as
well-crafted as Vance's, and correspondingly
nowhere as believable. In fact, with the pos-
sible exception of the headless, semi-intelli-
gent Tree-Dwellers, the aliens of Waspwinter
are just so many humans in alien suits —
true ‘30s pulp cliches in all their glory {one
race, the Ixtuves, is even tentacled!). The
cultures of the various races are so human
that 1 can honestly say |‘'ve known the in-
habitants of some college dorms |‘ve lived in
to be more alien than the “aliens’” of Wasp-
winter.

The fauna of Waspwinter falls short of
the mark of believability, too. Many of its
creatures exist with no biological or evolu-
tionary reasons to do so. There are beasts
with two, three, four, and five limbs, beasts
with one and with two heads — all living in
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conjunction in the same environment. It's
almost as though they've been diced ran-
domly from a set of monster tables or
drawn from a D&D sourcebook with no real
thought of how such animals would fit into
a balanced ecology. One beastie, for exam-
ple, is a five-limbed monstrosity named —
really! — an octocycle. And, no, it doesn‘t
go through eight life cycles, at least not as
far as the text is concerned. This leaves the
conclusion that the authors are simply using
the prefix ““octo-'’ to refer to anything with
more than four limbs. The Bledsaws would
do weil to read the recent article on world
building by J. Andrew and William H. Keith
in the Journal of the Travellers’ Aid Saciety.
It might help them construct more believ-
able worlds in the future.

Other, though more minor, problems
crop up in Waspwinter as wetl. The mind
control device, supposedly of such impor-
tance, is glossed over in a few paragraphs
that don't adequately give a referee much of
a grasp on its use, function or true effective-
ness (not very efficient from what descrip-
tion is given). True, the sharp referee can ex-
trapolate much from the sparse explanation
here, but he really shouldn’t have to. In a
more complete work, he wouldn’t, The idea
of the space pirates deifying themselves as
high priests is somewhat hackneyed, and the
rationale behind it faulty — at least from
what | can make out. In a graphic faux pas,
the page which explains this is run right
across two bright blue illustrations, making
the text at that point nearly illegible.

The packaging of Waspwinter poses some
problems, too. Like other recent JG pro-
ducts, the adventure comes shrinkwrap-
packaged with the standard 32-page guide-
book and an oversized, 22'"x34° mono-
chrome planetary map. The guidebook con-
tains the basic data on the planet, the aliens
and animals and the situation; pregenerated
player-characters; encounter tables; and sev-
eral color or line drawings of aliens, animals,
and locations. The latter are a bit crude. The
map features a large geodesic representation
of Waspwinter, keyed to terrain features, a
similarly keyed smaller map and a second
small map keyed to the habitats of the races
held in thrall by the pirates. Locations are
also noted for the pirate bases and Axly
rebel stronghold. A solar system configura-
tion graph is included at the bottom. On the
back are diagrams of the pirate base and
rebel stronghold, sketches of the antagonists
and a lot of blank space.

The main problem comes with the map.
It is just too big and unwieldy for use in
most situations where a planetary map
might come in handy. A smaller map in-
cluded inside the book would have served
better and could perhaps have lowered the
price of the adventure. The guidebook cover
is a real loser, too. Maybe there are some
gamers out there who like outlandish, even
gaudy, pulpish cover illustrations on their
adventure booklets, but as for me, 1'd take
the plain, black-and-single-color covers of
earlier JG adventures such as Tancred or
Darthanon Queen over the four-color mon-
strosity exhibited by Waspwinter.

Again, to be completely fair, | must note
that there are points of interest about Wasp-

winter. Despite the similarities, it is certain-

1y several cuts above the average Group One

adventure and is more complete than Bled-
saw's Ghostring. However, it falls short of
past JG offerings, such as those named
above, by about the same amount. The five
pregenerated characters are, for the most
part, well thought out and sufficiently des-
cribed to enable players to role-play the
parts if they wish. In fact, the characters are
probably the most interesting aspect of the
whole adventure. Several conflicts among
the crew, particularly that between gunner
Whisper McGee and medic Schuyler Adder-
son, could spark up the action if things got a
bit slow, providing the players are the sort
who enjoy such interactions. Interestingly,
the scout character aboard appears to have
been generated using Paranoia Press’ Scouts
& Assassins, giving an added dimension to
his background. In addition to the interest
the characters may generate, some of the
events described from the encounter tables,
judiciously used, could further enliven play.

