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8th Annual

Strategists Club
Awards

for “Creativity in Gaming”

Each year at this time, Dragon Publishing sponsors

voting for the annual Strategists Club Awards for

“Creativity in Gaming.” This August wili mark the
eighth anniversary of the Awards, and once more we
turn to you, the gaming public, to vote for those games
and gaming aids deserving of recognition.

Votes will be collected and tabulated between now

and August 1st, with the awards being presented at the
GenCon® XV Convention, August 19-22 at the Univer-
sity of Wisconsin-Parkside, between Racine and Keno-
sha. Those wishing to attend the Strategists Club Ban-
quet and awards presentation should make reserva-
tions now by contacting GEN CON® XV, P.O. Box 756,
Lake Geneva WI 53147.

WHO MAY VOTE, AND HOW:

Anyone reading this ballot in any of the magazines or publi-
cations in which it appears is eligible to vote — but each
person can only vote once. The voter's name and address
must appear on the ballot; failure to do so will invalidate the
ballot. If a voter doesn’t want to remove the ballot from the
magazine, choices may be recorded on a postcard by listing
them in the order in which the categories appear on the ballot
itself.

ONLY ONE CHOICE IN EACH CATEGORY IS ALLOWED.
Ballots must be received by August 1, 1982, and should not
be sent in along with orders for magazines or any other
business concerning Dragon Publishing.

OUTSTANDING GAME OF 1981

BOARDGAME CATEGORY — for any game designed to
utilize a playing surface to regulate or record position or
movement of playing pieces during the play of the game, as
opposed to a surface used only as a graphic or visual aid.

OUTSTANDING GAME OF 1981

ROLE-PLAYING CATEGORY — for any designed to re-
quire role-playing on the part of game participants, and not
requiring a playing surface like a boardgame.

OUTSTANDING GAME OF 1981
OPEN CATEGORY — for any game which does not qualify
for either of the two above categories.

Mail all ballots: IMPORTANT: In all catego-
ries, vote only for products
released and made available
during 1981. Second print-
ings, re-releases, etc., of pro-
ducts which were available
prior to 1981 do not qualify
for for 1981. Revised editions
of earlier products may be eligible for an award if, in the
opinion of the Strategists Club membership, the revisions are
substantial enough to consider the revised edition as a differ-
ent product.

Strategists Club Awards
c/o Dragon Publishing
P.O. Box 110

Lake Geneva WI| 53147

{55

OUTSTANDING GAME PLAY-AID OF 1981

For any product designed to assist, ‘expand, or otherwise

facilitate the playing of an existing game (excluding gaming
magazines, newsletters, house organs, etc.).

OUTSTANDING MINIATURES RULES OF 1981

OUTSTANDING MINIATURE FIGURE LINE OF 1981
Either the entire line or the major portion of it must have been
released and made available during 1980.

OUTSTANDING PROFESSIONAL GAMING MAGAZINE OF

1981
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THE COMPLEAT STRATEGIST
THE FANTASY GAME CENTER
THAT HASIT ALL!
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Q% If you're into Fantasy, then come magazines and figures for the &,
\ to THE COMPLEAT STRATEGIST historical gamer too! ;
where you'll find the largest There’s a friendly atmosphere at
3, selection of fantasy related items THE COMPLEAT STRATEGIST and our X
E;'J’ ever assembled. We carry all Role- staff is always ready to answer any .,
=4 Playing Games, a Rainbow of questions that youmay have and assist
% colored dice, every Fantasy and you with your purchases. Game
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R currently in print, a complete line can start your “adventure” right away.
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IN NEW YORK: We are proud to announce the

11 E. 33rd Street opening of our newest location
NY.C. 10016

A (212)685-3880-1 320 West 57'® Street
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LETTERS COLUMN

Deities & Demigods is a Failure

I was very interested to read Patrick
Amory’s review of Deities & Demigods
in DW 19. As far as I know, his review
is the first to really deal properly with
the book by pointing out the funda-
mentally false assumptions under
which it was written.

Deities & Demigods as it stands is
inappropriate and insufficient for use
in an adult fantasy role-playing cam-
paign. Patrick Amory rightly points
out that the gods come across as super-
monsters, rather than deities whom
people would worship. Not surpris-
ingly, the reason for this is that the
authors see them in exactly this way.
Jim Ward is a real nice guy, but he was
absolutely the wrong choice for author
of this book, because his idea of a
good time in D&D is to summon up
some gods and have them duke it out.
This can certainly be fun in a silly
comics sort of way, but it casts no
light on the subjects that should have
been central to Deities & Demigods;
the issues of characters’ relationships
to the gods of the pantheons, and the
place of these gods’ religions in society.

For good or ill, religion has always
been one of the most important
shapers of man’s societies. Few people
can claim that their attitudes are un-
affected by their society’s and parent’s
prevailing religions. Player and non-
player characters in roleplaying games
should not be exempt from this, par-
ticularly in fantasy RPGs, where the
gods manifestly exist and often take a
hand in human affairs. In a world
where the gods are real and ever-
present, there must be strong religion.

I felt that the AD&D gods book
should deal with these subjects in a
manner that would be useful to the
average Dungeon Master, and would
also form a solid foundation for
expansion by more creative DMs. Such
a book should naturally focus on the
cleric, his relationship with his deity,
and with his fellow men. I looked
forward to editing Deities & Demi-
gods, but when we finally received the
original manuscript, I was appalled at
the contents: a thinly-disguised rewrite
of Gods, Demigods and Heroes, with
all the errors of that supplement
intact. The mighty gods of myth-
ology and fiction were reduced to
mere combat statistics, with notes
about appearance, special spells and
super +5 weapons added almost as an
afterthought,

... I really liked the AD&D system,
and wanted the AD&D products to be
the best possible, so I spent the better
part of the next year working with Jim
Ward to make Deities & Demigods a
worthwhile AD&D volume.

I did try to add in information on
deities’ clerics and their worship
wherever I could. In fact, I was given
a lot of leeway in changing Jim’s
material. I got to do pretty much as I
liked with the introductory and ap-
pendatory material (indeed, most of it
was written by myself or at my
behest). However, as editor I could
justifiably only go so far in changing
the concept of the original manuscript.
The editor has a certain obligation
to the author, even in the most ex-
treme cases. ...

In hindsight, my published intro-
duction to Deities & Demigods
amounts to wishful thinking, instruc-
tions for the book that should have
been. I advise DMs who run AD&D
games (a group that includes my-
self) to use Cults of Prax as an ex-
ample of gods interacting with society.
Better yet, read history for the effects
of religions and the religious. Your
game will be far richer than if you use
Deities & Demigods.

Lawrence Schick
Rocky Hill, CT

Pregnancy and Jails

Reading Roby Ward’s article on
Giving Birth in issue 20 reminds me
of a traditional custom of ancient,
medieval, and even modern times.
Female felons (which can easily
include FRP females who have been
caught grave robbing by authorities
who look askance at treasure hunters)
could “plead their tummies” by using
pregnancy as a way of not being hung.

Since prisoners were rarely seg-
regated, up through Victorian times,
it is quite easy for a female to get
pregnant before she is due to be hung
(or at least it is easy for a human . . .).
Since most lawful areas do not want
to punish a child for the transgressions
of the mother, the hanging date
will be postponed. Depending on
the culture, this might even be enough
to get the mother off the hook (as
it were) permanently. At the very
least, it leaves time for an FRP charac-
ter’s friends to perform the rescue.

Even a basically evil or chaotic
culture might want to delay an ex-
ecution, just for the opportunity

to take the child and raise it as one
of theirs. Think of the scenario pos-
sibilities if the woman is rescued
after she gives birth, and then wants
to rescue her child which has been
taken from her. ..

This kind of article, which prompts
scenario ideas that a GM might never
otherwise think of, are just the sort
of articles that make DW a great

magazine.
Objectively yours,
Steve Perrin
Oakland, CA
The Changing Magazine

I applaud the recent changes DW
has undergone. Printing on glossy
paper has given the magazine a sharp-
er, cleaner, and more attractive appear-
ance. Also, whereas many previous
covers tended to be dull or blurry,
those of issues 19 and 20 were much
livelier (in issue 19’s case — deadlier).

I think that the idea of special
issues, such as DW 19, should defi-
nitely be continued in the future.
Those who disagree with me will
complain about the large amount
of space taken up discussing one
specific game which they may not
have, instead of filling the magazine
with as diverse a collection of articles
as possible. While I personally would
not like a theme issue every month,
I do see an occassional one — such as
the Cthulhu issue — as the best way
for gamers to find out everything
they always wanted to know about
a specific topic or new product (but
didn’t know who to ask and where
to look).

I also enjoyed the articles in DW 20
that were not geared towards any
specific game system (Heraldry, The
Mimi, Zarzeena’s World, etc.). Such
works tend to fire the imagination
of more readers than those geared
for a specific game.

One fact that troubles me is the
lack of RQ/Glorantha material in
recent issues. While I realize that
you are trying to avoid becoming
too involved with your company’s
major game, I was hoping that more
RQ articles would be appearing in
DW now that Wyrms Footnotes has
taken its last flight (bitten the dust).

I can hardly wait for the next issue.
Keep up the good work.

Daniel Soto
New York, NY
m]
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The ceremonies and mysteries were
never recorded. It is known that
women are the leaders and initiators,
acting out the drama of the life and
death of Dionysus. The initiation must
have been primarily a state of mind,
in which the attributes of Dionysus,
the tambourine, the liknon (a wicker
basket said to have cradled the infant
Dionysus), the garlanded thyrsus, the
panther, ripe fruit, and other symbols
of life and fertility, take on a symbolic
meaning. In male initiations, the
liknon with its contents was put on
the head of the man or boy, who
thereby became a living symbol of the
male principle, while female initiations
consisted of both a sacred marriage, in
which she is identified with Ariadne,
and the ecstatic dance in which she
becomes a Maenad.

NATURE OF THE CULT

Reasons for Existence

Dionysus can be equated with the
mundane intellect of this world, but
also of creative thought, for he is the
son and heir to the cosmic ruler Zeus,
and his knowledge of this world and
reality is distributed into the human
race by the direct originators of phy-
sical matter, the Titans who dismem-
bered him. The purpose of Bacchic
initiation is to awaken this faculty of
perception and understanding and
to make the individual aware of the
great mind of which his intellect is
a part.

He is the god of merriment and
wine, since wine and the vine rep-
resent a typical product of the fertil-

work of temples throughout classical
Greece, and with initiation knowing
no social bounds, individuals could be
extremely important as well as
wealthy, holding most any social oc-
cupation.

Likes and Dislikes

The cult tolerates most other cults,
content to observe that these tend to
be local variants and reflections ex-
plaining in varying terms the mysteries
of life. Since the initiations of Diony-
sus are initiations through action as
opposed to the Eleusian Mysteries
which were initiations through ‘be-
holding’, his worship personifies the
irrational and uncontrollable urges of
man, which is innately hostile to ra-
tional thought. Initiates are aware of
this and prefer to view non-cultists
with contempt as unenlightened indi-
viduals who have not experienced the
intimate contact Dionysus provides
with the very wellsprings of life.

This dynamic energy can -easily
unmake what the followers of Apollo,
the liberators of logic and guardians
of civilization, have so carefully con-
structed, creating a slight animosity
between the initiates of Dionysus and
those of Apollo, who blame the ex-
cesses of Dionysus’ cult on wine or
some primitive state of mysticism.

ORGANIZATION

Intercult Organization

No intercult hierarchy exists, nor is
there any real centralized power that
is capable of organizing the many vari-
ations and emanations of Dionysus

The ceremonies and mysteries were never recorded. It is known
that women are the leaders and initiators, acting out
the drama of the life and death of Dionysus.

ity of the earth and are capable of in-
ducing a heightened state of awareness
which is familiar to all poets and art-
ists. An altar to Dionysus stood in
every Greek theater to provide uncon-
scious inspiration to the art of drama.
The cult fulfills its primary role of
explaining in simple and satisfying
terms the mysteries of existence.

