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Issue 29 Reviewed

Has Chaosium’s meddling in the
affairs of Cthulhu finally aroused
the wrath of that dark horror? It
seems that the curse has been di-
rected at Different Worlds.

| was terribly disappointed at
the content of issue 29. With the
exception of ‘“Ringworld Pre-
view,”’ | found little worthwhile
reading in this issue, The "how |
did it” articles on campaign crea-
tion and world-building were
slightly interesting, but not
enough so to have the majority of
the magazine devoted to them,

Even so, | probably would not
have minded so much if there had
been some of the fantastic game
reviews which are my main reason
for subscribing to DW. In the
past, it has been the policy of DW
to review between five and seven
new game releases. Issue 29 only
offered three. Was it really neces-
sary to take up three pages to re-
view TSR's Star Frontiers and
Gangbusters, as well as another
full page for Starfleet Battles? |
would have rather seen reviews of
new products (Star Frontiers has
been out for a year, now). Even
the "Quick Plugs’’ section was ter-
ribly facking.

Now, about the “Metal Marvels'’
review of Grenadier’'s AD&D blis-
ter packs. Once again, the article
was outdated. The miniatures re-
viewed are no longer in produc-
tion, thanks to the split between
Grenadier and TSR,

| hope the next issue of DW will
be more consistent to the quality
that has been established in
the past.

Don Weliman
Quincy IL

! hope so too. —Editor

Selling of the Jedi

In response to John Nubbin’s re-
view of Return of the Jedi (DW
29), | feel that | really must
disagree.

It seem Mr. Nubbin is overly
concerned with the merchandising
aspect of the Star Wars films. Per-
haps he feels obligated by his pos-
ition of “‘public arbiter of good
taste, effects, and intelligent char-
acter development’ to scorn all
such offspring. The success of
these products surely must indi-
cate a market of persons desiring
these products.

Merchandising also performs an-
other important function—it sup-
plies the necessary dollars for
technical advancements, such as

the ones Mr. Nubbin dislikes in
Jedi. All these new techniques
and developments benefit the en-
tire film industry,
| do hope Mr. Nubbin does not
reject a future film, one more to
his liking, on the basis that those
FX (effects) he admires so much
were originalty created by Lucas’
“dirty money.”
Trish Ledoux
Modesto CA

From Across the Great Water

King Sebspa Il commands me to
send greetings and prays this finds
you in good health and spirits. |
have also been instructed to bid
welcome and encouragement to
the International Fantasy Gaming
Society’s earnest attempts to
translate table top fantasy role-
playing into real life.

Here at Peckforton Castle in
Cheshire, England, we have cre-
ated our own realm with King and
Court and Guilds, giving a basic
structure of ‘political’ intrigue
around which we plan adventures
and quests varying in length from
3-24 hours within the castle itself
and weekend and fortnight long
wilderness adventures set any-
where in Britain, We have 1700
members drawn from all over
the world.

The 1.F.G.S. games system as
described in DW 28 has some sim-
ilarities to our own, the major dif-
ferences being as follows:

The Combat Scoring System takes
into account the varying condi-
tions of normal daylight, dungeon
darkness, outdoor and indoor in
our 150 room ‘Norman’ castle.

The Combat System, where the
monsters use colour-coded water
(washable dye) on their weapons
{which include safe arrows).

The Political System is a well-
developed court and a series of
guilds and clans representing each
class of character and their group
allegiance. Whiist they are in the
castle, each member must remain
in character and participate in pal-
ace intrigue. The only safety lies
in the sleeping quarters {(where we
supply the best quality straw) or
when we organize special events—
barrpom brawls, manhunt, de-
fender, festivals, etc.

Non-Player Characters. Each
member is encouraged to play var-
ious roles defined as ‘monsters’
within our system.

Character Progression is by adven-
turing in ‘level’ dungeons alter-

nated with Guild tests rather than
a subjective experience point sys-
tem. If the referee does not con-
sider a character to have played
their role then no progression is
made. Guild tests are often "‘suc-
ceed or die’ tests.

Range Of Scenarios. Although our
activities are currently based on
medieval fantasy, we are at pres-
ent engaged in the active devel-
opment of a futuristic scenario
and hope to open a ‘Space Centre’
in one of Britain's major cities in
the near future, Meanwhite, we
are proceeding with the planning
stages of Greco-Roman, English
Civil War, Stone Age, Wild West,
Samurai, Spy, World War, After
The Catactysm, Thriller, and Se-
cret Societies scenarios.

Trying Us Out, Although we are a
private ciub, we offer non-mem-
bers the opportunity to try out
our ‘Basic’ adventure for only
/10 ($15) this is deductabie from
our membership fee should an ap-
plication be accepted.

Further details can be obtained
from: D.J. Hewitt, Treasure Trap,
Peckforton Castle, Peckforton, Nr
Tarporley, Cheshire, UK, Tel.
Bunbury (0829) 260876.

David J. Hewitt
Cheshire, UK

Love Letter

| hate Different Worlds. | hate
everything about the magazine;
except for one very special excep-
tion—1 am madly in love with
Miss D'Arn. Please, won’t you
give me her address or phone
number? I've written to her via
the mégazine, but | never get
answers. How about her real
name? I'll search the country
for her.