Overall, though, Waspwinter fails in most
of its concepts. It isn't believable. It offers
few moments of excitement. it has little to
offer the Traveller player who has experi-
enced the far superior adventures of GDW,
FASA, and JG's own earlier ventures.
Judges Guild is capable of much better. O

LEGEND OF THE
SKY RAIDERS

By J. Andrew Keith and
William H. Keith Jr.

FASA

$6.00

Reviewed by Tony Watson

A jungle world of lost treasures and strange
natives with legends of mysterious raiders
from the sky; thugs and threats in the
streets of a frontier city and the half heard
whispers of a dying man; an eccentric ar-
chaeologist missing in the wilderness while
attempting to prove his unorthodox theo-
ries; his young and lovely daughter, seeking
help in finding her father; a wealthy trader,
whose activities wander sometimes to smug-
gling, who is very interested in rumors of a
“lost city.” Bring these elements together
and you will have FASA's new Traveller ad-
venture, Legend of the Sky Raiders.

The dedication reads: “To Indiana
Jones, who would feel right at home here,”
and the scenario described in the 48-page
booklet is indeed one where a man of Jones’

talents and interests would shine. The
Keiths once again have borrowed from the
exploits of movie heroes; as their adventure
Uragyad’n of the Seven Pillars borrowed
from the story of Lawrence of Arabia, so
does Sky Raiders seem to be more than a bit
influenced by Raiders of the Lost Ark. But
who could fault them? Such stories are the
best examples of the high adventure that
well run Traveller sessions can be.

The travelers are approached by Lorain
Messandi, the daughter of the archaeologist
Jothan Messandi, while on Mirayn. The
world is the subject of a fair amount of ar-
chaeological inquiry and a great deal of trea-
sure hunting into its tech 3 ruins, The latter
is due mainly to Professor Messandi's book,
Hoard of the Sky Raiders, in which he
pointed to Mirayn as the home of the le-
gendary Sky Raiders and the depository of
their collected wealth. A crucial element in
his thesis is the folklore of the native non-
humans, which depicts the lost city of
Tlaynsilak as the site of the treasure hoard.
To prove his theory, and acquire the trea-
sure, the Professor led an expedition into
the outback, and was never heard from
again. Lorain wishes to find her father and
settle the question of Mirayn’'s connection
to the Sky Raiders once and for all. The ad-
venturers are asked to join the expedition
she is forming.

The rulebook offers guidelines on all the
pertinent aspects of the adventure. There is
a complete section on outfitting the expedi-
tion - guides, food, equipment, hovercrafts,
and the like — which should give the referee
ideas on how to deal with similar setups in
the future. All of the important non-player
characters are explained, complete with
stats, skills, and a short paragraph on back-
ground and motivations. No adventure of
this type would be complete without some
opposition of a sinister and skulking nature
and information on these people is given as
well.

The scene for this scenario is well set.
Maps for the entire planet, the city of Val
Preszar, the immediate area around the city
and a large scale representation of the out-
back are provided, the latter three on a pull-
out 11"x17” map. Notations for special
points of interest appear in the rulebook
along with guidelines for movement, envi-
ronmental conditions and animal/event en-
counters, In this last regard, the authors
have once again shown their knack for imag-
inable creatures, and Bill Keith has provided
some fine illustrations of the beasts. In fact
his drawings throughout the booklet add
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greatly to setting the scene. The natives of
Mirayn, strange four-eyed hexapodals called
‘‘gogs’’ by humans are sketched out (more
information on the natives would have been
nice, if only for interest’s sake) since they
play a somewhat important role in the ad-
venture.

It would be criminal to give away the
story in Sky Raiders simply to review it.
Suffice it to say that the adventure is inter-
esting, with plenty of twists and turns, and
the travelers should find it very challenging.
The elements opposing the party are formi-
dable, and the secret of the Sky Raiders, as
much as is revealed in this adventure (FASA
is apparently planning a sequel), is fascina-
ting. Perhaps the only criticism this reviewer
can level at the book is the fact that to re-
tain the integrity of the scenario, the referee
may have to be a little heavy-handed in his
guidance of the course of the action. Still, it
is an excellent adventure, well worth the
time and effort. O

JOURNEY TO THE CENTER
OF THE CIRCLE

By Micaela Corradin

Wilmark Dynasty

$4.00

Reviewed by Ken Rolston

This is an FRP scenario originally prepared
for competitive tournament play for Melan-
da and other character class type systems. It
contains several features that distinguish it
from the general run of FRP scenarios: it is
designed to be negotiated by a group of
crippled and handicapped playing charac-
ters; it emphasizes the reflective rather than
the violent model of problem solving, and it
is an integrated adventure with a specific ra-
tionale for each element in the package.