Social/Political Position and Power
The cult itself wields little political
power, but with the cult’s vast net-

throughout the Meditteranean region
after the spread of Greek civilization.

Intra-Temple Organization

Each temple of Dionysus is inde-
pendently run, with size and influence
varying depending upon available in-
terest and funds. Temple positions

tend to be hereditary with priesthood .

staying in one family for generations.
A high priestess presides over each
temple, while the number of initiates
varies according to interest, providing
services necessary to run the temple.

Center of Power, Holy Places

The cult of Dionysus has its origins
in Thrace, where there is a huge tem-
ple, but temples to Dionysus were
known throughout classical Greece.
There are no special holy places.

The Maenads considered the wild
mountains and the deep forests the
holy place of Dionysus, where he
provides them with the fertility of the
earth. They worship under the open
sky, wearing their vine leaves and fawn
skins and bearing their thyrsus’, a mys-
terious Bacchic wand made from a
pine cone fixed to a fennel stalk.

To commemorate Dionysus as the
god of the cycles of the earth, a two-
year cycle of Dionysian festivals was
observed, with the first year commem-
orating his death, and the second year
commemorating his resurrection, cul-
minating in a five-day spring festival
with dancing, drinking, and a perfor-
mance of the sacred drama of the life
of Dionysus.

LAY MEMBERSHIP

Lay membership in the cult of Dio-
nysus is a casual affair, with anyone
interested simply participating in the
many festivals and public ceremonies.
Nothing special, except a good time,
can be expected for such a commit-
ment.

INITIATE STATUS

Requirements for Initiation

To join the cult as an initiate, one
must be in good standing with the cult
(ie., know someone who can vouch
for him), be willing to uphold the
authority and ideals of the cult (mean-
ing that one must forsake a rigid
unifying intellectual theory of reli-
gious experience for a reality as vivid,
varied, and unruly as the world itself),
and be willing to undergo a secret init-
iation.

Requirements to Remain Initiated
Being a member of this mystery
religion requires maintaining a strict
silence about the experiences and con-
cerns of the cult and its rituals, for
they run the risk of being misunder-
stood by the public. This is why it
is a mystery religion. The only things
that were committed to writing were
those which might be generally pub-
lished; of the rest, memory was the
best vault, silence the best guardian.
Initiates must uphold the beliefs of
the cult, make a material sacrifice
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RuneQuest Question and Answer

Advic

Advice from Rurik is a
column devoted to answering

\ ?\

C. @
your questions about é% X
the RuneQuest rules ‘L\.-ﬁ -

and will appear periodically
in DW. Include a self-address-
sed stamped envelope and | will A

,‘_—\
Wil
try to get a personal answer ‘.
to you. Questions which | - .
clarify important rules or gt

which are particularly int-

vtz
SAV

eresting will be presented

here as an aid to all readers

and players of RuneQuest.

Address all questions to

Advice from Rurik,

Box 6302-DW,

Albany, CA. 94706-0302.

Edited by
Steve Perrin

Dear Rurik,

What must | do to find out all about
dragonewts? I’'m interested in their religion,
lifespan, source of their eggs, and many
other points.

The best information available was
presented in the final issue of Wyrms Foot-
notes, with about 14 pages devoted to those
beasties.

Dear Rurik,

How does a dragonewt raise his POW
above 14, as required for advancement, if he
only starts with a 2D6 beginning POW (this
yields a species maximum of 14)?

Whoops! With all the languages in
Glorantha, it is very easy to misunderstand
your sources, as | did when collecting
dragonewt information. Consider the species
maximum for dragonewts to be 28. The dice
given is for beginning dragonewts only.

Dear Rurik,

On page 58 of the RuneQuest rules it
states: “A Rune lord of one cult cannot
become a priest of another cult.” What
exactly does this mean?

The Rune priest status overrides the
Rune lord status as far as becoming a priest
of more than one cult. A Rune lord definitely
can not be a RL of more than one cult un-
less they are closely associated cults. Then a
character may become a Rune lord of one
cult (Orlanth for example) and an associated
lord of another (Issaries). He would then be
able to advance in the associated cult skills
as a normal rune master, and is also subject
to all of the cult laws and regulations of the
original and associated cults. He js also liable
to be attacked by spirits of retribution from
both cults for misdeeds.

e from Rarik
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Dear Rurik,

What happens if my character parries an
impaling broo claw with his 2-h maul? Does
his arm take damage? Does the weapon?
Both?

Also, during another incident a broo
attempted to butt my character, who suc-
cessfully parried with his maul, but this time
his weapon had Bludgeon on it. Does the
weapon take damage or the head or both?
Do damage bonuses for STR and Bludgeon
apply?

Wow, what a bunch of questions. If your
character is successfully attacked and suc-
cessfully parries, the parrying weapon takes
the damage, except under the special cir-
cumstances of attacking daggers and spears.
If the maul parries the claw the maul may
take damage especially if the claw is par-
ticularly large or sharp, in other words, this
is up to the referee. The maul with the
Bludgeon spell on it would still take damage
but the butt would not.

Dear Rurik,

Regarding the casting of spells, when a
spell is set in mind through a Battie magic
focus can it be thrown again and again (like
striking with a weapon) or does it take five
strike ranks to ready the spell each time
(like firing a bow)}? Can a character carry a
spell ready for quick use in case of attack
or is this too tiring?

Only one spell can be used in one melee
round., However, as long as your focus is
ready and you are not trying to complete
several activities at once you can use the
spell at your normal strike rank each melee
round without adding the five strike rank
preparation time. You can have a focus
ready for quick use, which would occur at
your normal strike rank. This is not tiring.

Dear Rurik,
What color are trolls?

Trolls are generally greyish skinned, but
they also usually have some sort of mottling
or spotting in darker colors (such as blue-
gray, orange-gray, etc.). If you’re interested
in obtaining the full scoop on trolls,
Chaosium Inc. will be releasing Trolipak
in June. It tells everything that you (and
dwarves and elves) always wanted to know
about trolls.

Dear Rurik,

If a monster has a chaotic feature to
reflect, absorb, or attract spells of a given
power does this affect Rune spells as well
and if so is this effect halved as in Dispel
Magic and Countermagic?

Chaotic features for reflecting, absorbing,
or attracting spells work on the same basis
as Countermagic and Dispel Magic, in other
words, two points of Battle magic equal
one point of Rune magic.

Dear Rurik,

Regarding the Sword of Sharpness
outlined in the old Wyrms Footnotes issue
11, might it be possible for a swordsman to
create a sword that was +10% to hit, +2
points to damage, and +4 hit points by
going through the ritual again (using two
victims)? If so, then it should be possible to
increase this again and again by going
through the ritual many times.

I'm afraid that the ritual described for
Swords of Sharpness can only be worked
once per sword. Other rituals must be dis-
covered to create more powerful items.

Dear Rurik,

In Borderlands, the new RuneQuest
scenario pack, a reference is made to a spell
called Aiter Spirit in the description of the
Alter Creature spell used by Waha Rune
masters to obtain allied spirits. Is Alter
Spirit the same spell? Also, is this an excep-
tion to the rule that allied spirits can not
have CHA?

The Alter Creature spell of the moro-
kanth is a different spell than the Waha
Alter Spirit spell. The former affects INT,
CHA, and the biological systems of an intel-
ligent being and turns it into an animal (or
vice-versa). Alter Spirit takes a creature and
alters its INT alone, turning it into an allied
spirit, Allied spirits are never considered to
possess the CHA of leadership qualities.

Dear Rurik,

Can you give me a rough idea of the
number of Lunar troops in Moonbroth,
Pimper's Block, and Corflu? | have some
information on the number of troops in
Pavis from one of the poor souls involved
in the DunDraCon trollball affair.

The last time | was in Moonbroth there
seemed to be about 500 troops there, and
approximately the same number in Pimper's
Block. The garrison of Corflu numbers
about 1000. Of course, any time that the
liquor train from Dagori Inkarth arrives the
numbers swell, O
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Learning Languages

The alternate system of learning a language as de-
tailed on p. 48 of RQ is hereby eliminated as a method of
learning a language.

It is possible to learn a language by speaking it with
natives, etc. but in order to do so a character must spend
almost all of his time in a place where the language is being
spoken. With this method, the maximum improvement is
5% per 4-week period. To have learned this way, the
character must make both a use roll and an experience roll.

Initiates and Cult Spirits

It is possible for initiates to get special cult spirits.
To do so, they must have performed some outstand-
ing task or proved their loyalty through long (2+ years)
service. If these conditions are met. the high priest of a
temple which has the ability to give spirits may choose to
reward the initiate. (Only the larger religions have this
ability, and even then not all temples will be able to do so.
This is a very special ability. and it should be treated that
way.)

When an initiate has received permission to attempt this,
he must pay a non-refundable fee of 5000 L to the temple
for the honor. Then. on an appropriate holy day the priest
will bless the object which the spirit will go into and then
summon or awaken the spirit. Normal spirit binding rules
then go into effect, with the exception that the spirit
will not possess the binder if it wins.

There are three possible ways that the cult spirit may be
bound. awakening an animal. binding the spirit into a cult
object, or binding it into a crystal. :

Awakening an Animal is done only with cults which
have an appropriate animal. This method uses the current
POW of the animal. then awakens its INT to 3D6 level,
rolled by the referee.

Binding into a Cult Object or Animal is done where
proper, but only the appropriate cult objects are used. Note
that some cults have both animals and objects. Spirits used
here are always of POW 3D6 and INT 1D6. Initiates must
sacrifice one point of characteristic POW to properly
enchant the item to hold the spirit.

Binding into a Crystal is also possible if the initiate can
provide the crystal. The capacity of the spirit will be POW
3D6 and INT 1D6

APPROPRIATE ANIMALS AND OBJECTS

Daka Fal -- clan totem, if any (rare)
Storm Bull — horned helmet
Waha -~ riding animal

Eiritha — herd animal

Humakt - raven, wolf, sword
Seven Mothers — mourning dove
Pavis -- hammer

Yelmalio — spear. vrok hawk
Issaries - - staff, mule

Chalana Arroy - butterfly
Lhankor Mhy — quill pen
Orlanth — shadow cat, sword
Kyger Litor — insect

Zorak Zoran -- mace, skull
Aldrya — elf bow, plants

Primal Chaos -- none

Malia - fly, parasite

Bagog — scorpion

Thed —goat

Vivamort - - bat

Thanatar — none

Krarsht — none

Crimson Bat -~ none

Nysalor - none

Mostal -- body armor

Yelm — hawk (eagles for kings only)
Ernalda — pig, snake

Magasta - fish (especially sharks)
Eurmal - raven. spider. hare
Zola Fel -- fish

Foundchild (Hunter) — dog, missile weapon
Gorakiki - subcult insect

Aranea -- spider

Xiola Umbar - bat

Argan Argar — rat

Familiars

A familiar is defined as a bound spirit which is in the
body of an animal. This definition does not include allied
spirits.

A normal person is used to the sensory input from him-
self (only). It is possible to get used to the sensory input
from a second creature as well, but not a third. Other spirits
may be bound into other objects, but not living creatures.
Thus, a given individual may have only a single familiar at
a time.

Possessed creatures are those which have a spirit in the
body which is not a spirit of that type of animal, such as a
wolf or rock spirit bound into a hawk body. Awakened
creatures may have their INT awakened by a special cere-
mony.