Playing a handicapped character is a uni-
que role-playing challenge. Usually we are
taught to marshall our strengths and powers
to face our opponents, who we inevitably
will have to face in a violent conflict in or-
der to resolve the scenario. In this adven-
ture, however, the characters must cope
with unusual adversities, and must cooper-
ate ingeniously to solve even the simplest
of problems.

For example, one of the player-charac-
ters created for the adventure is a seventh
level fighter who has lost his left leg, and
who must hobble about on crutches. An-
other is a thief who has suffered the usual
punishment for being caught plying his
trade: his right hand has been cut off. Yet
another character is a cleric who has served
diligently in a monastic order, yet he has
been told that he will not be permitted to
remain in the order until he demonstrates
his dedication by helping others; in the in-
terests of furthering this dedication, his
spells have been limited to those that will di-
rectly benefit others. One mage, once a re-
nowned scholar and sorcerer, has been
treacherously served a tainted potion which
has caused him to fall into an early senility;
he lapses into fits of incoherence and be-
comes rather unreliable in his spell use. Each
of these characters presents a delightful

challenge to a confirmed role-playing fan.
This collection of misfits has the most com-
pelling motivations imaginable for seeking
to achieve their quest; they have been told
that their infirmities may be healed if they
are successful. This particular virtue of the
scenario may be enjoyed by simply employ-
ing the player-characters provided with the
module; alternatively it might be a good
idea to arrange to have some awful calami-
ties befall the players in your regular cam-
paigns, and send them on this mission to
have those handicaps alleviated.

Some violent encounters are inevitable in
this scenario, but, in general, rapid applica-
tion of wit and reason will permit the party
to achieve their goal without bathing them-
selves in the blood of other creatures. There
are no “straw man’’ bad guys, designed spe-
cifically for your slaying pieasure; each vio-
lent or perilous encounter can be seen as
part of a series of tests of certain personal
virtues honored by the powers who have
crafted this challenge, and many potentially
violent encounters can be safely resolved by
quick and clever action rather than hack and
slash. There are many verbal and situational
riddles: there are concealed significances in
the wording of verses discovered in the ad-
venture, and simple verbal riddles must be
puzzled out in order to avoid injury., The
characters are presented with situations they
must reason out: for example, they are
faced with a selection of items to assist
them in their quest; they must display wis-
dom in selecting appropriate gear and appa-
rel for their needs and temperaments. Even
the nature of the task itself is mysterious at
first; only gradually is the purpose of the ad-
venture revealed. The party must carefully
consider and plan its responses to the chal-
lenge it faces, and standard FRP responses
to problems (““Beat it to death! Steal it
blind!) are often perilously inappropriate.

Every feature of the adventure has a spe-
cific purpose within the context of the ad-
venture. lronically, in brief notes on adapt-
ing this scenario to ongoing campaigns, the
designer seems almost apologetic about the
lack of wandering beasties; she clearly recog-
nizes that most other scenarios abound with
things to kill, and is concerned that the
reader may be puzzled by the lack of such
standard fare. In fact, right next to the title
of each room and encounter, the purpose of
that part of the scenario is explicitly stated.
The result is an adventure that is coherent
and sensible, rather than an unconnected
series of gladiatorial encounters. Such the-
matically unified adventures may effectively
embellish a respectabie campaign, and serve
as a model for other challenges and tests
that player-characters may face.

There are several criticisms | must offer.
First, the designer was limited in the detail
of her descriptions and explanations: the
twelve pages of text seem to hint at greater
detail, and sometimes suffer from a lack of
clarity due to their compression. She ack-
nowledges in her final notes that she would
have loved to include, for instance, the vari-
ous magical plants and animals that might
be encountered in the Circles of the Sea-
sons; this is the sort of things seldom seen in
scenario packs, and | would have been glad

to see more of it. Second, the order and
structure of presentation is not as clear as it
might be; more descriptive and guiding tran-
sitions between encounters might have been
helpful, and a more detailed overview and
summary for the GM would have made it ea-
sier for the GM to get the total picture of
the adventure before reading the various en-
counters. In fact, the linear resolution of the
adventure is nowhere explicitly stated. An
impatient reader might never figure this out;
the only suggestion of the ultimate purpose
of the quest comes in the clues that are
given to the players. Perhaps it is only fair
to make the GM figure out the purpose, just
as the players must, but | believe the exposi-
tion might have been better organized and
detailed.

The package and printing are attractive
enough, but clearly the product is not sell-
ing itself through a glitzy cover. Colorful
artwork on glossy covers is the current in-
dustry standard, but | appreciate the efforts
of a small game company trying to put out a
quality product, and so many superficially
striking packages contain simple rehashes of
familiar ideas and limited perspectives.

This scenario does give good value; | par-
ticularly recommend it because it is an ex-
ample of a different kind of adventure, pre-
pared by a designer with an original and ap-
pealing approach to FRP gaming. | look for-
ward to seeing more such scenarios which
pose new and unusual challenges to role-
players; rather than emphasizing the player-
character’'s power to confront subtle and im-
aginative intellectual challenges. This will
not, perhaps, suit the tastes of the confirm-
ed Fireball-and-Vorpal-Sword fans, but
there is already too much of that stuff avail-
able, and who knows? Perhaps if they see al-
ternatives to the Chainsaw School of FRP,
perhaps they can be persuaded to briefly lay
down their weapons and arm themselves
with a riddle or two. O

DESCENT INTO THE DEPTHS
OF THE EARTH

By Gary Gygax

TSR Hobbies

$6.00

Reviewed by Anders Swenson

This publication is Dungeon Module D1-2 in
the publisher’s inventory and is a re-issue of
two early AD&D scenarios. The booklet is a
32-page text pamphlet loosely collated in-
side two cardstock folders. The first one has
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the usual color paintings for front and back
covers, with adventure maps on the other
side, while the other has more maps on both
sides. The maps are printed in a blue ink
which photocopies poorly.

Current standards for adventure publica-
tions call for longer texts for a given price,
and so the two earlier adventures have been
combined in one format. Redundant parts
of the text were eliminated, and new illus-
trations fill the resultant gaps in layout.

This adventure is intended for seven to
nine characters averaging ten experience
levels. The party should have enough magic
items to get along — this is definitely a semi-
tough adventure, and the GM should adjust
things if the adventurer-characters seem to
be outclassed by the dungeon.

Descent into the Depths of the Earth be-
gins with the background for the adventure
series — the adventurers have arrived at the
bottom of the dungeon below the cave-
castle of Snurre, King of the Fire Giants
from module G1-2-3 (reviewed in DW 20).
The quest against the giants has led to an
expedition to find the creatures who set the
giants against the human lands; some Black
Elves called the Drow. The history of the
Drow activities is amplified in a section in-
tended primarily for the GM.

After the introduction, the adventure
text begins with an extensive set of random
encounter tables for the Drow tunnels. The
adventure takes place in a long network of
tunnels which lead down to a fantastic city
in a cave deep underground. This dungeon
module maps the caverns and presents ad-
ventures met by the party as they make
their way to the source of Drow power.

The underground encounters include the
usual sort of dank creatures, especially fire
beetles, cleanup crew, shriekers, and the
like. More dangerous are the meetings with
the civilized Drow. There are meetings not
only with armed soldiers, but with relatively
peaceful merchant convoys. An enthusiastic
GM might map out the supposed Drow out-
posts and centers, and draw up a schedule of
caravan traffic between them. Also present
on the tables are the enemies of the Drow
civilization: the troublesome tribes of Jer-
malines, and the evil forces of the Mind
Flayers.

Three keyed adventures occur in the tun-
nels. The first one is a straight fight between
the adventurers and a tough Drow patrol.
The second major fight is with a raiding par-
ty of Mind Flayers and Were-rats, who have

halted their patrol long enough to torture a
Drow prisoner (in the middle of a major pas-
sage?).

The third encounter area is a grand cav-
ern containing a little of everything. There
are Drow soldiers, purple worms, a liche, a
clutch of undead, a giant slug, sphinxes,
trolls, bugbears, troglodites, wyverns, and
funny fungi. All these creatures are appar-
ently expected to do nothing but sit in their
caves and wait to be attacked, for they
would certainly defeat any moderately
tough adventurer party specified by the
author if they all tried a massed and well-
coordinated attack. But, on the other hand,
if the various denizens of the cavern are not
working together, how has it happened that
they are not at each other’s throats? And,
by the way, what are they all eating?