JULY 1982
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Possessed animals can always be detected by natural or
awakened animals as being possessed. This is due to the
influence of the various animal gods. For instance, if you
were to drive out the soul of a wolf, the Wolf God will
know of it. Each wolf has a direct and instinctually close
contact with the Wolf God, and all will resent the theft of
one of their bodies. This resentment may result in outright
hostility and attempts to kill the possessed body, thereby
vindicating the original soul which was slain, or it may take
less hostile form such as simply ignoring the animal and re-
fusing to aid it. (After all, you can’t expect butterflies to
attack each other!)

Possessing spirits must learn the skills of their new body.
It is impossible for a dog spirit to immediately understand
how a bird body works, or for a human spirit to know how
a horse body works. In these cases, the possessing spirit will
begin with a basic skill of 25% + characteristic bonuses. All
other experience of any type must be learned. There are no
teachers to show birds how to fly, wolves how to track, or
so on,

Awakened familiars are created by awakening the innate
intelligence of the familiar through proper invocation of the
appropriate animal deity. Many non-animal deities have
special relationships with animal gods, and can awaken
the appropriate spirits. Humakti, for instance, can awaken
raven and wolf spirits, though their god is not an animal

deity. In awakening a spirit, the original spirit remains in-
tact, but bound through the magic of Spirit Binding to the
person. Awakened spirits do not incur hostility from natur-
al animals, who are unable to tell the difference in any case.

Binding Spirits
To bind a spirit into a familiar or crystal, a procedure
must be followed: a priest, shaman or other holy person

with the appropriate connections must accompany the
would-be binder to a place where spirits may be found.
Such places are called Spirit Places and are discussed later.
At the spirit place, the holy person must perform a day-
long ritual to establish a spell to contact the spirit world.
The would-be binder must participate in the ceremony.
When the ceremony is finished, there will be an ‘overlap’
between the mundane and spirit planes. The would-be
binder is protected from spirit attack as long as he remains
within a certain area, defined in the ritual. From that spot,
he can see the spirits which exhibit preliminary interest in
participating in the rite. He will be able to see onto the
spirit plane as if using a Detect Spirit spell. There may be
more than one spirit interested in the spirit combat, and all
will be visible to him. If interested, the challenger must
give his challenge and leave the safety of his protected area.
This will dissolve the area, making it impossible to return
to safety without binding a spirit. Any spirits interested in
the combat will come forward. If more than one are inter-
ested, the spirit with the largest POW goes first. Spirit com-
bat then begins, as in RQ. Note that some spirits may have
the same spells to protect them as a challenger has, and if
so will cast them before combat. After the spirit combat
ends, the holy person will dissolve the spell of the ritual,
breaking the link between the spirit and mundane planes.
The holy person will be able to identify the type of spirit
which has been bound, possessed the challenger, or been
destroyed.

The Spirit Place

There are places where the mundane plane and the spirit
plane lie close together. These are usually places where
great amounts of magical energy have been discharged, such
as in a battle, divine marriage, or other magical action of
great note.

Some spirit places will be of the general type: use the
chart below for determining the type of spirit available.
However, many will be dominated by the original partici-
pants from the action which formed the place. For in-
stance, a site of a great Arkat/Gbaji battle will have mostly
troll and chaotic souls, some human, and a random assort-
ment of generalized types.

Spirit places are relatively rare. Stormwalk mountain is
a well-known, guarded Orlanthi site. There will be not more
than a single site per 1000 square miles (app. 1700 square
kilometers).

It is considered to be bad luck to attempt to bind a
spirit with someone you do not know in attendance. In
such circumstances, the stranger may be there to defend the
spot from being robbed. If he were to attack someone who
was attempting to bind a spirit, things would get quite
dangerous.

Some people make an effort to defend their spirit place
from outsiders. They may do this just to keep the resources
for themselves, or they may do it for religious purposes.

Spirits
When summoning s spirit for binding, first find its POW.
Use the Spirit Contact Table, RQ p. 43 to determine this.
Once bound, it is necessary to find the spirit’s type, then
its INT, if appropriate. First roll on the table(s) below.
Then, if necessary, find the spirit’s INT as well. Spirits with
spells always have INT as well.
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GENERAL TYPES OF SPIRITS
D100 Spirit type

01-04 Darkness Spirit
05-06 Darkness Spirit with INT

07 Darkness Spirit with spells
08-11 Water Spirit

12-13 Water Spirit with INT

14 Water Spirit with spells

15-18 Earth Spirit
19-20 Earth Spirit with INT

21 Earth Spirit with spells
22-23 Rock Spirit
24 Rock Spirit with INT

25-28 Fire Spirit

29-30 Fire Spirit with INT
31 I'ire Spirit with spells
32-35 Air Spirit

36-37 Air Spirit with INT
38 Air Spirit with spells
4445 Copper Spirit

46-47 Tin Spirit

48-50 Bronze Spirit
51-52 Silver Spirit
53-54 Quicksilver/Aluminum Spirit
55-56 Lead Spirit
57 Gold Spirit
58 Iron Spirit
59-60 Fungus Spirit
61 Fungus Spirit with INT
62-63 Primitive Green Plant Spirit
64-66 Flowering Plant (non-tree) Spirit
67 Flowering Plant Spirit with INT
68-70 Tree Spirit
71 Tree Spirit with INT
72-96 Animal Spirit (see Animal Spirit Chart)
97-00 Chaotic Spirit

Animal Spirit Chart

D100 Animal Type

01-08 Herbivorous Insect
09-20 Predatory Insect
21-27 Crustacean

29-32 Other Arthropod

33-34 Cephalopod

3540 Other Invertebrate

4145 Small Fish

46-50 Large Herbivorous or Grazing Fish
51-55 Large Predatory Fish

56-58 Amphibian

59-60 Herbivorous Reptile

61-65 Carnivorous Reptile
66-68 Waterbird

69 Flightless Bird
70-72 Herbivorous Bird
73-15 Predatory Bird

76-78 Small Herbivorous Mammal
79-80 Small Carnivorous Mammal

The following chart is suggested for determining the type
of animal bound or otherwise encountered by an explorer of
spirit places. An animal bound into a familiar which is of a
different type must learn the skills new to it. For instance, if
a beaver spirit (small herbivorous mammal) is placed into a
tiger body (large carnivorous mammal), the possessed tiger
would have its fighting skills at beginning percentages only,
though it would still have good skills.in Listen and Scent.

Other Arthropod centipede, spider, scorpion
Cephalopod octopus, squid

Other Invertebrates clam, worm, jellyfish
Small Fish trout, flounder, piranha

Large Grazing Fish stingray, ocean sunfish, carp

Large Predatory Fish  shark, grouper, pike

Amphibian frog, newt

Herbivorous Reptile tortoise, sea iguana

Carnivorous Reptile all snakes, alligator, snapping turtle

Waterbird duck, gull, heron
Flightless Bird penguin, ostrich, demi-bird
Herbivorous Bird dove, rooster, songbird
Predatory Bird crow, owl, vulture

Small Herbivorous

Mammal rabbit, rat, marmoset
Small Carnivorous

Mammal weasel, shrew, bat

Large Herbivorous

Mammal horse, elephant, deer

Large Carnivorous

Mammal hyena, lion, wolverine
Intelligent Being troll, human, elf, dwarf, etc.

SPIRIT INTELLIGENCE

INT is determined according to the following chart. If
a spirit is not specifically listed as having INT or spells on
the General Types of Spirits chart, then it has an INT of
0. Animal spirits have INT on a roll of 1 or 2 on a D6.
Only use the following chart if the spirit definitely has INT.

Elementally oriented spirits (including rock spirits) have
an INT of 1D6.

Plant spirits have an INT of 2D6.

Animal spirits have an INT of 2D6.

Intelligent Being Spirits generally have an INT of 3D6.

81-82 Large Herbivorous Mammal
83-85 Large Carnivorous Mammal
86-00 Intelligent Being
ANIMAL TYPE EXAMPLES
Type Examples
Herbivorous Insect locust, bee, cockroach
Predatory Insect guard beetle, praying mantis, wasp
Crustacean lobster, crab, barnacle

Spells

Spells should be those that are common to the spirit
plane, or which are elementally appropriate. Appropriate
spells should be obvious. Spirits of fire will have Ignite,
Light, or Extinguish, and so on. Spirit Screen is common
amongst all spirits.

Spirits with spells will know either 1D8 points of spells,
or up to their INT limit, whichever is lower. O

JULY 1982
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NEWLY OPENED!
105-852 FOR SETTLEMENT

First in an exclusive series of articles

The Terrax Corporation announced
today that the long awaited opening of
105-852 will come this week. After al-
most a century of work, Terrax will
turn the completed planet over to the
major owners tomorrow and the first
city ships will load before the end of
the month. Terrax, reputedly the big-
gest terraforming organization in the
Imperium, released this information
from their corporate headquarters on
Capital.

Over 20 planets have received the
Terrax treatment in the 300 years of
the company’s existence. The mega-
corporation has more business than it
can handle. Rumors are circulating
that Terrax may soon increase its
prices still further.

Only the recent crash of one of
Terrax’s long range scouts has brought
to light the operations and capabilities
of this megacorporation.

HISTORY

685 Terrax founded as Terrax Ter-
raforming Inc. within the Solomani
sphere.

722 Pirates destroy almost comple-
ted planetary atmosphere worked on
by Terrax, as well as some Terrax
ships.

726 Pirates badly beaten by Terrax
and Solomani navy ships.

731 Terrax terraforms 817-122, un-
wittingly destroying the planet’s pre-
viously undetected intelligent life-
forms. Company accused of geno-
cide.

735 Imperium seizes all Terrax assets
and property as punishment. A nation-
alized Terrax plagued by problems.
789 Terrax rejuvenated by Imperial
navy.

820 Terrax sold to Epprine family
after numerous accidents.

890 During the Diawel crisis, Terrax
reportedly plots with Zhodani. Ep-
prine family destroyed by navy.

1002 Admiral Jacsey becomes corp-
orate head of Terrax.

Traveller is a trademark owned by GDW

TERRAX POLICY

Admiral Jacsey is a hard taskmas-
ter. He will not tolerate any deviation
from his own Commandments of
Terraforming. These rules lay down
the basis of operation for the com-
pany. Each of these rules was learned
the hard way, and Admiral Jacsey does
not want to repeat the lessons. The
commandments are:

1 —~ Always pick a lifeless planet.

2 — Make a complete survey.

3 -- Ensure the system has enough
mass to support the job.

4 — Engineer the planet for easy
travel and good weather unless other-
wise specified by the owners.

5 -- Ensure that 40 percent or more
of the planet’s surfact is water when
the job is done.

6 — Ensure an orbital inclination of
30 degrees or less.

7 — Provide at least a full square
kilometer of cropland for every three
planned inhabitants.

8 — Locate city sites at least 300
kilometers apart.

9 - Be sure of financial guarantees.

10 — Do not take anything for
granted.

Some of these rules explain them-
selves, others do not. Hiring is usually
done straight out of the merchant
academies or advanced engineering
school.

The job is for life, and you must
renounce your citizenship (except
Imperial) and all old loyalty oaths
and take up an oath only to Terrax.
Few if any short-term help is hired,
with the exception of mercenaries
while the worlds are being settled.
Terrax enjoys almost the same im-
munity and sovereignty that the
Traveller’s Aid Society enjoys. Adm-
iral Jacsey does not play games with
anyone and arms his ships to prove
this fact.

WHAT IS A WORTHY PLANET?

Terrax defines a worthy planet in
many ways. Someone must want the
planet developed badly enough to pay
for its terraforming fifty years before
it will be completed.