The rest of the adventure was originally
published in module D-2, Shrine of the Kou
Toa. The adventurers cross an underground
river and enter the territory of the Kou Toa,
a malignant race of fish-men. There is a brief
encounter with a tribe of dwarflings, and
then the shrine encounter itself.

The Shrine of the Kou Toa is a fairly
substantial temple dedicated to the goddess
Blibdoolpoolp. The shrine is a sort of one-
level dungeon, placed astride one of the
main tunnel routes in the underground area.
There is great hostility between the Kou
Toa and the Drow, so it is surprising to find
the main Kou Toa stronghold in the middle
of a thoroughfare used by the Drow as a
main route. It is aiso surprising to find the
Kou Toa still in business, given the seeming
superior military power of the Drow, but
who knows?

The temple is the seat of a high priest,
and contains slaves, guards, a fish-women
harem, as well as quarters for some ordinary
Kou Toans, but probably not enough to
keep the species going. If | were placing this
in a campaign, |'d tuck it off in a corner sur-
rounded by less specialized communities of
fish-people. Then, 1‘'d give the PCs a real
good reason to break through to the temple.

The booklet concludes with a list of
characters from the original convention run
of this adventure, eight tough men and
elves, and with a detailed description of the
Drow, the Jermalines, the Kou Toa, and the
Svirfneblin as AD&D monsters. | believe
that these creatures have all been collected
into the Fiend Folio book.

Descent contains what was the middle
third of the original Gygaxian scenarios for
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AD&D, and actually appeared before the
DM'’s Guide and Player’s Handbook were re-
leased. It is interesting to note that these
scenario descriptions share many strengths
and weaknesses with the AD&D rules.

There is a great deal of imaginative ma-
terial here, but while the writing style is by
no means poor, the combination of florid
prose and new ideas make a text which is
relatively difficult to read. Gygax does not
make a regular practice of organizing his
text to help the poor GM pick out the im-
portant information quickly. For example,
just to play this adventure, | have had to go
through the text and put together a roster
of the rooms and their contents, including
monsters, just to avoid blowing things by
omitting an important circumstance or en-
counter. Such an omission is very possible
through simply reading the text.

Overall, though, this is a worthwhile ad-
venture. The plot is interesting, and every-
thing is well detailed. Aside from the prob-
lems | have already noted, the adventures
are interesting and generally of superior qua-
lity. While many AD&D players may already
have this volume, | would rate it a good buy
for those who do not. B
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catacom

You, Moraden, leader of a party of six brave adventurers,
step through the north portal of your safe room. There isa
blaze of shimmering light. The next instant you and your
friends find yourself in another toom. As your party enters
this large, grim, dank catacomb, they see the north wall is
made of moldy stone. There is a large iron statue with eyes
made of red gems. Suddenly from behind the statue leaps
an awful ghoul! As one, your group draws their swords to
battle . . . for giory and riches in the CATACOMBS OF
CHAOS.

CATACOMBS OF CHAOS is a fully computerized, fantasy
adventure, correspondence game allowing for interaction
between players and the magical fantasy realm of the
catacombs. This adventure allows players one turn every
two weeks with the game running until a predetermined
number of turns has elapsed.

As a player you will have hundreds of unigue, exciting
rooms to explore. Each holds its own secrets and
treasures; each with its own dangers. The mysterious
catacombs are haunted by fearsome creatures of darkness
sworn to defend the treasures at all cost. This is a world of
magic and archaic weapons where only skill and cunning
stand between you and a horrible fate!

Using a powerful computer, each turn will be evaluated
using the speed and accuracy of optical mark sense
scanning and the power of a computer system with 23
million bytes of on-line, hard disk storage. All this to bring
you highly detailed room and character descriptions,
detailed character development and the most realistic of
combat and action evaluations.

©1981 Schubel &Son

The game’s objective is to obtain points which are
measured by different criteria depending on the type of
party you have formed and its quest. The player with the
greatest number of points will be declared the winner.

CATACOMBS OF CHAOS offers these features:

Choose characters from 21 different types in 7 different
categories.

Design your characters special abilities.

Hundreds of different treasures and artifacts, some
with mysterious magical properties.

Machine-read turn sheets which virtually eliminates the
possibility of human error and speeds turn processing.

There are well over 150 different rooms. Each is fully
described in text with no codes to decipher to see the
results of your turn.

This second generation play-by-mail game is run by
the leader in play-by-mail with the experience of over
100,000 turns processed by our company.

The cost of CATACOMBS OF CHAOS is:

55.00 for a rule book and $1.75 plus 25¢ per character per
turn. Send just $5.00 for your rule book to enter.

senaie SChubel & Son

P O Box 214848
Sacramento, CA 95821
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Dear Tadashi,

Keeping up a monthly column is usually
difficult, but lots of things are happening
now and | have plenty to relate.

| have a press release from FASA that
announces their WWil RPG, Behind Enemy
Lines, for release at ORIGINS ‘82. Like
most press releases, it forgot to mention
the designer’'s name, FASA has also pro-
cured the license to do a scenario for BEL
based on the movie Guns of Navarone.

In a reorganization, Metagaming has
laid off NORMAN ROYAL and ex-TSRer
KEVIN HENDRYX. Good luck guys!
Good luck also to Metagaming: they’ll
need it to keep up quality with high school
students, or are those just rumors?

With SPI now a division of TSR, what
is to happen with their games? No one
seems to know. S&T7, Ares, and maybe
Moves will continue publication via Dragon
Publishing; the Empire Runneth over.
The New York SPI| office will remain,

- but who knows how long REDMOND
SIMONSEN will stick around? The rest
of the R&D staff has all left. If no one
from design, development, or management
remains, is what's left what we know
as SPI1?

Rumour has it that Avalon Hill bank-
rolled the ex-SPlers set-up of Victory
Games, a new division, also in New York.
Victory Games includes JOHN BUTTER-
FIELD, MARK HERMAN, GERRY KLUG,
and ERIC SMITH. AH’s confidence in their
abilities has extended to the point that
they have complete design freedom. We
shall see what will come of this interesting
turn of events. Perhaps the old OSG staff
{more ex-SPlers) can get re-employed!

More TSR acquisitions: they have
purchased Amazing magazine, a leading
pulp SF quarterly ; and a needlework com-
pany. The jokes are there, but you'll have
to make them up yourself. Will Grenadier
be next?

Fans of MIKE STACKPOLE and KEN
ST. ANDRE can read their fantasy fiction
in the premier issue of Orac/e magazine,
AprH cover date. Half the mag will probably
contain heroic fantasy.

Automated Simulations announce the
release of Danger in Drindisti, a Hellfire
Warrior computer expansion module, and
Curse of Ra, an expansion module to
Temple of Apshai. Hundreds of new rooms
to explore. The computer world is yet
to come out of the hack-and-slash dungeon-
delving design of RPGs.

Remember BRUCE SHELLEY? He
is an ex-SPler, and now an ex of lron
Crown Enterprises since he now works
in the R&D department for Avalon Hill.
He reports that he has one fantasy game
project for them. We'll hear more about
that, right?

FORREST JOHNSON has left his
editorial post with The Space Gamer to
work in California for a software company.

The ORIGINS ‘83 date has been moved
from June to July 14-17. Those who plan
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this far in advance please note, how would
you like to handle part of my schedule?

Flying Buffalo will have a new color
cover for Tunnels & Trolls boxed set.
Industry standards, you know.

| hear the Chaosium has obtained the
game rights for FRITZ LEIBER's Fafhrd
and the Grey Mouser series. The initial
release is tentatively titled Lankhmar
and promises to be even better than Thieves’
World. Will it be like Thieves” World? No
release date yet. They also have added a
RuneQuest solo scenario book and a Cal/
of Cthulhu book of scenarios to their
production schedule.

Coleco released their video game system,
ColecoVision; one of their first game car-
tridges is Tunnels & Trolls, designed by
MIKE STACKPOLE and PAUL JAQUAYS,
among others, Initial reports indicate
superior computer graphics.

Another person moving on from FBI
is PAUL O’CONNOR. He has left Flying
Buffalo to return to California to work.

TOM LOBACK reports the incorpora-
tion of his miniatures company. They plan

by GIGI D'ARN

to expand their distribution system under
the new corporate name, Dragontooth.

Their feud with Flying Buffalo not-
withstanding (remember ‘buffalo hunting’?),
Schubel & Son reports that StarMaster is
their most popular PBM game, now with
three galaxies in operation. They plan to
have another PBM space game, Star Ven-
ture, this spring, and a strategic war game
and a spy game later on,

Another magazine devoted to role-
playing will be hitting the stands this
May! Olympus will be bi-monthly and
devote itself to the most popular of the
RPGs.

There is a tie for the ugliest personality
in gaming, so | won't bother mentioning
the winners . . .

Love,

46

DIDN T HRT
ME A BITI

DIFFERENT WORLDS