Terrax charges very high rates and
normally asks for large financial
guarantees in advance discouraging
those not committed to terrafor-
mation. Company documents found in
the crashed scout ship show that
Terrax believes there are five reasons
to terraform: location, unusual value,
military worth, monied interest, whim.
These reasons are, according to Terrax,
behind 97% of the cases they have
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ADMIRAL JACSEY

Sector Admiral Jacsey (Imperial Navy Retired) was born
in space on 275-0944 Due to regular longevity drug treat-
ments, Jacsey appears to be about 40 years old, though his
chronological age is 161 years. He was born of rich parents
and was part of the fringe of the royal court. Young Jacsey
became a companion and confidant to the young prince.
When the Prince was sent to the Imperial Naval Academy
for training, Jacsey went along. An honor graduate, Jacsey
was offered an opportunity to go to flight school. In
flight school he proved to be both a natural pilot and an
outstanding navigator. The Prince went back to court upon
completion of training but Jacsey found a home in the
Imperial Navy. On his very first combat patrol, Jacsey
destroyed a Zhodani spy ship and captured part of the
crew. The sector admiral took special interest in the young
naval officer. Jacsey saw dangerous patrols and heavy battle
duty during the next twenty years. His promotion was
rapid and he proved that he was not an armchair warrior.
Jacsey replaced the old Sector Admiral when the Admiral
died. Jacsey was 44 at the time. For the next 17 years, his
navy sector was considered one of the finest in the Im-
perium and Jacsey often personally led his ships into battle.
Jacsey eventually retired to take the helm of Terrax. He felt
that Terrax was the ultimate answer to the end of war and
oppression. During the last century, Terrax has grown to
be the most respected and feared company in the galaxy.

TRAVELLER PROFILE: ADMIRAL JACSEY

9AABDE Age: 47 (161 calendar years, slowed aging
induced by drugs)

SKILLS.

Blade 2 Admin 2 Interrogation 2
Carousing 1 Instruction 2 Fleet Tactics 4
Liason 4 Handgun 2 Recruiting 2
Survival 1 Zero-G Combat 1 Pilot 4

Vacc Suit 1 Eng 1 Navigation 2
Computer 1

Honor Graduate: Imperial Naval Academy, Imperial Flight
School .

seen. Let's look at each in a little

more depth.

Location — Planet location is the
major factor in Terrax's historical

The fourth factor is one that Terrax
seems to favor the most, that of being
very near several overcrowded planets.
This is the best money-making sit-

Another type is mineral planets,
planets with high abundance of
nonfissionable minerals, mostly me-
tals. With the usual right to retain 10%

files. Several types of location are ad-
vantageous for prospective customers.

One is that the system in question
is located on a major trading route but
is only being used as a fuel stop and
not much more. The main is the pla-
net is uninhabitable, costing major
trading companies a great deal of po-
tential revenue.

Another factor is the establishment
of a new trade route or shortening of
the length of jumps required to go
between major trade centers. Money-
hungry merchant lines and sector
governments snap up this type of
opportunity in a hurry.

Also, whole new sector or subsector
to commercial trade is a good factor.
This is normally a major industrial
planet’s way of opening new markets
and obtaining raw materials.

JULY 1982

vation for Terrax. Not only can they
terraform the planet at a profit, but
they can sell part of their share of the
new planet’s surface, for a further
profit, to rich families from the
overcrowded planets. Due to the fact
that there are many potential settlers,
such planets require less preparation
prior to settlement. There will never
be a lack of monied settlers from the
overcrowded planets willing to pur-
chase the available land.

Unusual Value - Material things’

that are normally scarce go up in
value. Planets of unusual value normal-
ly fall into three categories, the first of
which are heavy metals planets; pla-
nets where fissionables and other
heavy metals are found in high concen-
trations and large quantities.

of the planet’s surface for their own
use, Terrax has often made more from
selling mineral rights to their section
of the world than from the original
terraforming.

Second category includes gem and
artifact planets, the most dangerous of
all developmental jobs. One wrongly
placed asteroid or fusion charge could
wipe out the total value of the world
to the buyers. Terrax discourages the
development of this type of planet by
offering the development with no
guarantees at all. Terrax has had too
many accidents forming this type of
world to make the development
profitable for Terrax or the buyers.

Last is the Vacation world. Highly
lucrative when formed in the right
area, vacation worlds have very small
permanent populations. Megacorpor-
ations that invest in these worlds are
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Name: MESSENGER CRAFT

Cost: 4.7mcr.

Owned by: Terrax Terraforming inc.

Designed by: Terrax Terraforming Inc,

Tonnage: 7 TONS, 98 CUM

Dimensions: LENGTH: 9 METERS
WIDTH: 4 METERS
HEIGHT: 4 METERS

Crew: One (pilot)

Performance: 5-G acceleration, no
Jump, std power plant

Electronics: Optional Computer 1

Capacity: 7 passengers or 3 tons
of cargo and 1 pax (no
computer)

Weapons: None

Endurance: 30 days

High Guard

Statistics:

GL-0105701-000000-00000-0

offered a way to reduce their taxes for
the coming century.

Vacation worlds are normally built
to exacting plans and cost almost
double the price of any other, but the
contracting party usually makes back
the investment within three or four de-
cades after opening the world.

is currently building two
vacation planets. One is to be totally
staffed by robots, similar to that old

Terrax

earth legendary park, Futureworld.
Terrax hopes that the new robot-staff-
ed park will be as successful.

Military Value — Terrax must at
times bow to the military. Not only
the Imperium, but the Zhodani and
other empire-type military establish-
ments require worlds to be built to
their specifications. Terrax almost
never profits on these jobs. The mili-
tary outfit involved always changes its
mind about what it wants, often soon
after the area in question has been
finished the way the contract ori-
ginally called for.

Terrax bows to four types of pres-
sure, and, in most cases, is reimbursed
at a fair ({though non-profitable) rate
after the work is complete:

Planned build-ups by decree called
for in sector or kingdom budget bills
normallycome with no prior warning
and cause Terrax a gread deal of dis-
ruption. This process normally takes
four or five years to initiate, and
Terrax can plan on having the job star-
ted in ten or twelve years after it is
first debated on the assembly’s floor,

The next type of pressure is covert
interests. They are hardest to deal with
because they sign no contracts and fitl
out none of the guarantee forms.
Terrax will deal with these interests
only when the interest coincides with
the same goal that Terrax has, or un-
due pressure is brought to bear on the
company.

Ordinary scare tactics will not make
Terrax do a govenrment’s bidding.

The last type of pressure is public
opinion. Terrax, like all major cor-
porations, must do some public re-
lations work in order to stay in bus-
iness. If public relations is such that it
may cause Terrax problems in the
future, Terrax will do a project wit-
out pay. In the final stages of the pro-
ject, Terrax will almost always have a
buyer for the world, and often, in the
long run, turns a profit on such jobs.

Monied Interest -- In all cases,
money talks at Terrax. No wealthy
buyer has ever been turned away with-
out a hearing. Terrax will listen to a
wealthy buyer at any time, so long as
he can produce 256% of the estimated
cost of the operation as collateral. Ter-
rax will investigate and report to the
buyer as swiftly as possible.
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This survery will tell Terrax if
there are planets that possibly fall
in the bounds of suitable planets. It
will tell Terrax if there are no suitable
planets in the system.

Should the scout's report come
back with a positive result, then Ter-
rax will send a lab ship to the system
to conduct a detailed survey. -

The scout ship will have answered
only two questions; is there life on the
target planet? And, if the answer is
no, is there enough mass in the system
to support the terraforming operation?

Terrax will not terraform any
planet with fife on it — if there is life,
the survey will end and the project will
be aborted.

With only the two most basic ques-
tions on terraforming answered, the
lab ship has a large task before it. The
detailed survey it is required to per-
form will last from one to three years
if it is to come to a successful con-
clusion.

The lab ship is specifically designed
to survey planets in detail and to re-
port its findings to the corporation.
Terrax holds all these reports in the
strictest security and never releases the

results of a negative report to the pub-
lic or even the party that initiated the
request for the survey.

The lab ship crews are carefully sel-

-ected for a combination of skills and

compatibility. Since Terrax does its
own surveys, the data correlation is
about 99% when compared with the
final results.

The large computer center of the
lab ship is designed to hold all the raw
data in ready storage with all of the
processed results and conclusions.

Any new data that does not match
already drawn conclusions causes all
the data on that area of study to be
reanalyzed. In addition to the crew,
the ship carries two to four six-man
ground teams for the purpose of tak-
ing core samples and studying seismic
faults. Using modular cutters (see
Journal of the Traveller’s Aid Society
no. 5 and 8) the ground teams estab-
lish their base camps and proceed to
drill for core samples and explosive
placement. The ground crews also do
extensive surveys for life, both above
and underground.

The lab and survey teams attempt
to answer some questions. If they
cannot answer them satisfactorily,
then the planet is abandoned. The
questions follow.

Is there life on the planet? The de-
sired answer is no. To find life on a
planet is the quickest way to cause
Terrax to abandon a survey. Destroy-
ing an environment in order to make
it suitable for something else is not
Terrax’s goal. Terrax wishes to make
dead worlds live, not live worlds
dead.

Is there enough mass in the system
in the form of asteroids or moons to
do the job of terraforming? With in-
sufficient mass to reform the planet’s
surface into the desired format, a cost-
ly job of importing mass must be per-
formed. Terrax would much rather
bombard a planet with asteroids than
nuclear devices which may leave parts
of the planet uninhabitable for cen-
turies. Even the cleanest thermo-
nuclear devices are not very clean
when used to move mountains and
oceans.

Is there water or ice in quantity in
the system? Water is needed to cover
much of the planetary surface when
terraforming is completed. The trans-
port or synthesis of water is costly and
time-consuming. If the raw elements
are available in the system, and not
locked into complex compounds, Ter-
rax will consider continuing the pro-
ject. For planet 105-852, the water
was locked up in 37 large icy asteroids.
These were brought to the planet and

melted to form oceans, rivers, and
lakes. A good ocean system combined
with a highly stimulated weather sys-
tem builds soil faster than any other
method (other than indigenous life).

s the planetary gravity between
0.7 and 2.0 gees (gees are a measure of
gravitational force as measured on the
planet's surface. One gee is equal to
a single Earth gravity — 9.8 meters
per second squared), and will the
gravity stay within those limits once
terraforming is completed? Homo
sapiens is most comfortable between
these limits. Most of the technolo-
gical innovations that man uses to
sustain his environment function best
within these limits. Due to the amount
of mass added to the planet during
terrain construction, the gravity of the
planet may increase by as much as
.3 gees. 105-852 had an original grav-
ity of 1 gee and has a final gravity
of 1.1 gees.

Does the world have a planetary
temperature that can be regulated bet-
ween 10 and 40 degrees Centigrade?
The temperature range is critical for
the well-being of the planet’s popula-
tion and the amount of the planetary
surface that is usable. A lower range of
temperatures drives the population to-
wards the equator. Higher temper-
atures drive them to the poles. Planet
105-852 has a mean temperature of
12 degrees Centigrade.

Is the planet tilted on its axis to
between 15 and 35 degrees? If the
planet is not tilted, the seasonal
changes bringing some weather pat-
terns, ocean currents, and soil renewal
will not occur. The world will need to
artificially generate weather in order
to remain viable. 105-852 has a tilt of
17% degrees.

Is the planet’s orbit too eccentric?
If the orbit is too eccentric, the sea-
sonal temperature changes will be too
radical to control. 105-852 has an or-
bit that is almost circular.

Does the planet spin on its axis
with a period of less than 60 standard
hours? If the planet does not spin on
its axis or if the standard day is longer
than 60 hours, the day to night temp-
erature shift is too great for much
plant and animal life. 106-852 has a
rotation period of 41 hours and a
nightly drop of 25 degrees (Centi-
grade) in temperature.

Does the planet have a well-defined
fault structure? If not, the results of
asteroid collisions cannot be predicted
with accuracy. A well-defined and
semi-active fault structure assures ac-
curate prediction of the results of
Terrax’s planetary bombardment.

DIFFERENT WORLDS






Look for these new games* from GDW:

ETO

The War in Europe, 1939-1945

The Traveller Book

Science Fiction Adventure in the Far Future

Solomani Rim

Traveller Suppliement 10

The Journal of the
Travellers’ Aid Society

Issue 13

Assault

Tactical Combat in Europe: 1986
Prison Planet

Traveller Adventure 8
The Traveller Adventure

Science Fiction Adventure in the Far Future

*These new books and games will be released this summer,
and many will be available at Origins

and take advantage of these convention events:
A House Divided Tournament

Imperium Tournament

Invasion: Earth Tournament

Traveller Tournament

Trillion Credit Squadron Tournament
Meet the Workshop Seminar

Striker Seminar

3 Traveller Seminars

Game Designers” Workshop

P.O. Box 1646
Bloomington, lilinois 61701

GDW books and games are available at
better retail stores around the world.
Free catalog on request.




























Can’t get enough of those Pocket Games from TASK FORCE? Well, never fear!
The spring and summer releases from TASK FORCE GAMES will bring you 6 more.

“Please, Sir,

can I have }
some more?

MOON BASE CLAVIUS - The First Lunar War between the
Soviet and American forces on the moon began October 28,
1996 — and raged for three days before the First Marine
Corps Specialized Battalion arrived to force the Soviets out
of the area. MOON BASE CLAVIUS is a science fiction game
for two players, and utilizes a revolutionary new combat
system to represent the effects of terrain and Nuclear
Weapons on the moon. Price: $3.95.

THE WARRIORS OF BATAK - The Bataki warriors will no
longer stand for the United Planetary Congress using the
planet Tsu, in Batak's system, for a nuclear waste dump. And
so a fierce struggle begins for the control of Tsu. A science
fiction game for two players. Price: $4.95.

BOARDING PARTY - Robot ships known as “the
DESTRUCTORS" are seeking to eradicate all forms of life.
The colony ship Ulysses meets and disables a
DESTRUCTOR ship, but is disabled itself in the fighting. And
now the struggle for survival begins. Primarily a solitaire
game, BOARDING PARTY can also be played by two players.
Price: $4.95.

STAR FLEET BATTLES EXPANSION #2 - The long-awaited
supplement to STAR FLEET BATTLES! Expansion #2 will
include new ships, a new race, new weapons, new SCenarios,
complete errata and rute changes, and much more! Price:
$5.95.

ESCAPE FROM ALTASSAR - A desperate escape attempt by
the Confederation prisoners from the Spikus Prisoner of War
Camp on Altassar. The Confederation player must use skill,
daring and evasive maneuvers to escape being devoured by
the carnivorous Spikus soldiers in their rite of Renewal A
science fiction game for two players. Price: $4.95.

CITY STATES OF ARKLYRELL - Dwarves, Elves, Humans,
Berserkers, Rocs and Ice Worms all become locked in deadly
combat in this fantasy game for two players, to see who will
become the dominant race in the world of Arklyrell. Players
will control different forces every game, assuring that no two
conflicts will be the same! Price: $4.95

Look for these Pocket Games in fine game and hobby stores
everywhere Only from

TASK FORCE GAMES
The NEW FORCE in gaming.









used for collecting zoo animals before the tranquilizer dart
gun was developed.

The lasso is attached to the end of a pole (an adven-
turer’s lance?) and thus the loop is kept open and can be
placed over the target, requiring far less skill and being far
more effective against a target with a high Defense.

The differences in HP and cost are due to the harder
rope of the thrown type. Pole lasso stats include the pole.
A fumble in either type entangles the user or the mount
in the rope with falling damage (if running at the time) and
takes 1D4 rounds to untangle.

After successfully catching the target, there is another
factor to consider. If the body is caught, the resistance
chart is used, matching STR vs. STR as in grappling. If the
head is caught, it is the same, but the STR of the one using
the lasso is doubled. If a leg is caught, the target must roll
DEX as a percentage to keep from falling; the lasso user’s
STR is doubled in using the Resistance Chart.

Bolas
Bolas are listed in Foes under Bolo Lizard Clan, but the
implement does not appear anywhere else in RQ literature.
The bolas is still used by Argentine gauchos, but its use goes
back to neolithic times as a hunting weapon. The gaucho
uses them against the legs of livestock, and neolithic hun-

Because the ideal way to use a bolas is to immobilize the
target, not just damage with the weights, damage is only
done by the weapon if the bolas-user rolls equal to or
higher than half his normal percent chance to hit. If he
does damage this way, he has no chance of entangling his
target. If he rolls a special roll. he both entangles the target
and does damage. For example, a character with a 50%
ability in bolas throwing will entangle his target on a roll
of 25 or less on D100, and will merely cause damage on a
roll of 26-50.

Bullwhip

After the chronicled adventures of Indiana Jones, I'm
surprised this one hasn’t turned up before. Still, the referee
should keep an eye on what a player-character can do
with this device. In several films I have seen a bullwhip used
to wrap around a convenient tree limb and swing the hero
out of danger, after which the whip obediently uncoils and
is again available as a weapon. Personally, I would tend to
trust it even less than Tarzan’s vines.

Still, it would be a logical part of the gear of a herder,
teamster, caravaneer, slave merchant, or even a general,
all-purpose villain.

The whip, like the pole lasso, is a weapon of fixed range.
It is useless beyond its range, and it can only be used to
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ters used them against large waterfowl (the whooping crane
may have started down its road to near extinction in the
late ice age due to hunters using this weapon).

The bolas consists of two or three weights, usually en-
cased in leather pouches for padding, attached to a cord
joining them together. The bolas is held in the middie of
these cords, swung around the head, and thrown with a
snap of the wrist so that the weights fly outwards, revol-
ving. The intent is to wrap the cords tightly around the
target, immobilizing, but not necessarily doing damage.

attack a target at equal to or more than half its maximum
range. Within that range, the whip is useless. The whip will
wrap around its target (as with a lasso) on any Special to
hit roll (20% or less of the needed number). If wrapped,
play as with the lasso, except that it will loosen after one
round.

Caltrops
Caltrops were rarely used in the bronze age, but came
into existence about the time that cavalry supplanted char-
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iots as the main equestrian military troops. The most com-
mon type of caltrop consists of four spikes arranged like
the points of a D4, a tetrahedron. They are light; eight
would add up to only one ENC point. They always land
with one point upward, so they can be thrown into place
rather than be carefully planted. A thrown rock skill is
needed to place them in the desired location. Scattering
them strategically may ensure that any mounted pursuit
will have to stop to clear them manually before continuing.

This is of obvious usefulness to adventurers on foot
being pursued by mounted enemies. However, they must be
used in an area that the enemy cannot simply bypass. A
Protection spell is often used to protect a mount against
them.

Caltrops may have some advantages for ambush, as they
will stop the movement of mounted forces in situations
where they may otherwise try to run the gauntlet.

Dropped Rocks

Flying intelligent creatures with prehensile abilities (grif-
fins and hippogriffs, for example) can use the Drop Rock
skill. They must have the rocks accessible and have time to
pick them up and take off with them in order to use them
in an attack. Skill with dropped rocks is developed separ-
ately for right, left, and both hands.

The weight limit for the rocks is half the creature’s
ENC (its flying ENC). Damage is 1D4 per ENC of the rock,
plus 1D6 for a 1.1 to 3 meter drop, 2D6 for a 3.1 to 6
meter drop, 3D6 for 6.1 to 9 meters, etc. The higher the
drop, the greater damage (because of greater velocity), but
the chances of hitting decrease because of greater distance
from the target. For each meter of range beyond 3 meters,
decrease the attack percentage by 05%.

For example, a griffin with 60% in Drop Rock, attacks
with an ENC 6 rock at an altitude of 9 meters. The rock
will do 6D4 + 3D6 points of damage if it hits, but 9 meters
of height subtracts (9-3=6) 6x5 = 30% from attack chances.
The griffin has only a 30% chance of hitting its target.

There is no need for a maximum velocity figure in all
this because long before that point is reached, the inac-
curacy factor (-05% per meter over 3) will make that ir-
relevant.

For those using the Optional Combat Rules (RuneQuest
page 100) the rock can crush. There is no possibility for
an aimed blow.

As for dodging, the usual Defense would apply. Mounted
characters use their mount’s Defense, and a forequarters
hit hits the rider instead. Remember the inaccuracy factor
for high altitude.

Other weapons might be dropped by these beasts. If the
attacker has an Ignite spell, a keg of lamp oil might become
a somewhat less potent molotov cocktail. One of our grif-
fin player-characters has a nasty habit of picking up ene-
mies it has killed by claw and beak and dropping them on
survivors. We don’t let this do the D4 per point of ENC
damage since they aren’t as hard as rocks, but it eliminates
the need to search for properly-sized boulders.

Because of the vertical angle, there is a different hit
location table for humans and similar bipeds. Simply
roll 1D10+10 for location. For quadrupeds, you may
wish to ignore all leg hits. Snakes, wyrms, dragonsnails,
and the like would not differ from their normal hit loca-
tion tables. A walktapus also rolls 1D10+10. O
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WORLDS OF WONDER
By Steve Perrin

Chaosium Inc.

$20.00

Reviewed by C.D. Martin

Worlds of Wonder (WOW) is Chaosium’s
entry-level role-playing system. WOW con-
tains three role-playing games: Magic World,
Superworld and Future+World. |f a game-
master allows it, characters can be used from
any world for adventures in the other two.

Entry-level means that a role-playing
game (RPG) is easy to learn, simple to play
and cheap. An entry-level RPG is often a
simpler version of another game. Basic/Ex-
pert D&D came out after Advanced D&D.
Arduin Adventure is a simpler Arduin Grim-
aire. WOW is the son of RuneQuest (RQ).

Entry-level RPG's are for beginners.
Experienced gamers also buy them for a
change of pace. Both groups may move up
to a larger system by the same company.

Worlds of Wonder contains the first
entry-level science fiction and superhero
role-playing games.

Basic Role-Playing (BRP) by Greg
Stafford and Lynn Willis is sixteen pages
long. It is the starting point for the three
WOW games, and two other Chaosium pro-
ducts: Call of Cthulhu and Stormbringer.
BRP uses the RQ characteristics: strength,
constitution, size, intelligence, power, dex-
terity and charisma. They cannot be inc-
reased nor do they affect skilils.

The combat system is RQ without Hit
Locations. The excellent RQ resistance table
is retained. First Aid is added to a number
of skills from RuneQuest.

There are a few problems. The only
weapon that can attack and parry in the
same round is the two-handed spear. You
should use one attack and one parry for all
weapons as in RQ. Only a third of a page is
devoted to monster creation. | find these
guidelines both vague and misieading. Does
a big dragon really have 40 points of armor?

Steve Perrin wrote all of the other books
in this set. Each is eighteen pages long. They
are filled with examples of character creat-
ion and play. Each set of rules ends with a
three-page mini-adventure,

Magic World brings money, training and
magic to BRP. Critical hits and fumbles are
added to combat and magic. A damage
bonus is given for great strength or size. A
magic user may increase his power charac-
teristic.

There are four character classes. Rogues
begin with five years of experience. They
have such skills as Fine Manipulation and
Cut Purse. If a Warrior can roll the sum of
his characteristics or less on D100, he also
begins with experience. Sages know all seven
sagecraft skills but they are limited in their
use of weapons and skills. Warriors and
rogues may become sages. All three may
become Magicians.

Mages are the most powerful characters.
They can increase their power to 25 points.
A magician may become a sorcerer by sacri-
ficing one point of power to create a staff
whose power equals his own. This takes six
months and a great deal of money.

A mage starts with four spells and can
keep spells equal to or one half of his intel-
ligence in memory. He can transfer spells
from his book to his memory. A spell may
be cast as many times as the mage is willing
to put a point of power into it. Putting
extra points into a spell increases its effect.
Other characters may learn 1 - 4 spells.

There are only twenty-four spelis but
they are the best set | have ever seen. They
cover almost all possible situations — you
can even use a Change spell to turn a prince
into a frog twice his size, There are actually
twenty-seven spells because Conjure/Dismiss
Elemental must be learned for each of the
four types. Six other spells are reversible.

Magic World magic is more powerful
than RuneQuest magic. It is also more diff-
icult to use. A mage must both cast the spell
as a skill and then overcome the target’s
power on the resistance table. A mage's
skill with a spell can be improved.

There are two minor problems in the
magic system. | don’'t know what happens
when an Enhance/Diminish spell reduces a
character’'s SIZ to zero. The victim may
have to fight microbes or he may turn into
a black hole. In RQ a resistance table roll
of 05 or less always succeeds. | suggest the
same should apply in Magic World so char-
acters stand a chance when facing a power-
ful mage. Alternatively, you could let En-
hance/Diminish affect POW.

Comix
Archives

‘LS VITT

United Heroes
Building

Physical frailty of character, either impa
or totally disabled, such as character
blind, missing one eye, minus a leg, g
epileptic fits, etc.

Psycho-social frailty of character, giving
character a mental or cultural proble
such as recklessness, a major phobia,
anti-Communism, a moral code again
life, etc.

Special weakness of character, giving hin
by being within 10 meters of a certai
item.

1D6 per melee round
2D6 per melee round
Item is very common (fire, water

There are no necromantic spells. But if
you follow my suggestion on Enhancing
POW, you can invent the two-minute
zombie by enhancing a corpse to one point
of power and then Controlling it. if you
replace Control with Speak to Mind, you
have a ‘commune with dead’ spelf.

A dozen monsters are detailed. Hit
Points are now the same as size. | hope this
idea spreads — it is the most logical ap-
proach to hit points.

Superworld is the world of comic book
heroes. Because the game is set in our world,
the rules can concentrate on character gen-
eration. After you roll up a character, he has
the sum of his characteristics as Hero Points.
You may expend points to increase charac-
teristics, improve skills or purchase any of
thirty powers. You gain Hero Points by ac-
cepting disabilities: a blind character who
can live for only ten minutes in a vacuum
gets 15 points. Successful adventuring also
yields Hero Points.

You need to buy an Energy Supply to
run powers such as Energy Porjection,
Flight, Insubstantiality, Mind Block or Size
Change. Absorption converts enemy attacks
into usable energy. Powers such as Martial
Arts and Supersenses do not require energy.
You can take powers as either natural abil-
ities or artifacts. The cost of Flying is the
same whether willpower or an antigravity
belt is used.

The combat system puts guns in the
game, It also allows players to knock vil-
lains through walls. Combat can be very
funny. Death is a rare event. If they can be
rushed to a modern hospital, characters can
survive with negative Hit Points.

It is hard to talk about realism or accu-
racy in a superhero game. However, the at-
tention to detail in Superworld is so great it
must be considered a complete role-playing
system, Of the three games, this one has the
greatest staying power.

Eric Goldberg has long threatened to
produce a science fiction RPG without
spaceships, so we can avoid ail those im-
probable dogfights. Steve Perrin has beaten
him to the punch with Future «World. The
Third Empire uses matter transfer gates
instead of spaceships. New planets are found
by focusing gates on predicted locations.
Sometimes gates pass into other universes —
this is one way to link the games.

Before play begins, players gain six years
of experience in one or more of six careers.
You start as a Civilian, the only career
which can give you trading skills. ICE {Im-
perial Corps of Engineers) is an elite secur-
ity force which protects the gates. The
Scouts and the Army are the two other mili-
tary careers. A Science career is the only
way to learn abstract skills. You can be a
criminal at any time if you have never been
an ICE-man. However, you must first take
a dishonorable discharge if you leave the
scouts or army for a life of crime.

The Third Empire must deal with four
intelligent races. The insectoid Quertzl and
reptilian Sauriki hate the Empire almost as
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much as they hate each other. The ursoid
Rumahl have joined the Empire. Robots
are set free after they pay for being built.
Players may be human, Rumahl or Robots.

Future »World has the usual science fic-
tion arsenal: firearms, lasers, blasters (plas-
ma guns), missiles, grenades and force
swords. High-tech armor, including force
fields, keeps the players alive. The combat
system is lean but good.

As you would expect, Future+World is
the weakest of the three games. You cannot
pack all the skills, alien encounters and
superscience civilization of a full-sized game
into fifteen pages. As a game of exploration
and tactical combat, Future*World works
very well.

Worlds of Wonder comes in a very sturdy
box with a beautiful cover by Jody Lee. In-
side are the four rule books, dice and playing
aids. The dice are a D20, a D8, a D4 and
three D6s. A four-page play aid sheet helps
you to smoothly merge the games, eg. Prot-
ection spells are good against lasers but not
against bilasters. There is a two-page map
sheet of the “City of Wonder’' where all
three worlds meet.

There are four character sheets for each
game. The Superworid sheets are very nice.
Each has a line drawing of a man or woman
in tights. Each figure is in a different pose
for you to costume and color. There is also
a sheet of twenty-five figures in front and
back views. These may be copied, cut out,
folded and taped to a penny, The effect is
much like Steve Jackson's Cardboard Heroes.
Unfortunately, you can’t individualize the
figures because they are silhouettes rather
than line drawings.

My only other complaint is about dice.
A game system based on percentile rolls
needs two D20s and only one is provided.
Perhaps the three D6s should have been
left out instead.

There is very little wrong with Worlds of
Wonder. All the rules problems | found were
grey areas experienced gamers can handle. it
is impossible to make a perfect game, so
beginners might need a small errata sheet.

All three games work as RPGs. Some of
the superpowers of Superwor/d could be
given to monsters in Magic World. With care,
you can play all three games together. RQ
players can easily add elements from all
three games to their campaigns.

Worlds of Wonder is a superior product.
If Chaosium backs it up with prepackaged
scenarios, it will be with us for a long time.
| highly recommend it. O

76 PATRONS

By Loren Wiseman, et al
Game Designers’ Workshop
$3.98

Reviewed by Anders Swenson

76 Patrons is supplement six to the popular
Traveller game. As such, it is an expansion
of the patron encounter table found in the
third book of the original boxed set of rules,
76 Patrons consists of a collection of sce-
nario outlines for Traveller. 1t follows the
usual GDW format for Traveller items and is
48 pages long.

There are two types of adventures in this
book — normal patron encounters for role-
playing games, and mercenary tickets for
small-unit miniatures games using the Merce-
nary rules. The patron encounters are organ-
ized into chapters based on the number of
player-characters involved. There are chap-
ters for two to six characters, five to twelve
characters, mass scenarios for nine or more
characters, and small-scale scenarios for sin-
gle player-characters. The mercenary tickets
are in a single chapter, but are graded by
unit size (platoon, regiment, etc.) and by
mission {cadre, striker, etc.}.

The role-playing scenarios are all organ-
ized in the same way. First is the informa-
tion that the characters would know about
the situation, and which the GM must there-
fore tell the players, either directly or with a
lot of embroidery. Next is a description of
what is actually going on, the basic situation
which bears some relation to what the char-
acters know, but which usually contains a
fishhook or two. Finally, there is a selection
of possible variations in the scenario. These
are indexed against a die roll for the times
when the GM doesn't want to decide for
himself how things will come out.

These scenario descriptions are only a
few hundred words long, and so the GM
must be prepared to provide a suitable
amount of supplemental material. NPCs
must be given characteristics and skills,
cities must be mapped, starship plans drawn
or chosen, animal encounters defined, etc.
Some of the scenarios have suggested set-
tings on specific worlds in the Spinward
Marches, but others are left unlocated, and
in any case the GM must decide where the
scenario will take place in the context of the
campaign at hand. The various early Travel-
ler supplements, 7001 Characters, Animal
Encounters, and Citizens of the Imperium,
as well as the various books of starship
plans, are basic to this activity.

The mercenary tickets are organized in
the same manner as the ones to be found in
Mercenary. They are again in two parts, first
relating the public information known to
player-characters, then giving additional in-
formation which may or may not change
the picture completely. The final resolution
of these scenarios is usually some kind of
miniatures wargame.

This is a great little book! It provides a
handy guide both for the GM who is still
learning how to construct Traveller sce-
narios, but also for the quick Friday night
game where no one wants to thinks a lot.
This book has sixty role-playing plots and
sixteen mercenary tickets, which should be
enough inspiration for anybody. Further-

more, the role-playing scenarios are written
in such basic terms that they may easily be
applied not only to other science fiction
games, but also to adventure games set in
other genres. For example, | have played in
a RuneQuest game based exactly on a
patron encounter from this book. 76
Patrons, therefore, is not oly a basic neces-
sity for the Traveller GM, but also a worth-
while purchase for the GM who wants quick
ideas to use with other systems. O

URAGYAD’'N OF THE
SEVEN PILLARS
By William H. Keith Jr. and

J. Andrew Keith
FASA
$6.00
Reviewed by Tony Watson

Uragyad’n of the Seven Pillars is a campaign-
adventure for use with Traveller. 1t is one of
FASA’s new line of high quality, detailed
adventures and maintains the high standard
set in Ordeal by Eshaar.

The action is set on Vahijdi in the Cabala
subsector of the Far Frontiers sector. Vahjdi
is a tech 4 non-industrialized and primitive
world that has recently fallen to the armies
of neighboring Talak, a tech 6, industrial-
ized planet that has, interestingly enough,
just developed interplanetary flight. Talak is
a militaristic world, recently united after
years of internecine war, by the state of
Kartuk, whose military officers, headed by a
triumvirate, now rule the planet. Their con-
quest of Vahjdi was swift and brutal due to
their telling technological edge. Upon sub-
duing the world, the Talaki, put most of the
population to work in mines and smelters or
at the construction of a steam-electric
monorail network. Only the desert-dwelling
N'Ragah, tech 3 nomads, remain free,
though they are ruthlessly hunted by the in-
vaders.

The player-character group is approach-
ed by a representative of Frontiers Develop-
ment Inc., a company that desires to change
the political situation on Vahjdi for pur-
poses of trade. The mission offered is best
suited for mercenary-types (as are the pre-
generated characters provided) since it in-
volves a commando raid on the Talaki head-
quarters with the ultimate goal being the
assassination of Sittark, the leader and mem-
ber of the ruling triumvirate. His death will
place a second triumvir, Rinji, in control.

its cause organized into about 170

Ticket XIV

Background: Gretle (D-65574¢
ween the Easmolian Confederatior
protection of either. Until recent
not having anything anyone woul
deposits were discovered. The gov
secret for long, and that soon afte
will become a target for unprincip
Hortalez et Cie (secured by the n
army and defend itself.
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FDI believes him to be much more amen-
able to their plans. The raid turns into a
trap, however, and the adventurers are
forced to flee into the desert.

It is in the desert that the travelers en-
counter the N’'Raqah, whose struggle they
will become involved with, The nomads and
their way of life is described in good detail,
including customs, clothing, and techno-
logy. A cast of important tribesmen is in-
cluded, since they fulfill critical roles in the
adventure, and rules for adjusting supple-
ment 4 character generation tables for
N‘Raqah are provided as well. Most impor-
tant of these is Shevajrajahabri, daughter of
a coast-dwelling king who attempted to
unite the world’s people before the Talaki
invasion. Now, she hopes to organize a resis-
tance to the off-worlders, using a nomad
army. In the adventurers, with their ad-
vanced weaponry and military expertise,
Sheva believes she has found the nucleus
around which to build a force to oppose the
Talaki. At the Seven Pillars, an important
monument to the desert tribes, the adven-
turers are offered the position of “Urag-
yad’'n’’ or leaders over many clans,

As one can see, Seven Pillars is militarily
oriented, providing the opportunity for an
extended campaign in which the players wili
play primary roles. The information pro-
vided in the rules serves as an excellent
structure and framework for administering
the action. A checklist of weekly operations
is included for planning activities, such as in-
telligence gathering, training and recruit-
ment or more involved activities such as
raids on Talaki camps or the monorail sys-
tem.

The action is greatly facilitated by the
inclusion of an 11”"x17" fold-out map of
the area, complete with a detail of the Baku
Sky Palace, the headquarters of the Talaki
forces. The adventure also gives information
about key areas on the map.

A large section of the rules is devoted to
setting up and resolving military engage-
ments. An order of battle of sorts is listed
for the Talaki invaders, detailing the size,
equipment and organization of the off-
worlders. A short section explains how to
adapt the situation for use with GDW's new
Striker rules (the campaign does seem tailor-
made for use with these rules, if the referee
and players desire to put in the extra time
and effort). Those without Striker need not
despair; a quite servicable combat resolution
system, a combination of basic Traveller and
Mercenary is provided. The result is abstract
enough to play quickly, but has enough de-
tail to account for such factprs as morale,
support weapons, tactical manuever and

casualties, While the specifics are set up for
this campaign, minor adjustment could
make the system serviceable for any mid-
size action.

Seven Pillars is a fine example of how a
short campaign for mercenary-type charac-
ters should be set up and run. This is an in-
teresting situation for the characters to be
involved with, a confrontation with a solid
and sensible background and definite goals.
Action won't {or shouldn't if the adventure
is used properly) occur randomly or without
reason. The thought put into the engage-
ment resolution system and the organization
of activities pays off; a campaign setting
that could easily get out of hand and be-
come difficult to run remains manageable
without losing any of its operational or tac-
tical feel., if your Traveller campaign has a
few mercenary players, this adventure
should serve nicely, not only as a fascinating
scenario in its own right, but as an excellent
model for structuring similar situations. 0

THE DUNGEON OF KING
LOUT T

By Edward T Schoonover and Mark
R O'Green

Infinity Limited

$5.95

Reviewed by Dave Nalle

Just when i thought fantasy gaming was
growing up, Infinity Limited kicks us all in
the teeth in an attempt to resurrect the
mediocrity of the FRP products of the
mid-seventies. | was shocked and depressed
to see that there are stil gamers out there
whose imaginations are as limited as those
which perpetrated this abomination.

The Dungeon of King Lout contains
17 pages of text, including maps and
cover. It comes as a set of loose 8%x11
inch sheets, with double-column typeset
type and decent two-color cover art. The
layout and graphics are good and the inter-
jor illustrations are fair. This package sells
at $5.95. That breaks down to 35 cents a
page of text, more than five times as expen-
sive as similar material from Judges Guild,
and seven or eight times more than the least
expensive scenarios on the market.

This is a traditional dungeon, which the
designers suggest you put “‘under a palace,
or within a castle grounds, or in any isolated
location.”” How original. This is a three-
section dungeon to be stuck somewhere for
the playercharacters to discover. The
sections can be used together or separately.

The first section is ““The Wicked Dungeon
of King Lout,’” the second is ““The Monster's
Lair,”" and the third is ““The Wizard's Cham-
bers.”” Together they are a selection of the
three most popular ‘dungeon types,’ almost
archetypes of this sort of design.

The Wicked Dungeon of King Lout is a
well conceived standard barracs and jail
combination. Unfortunately it also has the
usual set of secret rooms and passages hold-
ing magic items and monsters which even
the most warped imagination could not ex-
plain away logically. It includes a personal
wizard serving the captain of the guards,
and a grotto with giant were-bears. This is
the longest of the three segments.

The Monster’'s Lair is just that. It is a
lair for a bunch of Gargoyles, plus Ratmen,
Humanoids {whatever they are), an insane
Dryad, a mummy, and other common fare.
It is rather short.

The Wizard's Chambers is a bit longer,
and is a fairly standard dungeon area ruled
by a wizard. There are a number of sensible,
functional rooms, plus {(by now) the expec-
ted placemenf’ of illogical monsters and
traps, including a set of non-funcitonal laby-
rinthine corridors. It is no better or worse
than the other two sections.

The most interesting (clinically) aspect
of this dungeon is the fact that it is designed
to be run with any game system. It is not
surprising that they achieved this very well,
as none of the monsters, magic items, or
persons in the dungeon are described by
more than an identifying name, though
space is given to fill in your own stats. While
this makes it suited to any system it also
makes the dungeon totally useless, even to
those who would want to use it. You just
can’t get enough of a handle on such things
described only as a ““deadly blobish creat-
ure’’, “Olobs” or “magic potion.” Most
people who buy dungeons are looking for
fuli background and description which they
can adapt and use as they see fit. They buy
dungeons so that they can save work and
preparation time. Infinity Limited claims
that this dungeon covers the busywork and
lets the buyer be creative. They are sadly
confused, They have taken away the poten-
tial for creativeness and left the busywork
to the buyer.

There are many bad aspects to the dun-
geon and its parts. Of particular note are
the stupid and useless rumors given at the
end of the dungeon, and the proliferation
of unnecessary and out of place rooms and
encounters which offer little or no prospect
for interaction, have no reason for being,
and are so poorly described that most
players and GMs would have a hard time

The travellers had first met L
in a spaceport restaurant on Sk
introduced himself as the local
a sector-wide mercantile firm of
team of adventurers with militar
what he called "just a slight subs
tion in a neighboring star system
then; but the promise of Cr 1000
ment provided by the company,
pletion of their mission sounded :
travellers were stranded on a back
Passage offworld between them!
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figuring out what to do with them or why
they should bother.

There are a couple of good points. The
traps are fairly weil thought out and imple-
mented, and the two or three magic items
which are described are described well,
though they seem almost identical to cer-
tain D&D magic items which one sees
quite often,

One particularly offensive aspect of the
scenario is the lengthy introduction, cram-
med with annoyingly cheery hype making
many exaggerated claims for the product.

This product is ridiculously overpriced,
almost contentless, and an affront to my
pride as a gamer. There is no reason why
anyone would buy this. You can design
your own random and unrealistic dungeon
{if you want) in the same time it would take
you to prepare The Dungeon of King Lout,
and you would save $5.95. 01

C&S SOURCEBOOK 11

By Edward E. Simbalist, Wes lves
and Phil McGregor

Fantasy Games Unlimited

$6.50

Reviewed by Patrick Amory

The Sourcebook Il is the first Chivalry and
Sorcery supplement to have been released
by FGU for over two years. As the comp-
any's attention passed to newer projects
(Space Opera, Land of the Rising Sunj, their

original FRP classic was neglected. Now we
finally have long-needed additional material.

This supplement is a sequel to the C&S
Sourcebook (1978), one of the best FRP
supplements of ail time. The earlier book
was not conceived as a grouping of errors
and corrections, but as essays and optional
additions. The Sourcebook 1/ is more the
former than the latter.

Packaging is even and uninteresting,
appearing somewhat slapdash. There are
large blank spaces that sould have been
filled with illustrations, and, in fine FRP
tradition, the contents do not seem to be
in any sort of logical order. The book is
stapled together and is about the size and
feel of an issue of DW. In fact, the supple-
ment resembles a magazine rather strongly,
each section is headed by title and author.
The illustrations are Mike Gilbert's unimag-
inative but well-done stock C&S pictures,
nothing to write home about.

The contents, though sporadically use-
ful, reflect the hurriedness of the packaging.
It is as if the authors grew fed up with or-
ganization and heaped all their spare rules
together for publication.

Certain of the sections, however, are
very useful. The article worth the price of
the book to C&S GMs is ‘‘Determining
Spells for Non-Player Magick Users’’ by Wes
Ives. Previously one had to roll a percentage
chance to know a spell for every spell in
the C&S rulebook; now tables and a logical
system are presented. The charts end up
being very complex, but succeed in giving
an MKU of any type a range of spells with

a concentration in his particular class. This
should have been included in the original
rules.

The ‘Expanded Strategic Warfare” sys-
tem is simply a more realistic expansion of
the system in Swords and Sorcerers, and it
also adds sieges and naval batties. Another
useful section, but only for non miniature
players.

““Prices and Availability of Aichemetical
Materials’’ (it should be Alchemical, by the
way) is once more an omitted section from
C&S and is marginally useful.

Other articles deal with expanding the
feudal worid, including ‘‘Jacquerie’’ (an
article on peasant uprisings) and ‘“News
Conveyance” (sending letters in a medieval
world).

A section of Magick ltems was actually
included, after Simbalist’s and Backhaus’
long complaints against such monstrosities.
The section is of course more interesting
than the D&D magic items, for formulae
and history are included with the descript-
tions of the items’ abilities. Still, one would
have thought that the authors would have
refrained from such an article on principle.

“Doors’’, "Locks’’ and ‘‘Runes’” are
sections on totally optional mechanics, that
may or may not be useful depending on
the GM.

The Sourcebook 11 is, unlike the Source-
book, of use only to C&S GMs, to whom it
could prove very useful despite its relatively
steep price (50 pages for $6.50}). | have
found it very handy, but its predecessor is
far superior. @

The Tribes of Crane s a unique correspondence game.

THE TRIBES

OF CRANE

You. task chief of the Leopard people wandering tribe of crane.
sitin your great wagon awaiting news from your swilt searching
outriders. Suddenly hoof beats approach. The outriders leap from
their mounts to your wagon flushed with excitement lor they know
full well the meaning of their news. But one sector to the North the
great merchant caravan of the Impala people has been spotted. The
orderis given. "Toarms ... toarms!” You snap your orders. "Gather
my captains of hundreds. Let all know the tactic will be enfilade
right. Now my arms, my mount.” You heard that Kate. chie! of the
Impala people. has chosen a stand and defend tactic twice before.
will he again? You know also that the Impala people are line
warriors as are all the people of the many tribes. This will be no raid
of the strong on the weak, but rather a mighty clash of the TRIBES
OF CRANE . ..

1879 Schubel & Son

P O Box 214848
Sacramento. CA 95821

JULY 1982

senstc SCHubel & Son

allowing for interaction between players and the fantasy worid of
Crane and each other through a continuous game that may be
entered at any time

As a new player you will start as the chief of one of the many
wandering tribes of Crane Perhaps your tribe will be of the Sea
people or Caravan merchants

As chief you will know many secrets of your people and their
lands, but there will be much you have stll to learn of the iost
secrets of Crane. It will be you who decide tf your people will remain
in their familiar homeland or begin a journey to new iands as you
strive toincrease your herds, train warriors. and iearn of the ancient
lost secrets that can move your people toward prosperty and
dominance

The land of Crane 1s a complete fantasy world with afullrange
of geography from the permanent ice of the polar regions. to the
deserts. and tropical forests of the equator

Cities dot the continents of Crane providing centers of trade
and homes for the powertul Shamans and KingLords

The creatures of Crane are as varied as its geography Cattie
goats. and the caribou are the mainstay of the tribes. depending on
the geography. But horses and the great mancarrying war hawks
are important to the fherce warnors Many undomesticated
creatures also inhabit Crane such as the Euparker:ta. a huge
bipedal lizard that feeds on cattle in the grasslands of Crane

Interaction between players 1s very common. Atliance. trade,
and combat are always possible. Combat s determined in partby a
companson of tactics used by the antagonists, the relative number
of warriors. and the geography

The games objective 1s to increase the relative strength and
prosperity of your tnbe which 1s measured by different crniteria.
depending upon the type of tnbe. and thus obtain points Players
try to obtain high average points per turn thus placing new players
on a par with those who have been pilaying longer
The Tribes of Crane may be entered for $10.50 which
includes the first two turns, set up turn, a rule book and
all necessary material (except return postage). There-
after, turns are $3.50 each. A rule book may be purchased
for $3.50.

39










New products of interest
to the adventure gamers.

N FIELD GUIDE TO ENCOUNTERS mm
This new role-playing system is designed
by Dragon’s Byte, and consists of two
books, one 112 pages and the other 96
pages. Basically a class and level system,
it has poisons, lycanthropy, 34 occupations,
182 monsters, godhood, mutations, trea-
sure, over 600 more monsters, psionics, etc.
Available for $12 from Judges Guild, iInc,
RR 8 Box 9, 1221 N Sunnyside Road,
Decatur, 1L 62522.

TN RUNEQUEST I
BORDERLANDS — This is a boxed cam-
paign set containing a 48-page referee's
handbook, 32-page encounter book, seven
scenario books ranging from four to twenty
pages each, a 17''x22"" map, and play aids.
Designed by various authors, the set is inten-
ded for intermediate ability characters. The
scenarios are inter-connected and invoive
meeting the employer, pirates, rescue,
revenge, a temple assault, a mountain
climb, and a trip to Giantland. Available
for $16 from Chaosium Inc, PO Box 6302,
Albany, CA 94706-0302, add $2 for postage
and bhandling. California residents add
appropriate 6% or 6%:% sales tax.

I YSGARTH I
BAELNOK -- Designed by Jan Mierik,
this is a 16-page booklet describing an
adventure to petition the king to aid an
island that yielded poor crops and fishing.
The adventurers encounter bureaucracy,

a religious festival, and other city problems
and occurences. It also includes a new
experience system. Available for $1.50
from Ragnarok Enterprises, 1402 21st
Street NW, Washington DC 20036, add
25 cents for postage and handling.

NN DRAGONQUEST I
STARSILVER TREK — Designed by
Diane Mortimer and Bill Pixley, this is a
48-page book. Intended for a party of six
characters, this is a quest for a silver mine.
There is a sea journey with pirates, a beast-
master, a forest with leprechauns, dryads,
nymphs, and satyrs, etc. Available from
Judges Guild for $7.

IR TRAVELLER WENENNRNNER
THE BEST OF THE TRAVELLERS' AID

SOCIETY VOLUME 2 — This 48-page
booklet contains material from issues 5-8
of the Journal. The 19 articles include
reprints of ‘“Vargr” and ‘““Aslan,” two of
the major races in the Traveller universe.
Sells for $4.98 from GDW, PO Box 1646,
Bioomington IL 61701.

MERCHANT CLASS SHIPS — Comes
boxed with two 16-page booklets, 112
counters, and three 22''x34" maps printed
on both sides. The booklets provide stats
and interior descriptions of six merchant
class ships and scenario ideas. Designed
by Ross Babcock and Jordan Weisman, it
is availabie from FASA, PO Box 6930,
Chicago IL 60680-6930.

HORIZON PRESENTS...

The Oracle

A new role-playing magazine!

The Gracle is a semi-professional magazine dedicated
to serving the needs of an ever-expanding hobby-adventure
role-playing. We invite you to join us eight times a year as
we explore the vast realm of fantasy and science fiction.
Each 36-page, digest sized issue covers a wide range of
games and related subjects, combining fiction, art and
editorial comment with new game variants, new monsters,
magic and other items, adventures, product reviews and
much more to create a wholly satisfying publication for all.

Subcriptions are $8 for one year, $14 for two. A
single copy is $2, postpaid. We welcome contributions!
Write for payment info. Dealer inquiries are also welcome.
Reserve your copy of our premiere issue by sending $2

today!

HORIZON INTERNATIONAL
P.O. BOX 27513
SALT LAKE CITY, UT 84127

ASLAN MERCENARY SHIPS — Comes
boxed with two 16-page booklets, 112
counters, and three 22'x34" maps printed
on both sides. The booklets provide stats
and interior descriptions of a battleship and
a transport, scenario suggestions, and notes
on the Aslan. Designed by J. Andrew Keith,
Jordan Weisman, and Ross Babcock, it is
available from FASA.

I ANY SYSTEM Wi
DUNGEON OF KING LOUT — Thisis 18
loose-leaf pages describing an adventure for
use with any FRP system. It basically gives
maps and descriptions of a dungeon without
any stats for the monsters. it is designed
by Edward T. Schoonover and Mark R
O'Green, it has dungeons, prisons, guards,
grottos, caverns, chambers, etc. Available
for $5.95 from Infinity Limited, 1425 S
320 E, Orem UT 84057.

NS ACCESSORIES NN
CARDBOARD HEROES -~ There are five
new sets, all priced at $3.50 per set. Set 5
is Undead, sets 6 and 7 are Monsters (all
painted by Dennis Loubet), there is also a
set for Traveller (painted by Paul Jaguays),
and a set for Villains & Vigilantes (painted
by Jeff Dee). Available from Steve Jackson
Games, PO Box 18957, Austin TX 78760,
Texas residents add 5% sales tax.

DRAGON DICE - This is a set of four
ten-sided dice plus a crayon to color in the
numbers. It is produced by TSR Hobbies,
Inc., and available through retail outlets and
mail order dealers.

IS BOARDGAMES NN
FIELD OF HONOR — This is a game of
jousting knights. 1t comes with six counters,
an 8%''x11' map, four pages of rules, and
16 record sheets to keep track of knights’
stats. The game involves training, equip-
ment, spoils and experience, the joust, etc.
Available for $2.95 plus 50 cents for pos-
tage & handling from Ragnarok Enterprises.

STARCROSS — Designed by David F. Nalle,
it comes with a four-page booklet, over 300
counters (non-mounted or cut), six 3%
geomorphic hex maps, and 16 ship record
sheets. For two to six players, the game
involves using credits to build space ships,
technology, and capture of systems. Avail-
able for $2,95 plus 50 cents postage and
handling from Ragnarok Enterprises.

OGRE and G.E.V. — These are new editions
of the old games. They now come in a plas-
tic box and sell for $5.50 each. Available
from Steve Jackson Games.

THE OGRE BOOK — This is a 40-page
collection of articles, variants, fiction,
and scenarios for Ogre and G.E.V. The ar-
ticles originally appeared in The Space
Gamer magazine and all have been edited
and updated for this volume. The 19 articles
include “lron Mountain: An Ogre Scenario.”
Sells for $5.50 and is available from Steve
Jackson Games.

STARLINE 2200 30mm HEX SHEETS —
This is a set of four 18''x24'’ numbered hex
sheets, white on black, for use with the
Starfleet Battles game and its Stariine 2200
miniatures. Selling for $4,95, published by
Task Force Games. |t is available through
retail outlets and mail order dealers. [J
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Dear Tadashi,

Now that TSR has purchased SPI, they
have cancelled all the SP1 events at this
year's ORIGINS. Hobby-wide cooperation
seems to have been overridden by some
other ideal. SPI demos, seminars, and
tournaments made up an enjoyable part
of ORIGINS. | hope TSR realises that
the real losers from their action are the
gamers. The consequences can only be
further alienation of the fans.

Steve Jackson Designer Jeans? Pro-
minently displayed on charming buttocks
in trade ads, they may be in style but
they lack the vital ingredient - fashion.

RUDY KRAFT is resigning as editor
of Gryphon. He would not say why but
my speculation is that he is tired of seing
his editorials six months out of date. So
are a lot of his contributors tired of seeing
their contributions become so dated as
to be unusable.

A funny thing happened on the way
to the printers: a few issues back | announ-
ced that Chaosium was going to publish a
RuneQuest campaign pack titled Border-
lands. Upon reading my column, Eon
Products immediately called you guys
to say that they will also have a product
titled Borderlands. Calls were made to the
respective printers. Chaosium added “Rune-
Quest” to their title and Eon added “the
fantasy boardgame.’’ Everyone hopes this
will eliminate any confusion that may
arise. | bow benevolently. At least two
companies know how to work together
in this madness known as the gaming
industry. Speaking of RuneQuest Border-
lands, | just got my copy, thanks. | love
LISA FREE's interior drawings!

Chaosium would like to congratulate
Viking Hobbies of Memphis, TN, for being
the first to list RuneQuest as their best-
selling RPG in Game Merchandising, a
trade magazine for retailers. And | think
it was well-deserved, Tadashi, but if you
want any more plugs in my column you'll
have to write them yourself.

New adventure games for the Atari
personal computer have been announced
by EPY X. Nightmare will involve players
trapped in a dark castle filled with mys-
terious chambers, fearsome creatures, amaz-
ing treasures and other original ideas. King
Arthur’s Heir involves a quest for the
Scroll of Truth, the finder to become the
heir to the throne. At $30 a crack, they
better be worth it.

Eon Products announces that the first
annual Cosmic Encounter World Cham-
pionship Tournament will be held at the
40th World Science Fiction Convention
in Chicago this September. It sounds like
an event for all true champions of Cosmic
Encounter to enter.

Task Force Games has cancelled their
plans to release their electronic board
game, Star Fleet Command. Originally
scheduled for September release, industry
analysts speculate poor cash flow as the
cause for suspension. Those electronic
games are expensive to produce — and
expensive to buy. | will continue to accept
review copies, of course. TRS-80, please.

Troubles at Ral Partha: GLENN KIDD
is no longer president, workers are unhappy,
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sales are lower. Did | miss something?

Summer is coming, so things will get better.

The Conan movie is out — but the game
is not. SPl was supposed to have it out
by now, and you know what happened
to them. SPI also had the contract to do
a game for the second Star Trek movie.
| wonder, 1 wonder. | guess TSR has the
rights, but do they have the time and
people?

| hear that FASA has just released the
first Thieves” World module in time for
CWA CON in Chicago. Designed by
WILLIAM FAWCETT and titled Traitor.
ROBERT ASPRIN was there for autograph
hunters. | hope CWA CON did well —
Chicago deserves to have a major con.

The Space Gamer’s 1981 Game Survey
Results show 7SG as the highest rated
magazine, of course, with DW placing
fifth right behind White Dwarf and above
Sorcerer’s Apprentice and The Dragon.
FRP still rates much higher than SFRP,
Of the SF RPGs, Traveller is stiil the favor-
ite, and of the fantasy RPGs, The Fantasy
Trip is the highest rated, of course, with
RuneQuest right behind. Ordeal by Eshaar
is the highest rated SF supplement. Chaos-
jum took the top three honors in the
fantasy supplements with Thieves” World,
Griffin Mountain, and Cults of Terror.
Applause deserved. {I can hardly wait
for Lankhmar!) But 1 still wish 7SG would
say why they choose one title and not
another for rating.

Adventure Gaming 10 will be a special
wild west issue, reports editor TIM KASK.
Issue 11 will have a special Call of Cthulhu

by GIGI DARN

feature. Fans, don't miss it. Speaking of
our many-tentacled pal, a Cthulhu scenario
book is coming from you guys pretty soon,
is that right?

Gamemasters Workshop sponsored by
the Companions, Inc., has been cancelled
due to lack of interest. If they could get
more responses, they just might change
their minds and run it. It does sound like
a worthwhite event, and why wouldn't
anyone want to go to Maine in the summer?

You know what | heard in a game
store recently? ‘“That's the D&D role-
playing game. It's based on Mattel's D&D
electronic game.’” Are they ever wrong!

I understand summer is coming but |
must remark on the scarcity of freebie
review copies this past spring. Did winter
hibernation last a bit longer this year?
Winter was bad news, but come on, gang,
wake up and get moving! The gamers are
waiting. Going to a game store is not much
fun unless there are a few new things to
look at and browse through.

DAVE ARNESON has a T-shirt that
says ‘‘Co-designer of D&D."” That's a slogan
you won'‘t see too often!

Love,

& o

Coming Next . ..

Force role-playing game.

for Traveller.

A special superhero issue featuring articles on Champions,
Villains & Vigilantes, Superhero 2044, Superworld, and
Supergame. Among other things, it will include designers’
notes, adapting comic book heroes to specific systems, rules
changes, as well as a review of Supervillains, the new Task

Also included will be part two of the Terraforming article
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