(Name withheid)

Spokane WA

Gigi regrets she has but one life to
give to the role-playing hobby and
that is as a gossip columnist,; and
for that she must remain absolute-
ly anonymous. She would like to
share her belief that the greatest
love in the world is the one that is
most secret. —Editor

Rational But Not Physical

| greatly enjoyed Arlen P, Walker’s
essay ‘‘Pandora: Rational World
Creation’’ (DW 29). | am a long-
standing enthusiast of incorpor-
ating applied physics into game
and campaign design; | found
Walker’s basic approach sound,
and picked up several ideas that

went beyond my own gleanings
from astronomy texts in useful
and interesting ways.

| regret to say that Mr. Walker
made one significant error in his
world construction. In calculat-
ing surface temperature for his
proposed world, he applies a ratio
of 0.93, derived from solar output
and orbital radius, to Earth’s sur-
face temperature of 15 Celsius,
obtaining a result of 14 Celsius.
The problem is that the equation
he uses is intended to work in de-
grees Kelvin (degrees above abso-
lute zero, a universally significant
measurement) rather than in de-
grees Celsius (degrees above meit-
ing point of hydrogen oxide, a
matter of purely tocal concern).

Recomputing by the correct
method goes as follows. First,
convert from Celsius to Kelvin, by
adding 273; thus, 15 Celsius
equals 288 Kelvin. Second, multi-
ply the ratio previously derived;
298 Kelvin times .93 equals 268
Kelvin. Finally, subtract 273 to
convert back to Celsius, or well
below freezing. | suspect that the
planet’s icecaps would be rather
larger than Walker suggested.

W.H. Stoddard
Chula Vista CA

Sorry we didn‘t catch the error.
—Editor

Scaling Judges Guild

When | queried Judges Guild
about scale for their campaign
hex system, they said that the
large (full-page) hex was 5 miles.
This means each small hex was
0.2 miles. However, if this scale is
applied to the village and castle
books, the smallest hut is 250" by
300'. Many houses fill 2 1000’
hex, and some are over a half-mile
in length.

To make the scale more rea-
sonable, | would decrease all
scales by a factor of ten (making
small hexes about 100°). To make
a hex 50’ would probably make
buildings closer to ancient stan-
dards, but the larger scale is fine
for multi- or extended family
dwellings.

Diane E. Grier
Prt Angeles WA

Running Joke

When are we going to see Eric

Goldberg’'s review of Storm-

bringer? a
Nat Wilkins
Quincy MA

When we see it. —Editor
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considered mere fable, here is the
proof: | myself have fought the
Drow, though they be said to be
merely legend. | have defeated
them and slain many, captured
prisoners, destroyed their demon
goddess, and plundered their
wealth for the sons of Light who
dwell beneath the Sun. Thanks be
to Athenal

Darkness entered into all
facets of the world, perverting
and corrupting that which it
touched. The demons pursued the
elves particularty since more Light
is in them than other creatures
with spirits. And they pursue the
men and their kin and tempt
them down the paths of Darkness,
so the dead god Purusha may not
be assembled.

Now, when a human or demi-
human dies, his afterlife is a con-
tinuation of the journey which
they pursued in life. If he pursued
the ways of Light, practicing
kindness, wisdom, truth, and
peace, he will enter into the Light
of the blessed gods. If Darkness
was his goal in life, then to howl-
ing Darkness he goes, If he pur-
sued neither Light nor Darkness,
then he goes to the plane of shad-
ows, Concordant Opposition.

Those with spirits continue in
the birth-death-rebirth cycle
unless they transcend it by apoth-
eosis; and long indeed is the road

to godhood. But those who have
souls go to their reward until the
end of time, when either the chil-
dren of Light or Darkness shall
conguer and claim all souls wher-

So this is our situation, Our
world is like the walls of Troy
where great Achilles fought. The
beseigers rush the wall and try to
fight over and through it to the
enemy—they infiltrate the wall
and take up positions among the
defenses of the enemy. The ele-
ments are like the bricks of the
fortress, and the ether like the
mortar between the bricks. On
either side of the wall are the
advance forces of the two armies.
These are the positive and nega-
tive material planes, where Light
and Darkness have reached out
and touched matter, converting a
portion to a substance very like
their own natures but also kin to
the material. Through these
planes of Light and Darkness each
can effect the material world, and
all the Inner Planes, directly.

Gods and anti-gods have rarely
fought since the world began,
since each side is saving its
strength for the Final Days, when
demons, giants, rakshasas, and all
the hordes of Darkness shall fight
to the last against the gods and
their legions. Each side prepares
for that final day by probing,

attacking, feinting, and conquer-
ing using its forces available on
the inner planes. In this way, each
side can build up its forces and
weaken its enemy’s position with-
out seriously jeopardizing its own.
So the creatures of the Inner
Planes can and often do call upon
the powers of Light or Darkness,
as each seeks to win another part
of the world for its side. Each side
offers guidance and power to the
creature, hoping that its soul or
spirit will fight for them at the
Final Battle. A hero unconsci-
ously draws on these powers, and
they aid him, give him greater
strength, and guide him to some
degree. Consider the mighty bar-
barian hero, Conan. He had not
only great physical strength, but
had an almost certainly supernat-
ural resistance to magic, and an
incredible awareness of his world
which allowed him to avoid blows
and traps. | cite him as an exam-
ple of one who received the aid of
the Light without consciously
calling on such aid. Conan served
the god Mitra, Lord of Light,
while neither worshipping him
nor desireing to follow Good and
Law, His mighty strivings brought
him into contact with the Light
and made him a power for Good.
Darkness, also, lends power to
men, and a creature can draw
from either or both at different

times without realizing it.

It is those who fully and con-
sciously draw on the powers of
Light or Darkness who makes
clearest the relationsrip between
us and the two great Powers.
These are the spell casters, and
their power is of three types. The
first draw on the power which the
gods and great demons transmit
to their servants. The gods and
anti-gods directly draw on the
powers of Light and Darkness,
but such power wouid destroy
most creatures of the inner planes
if one were to directly encounter
it. Each Higher Plane contains a
great amount of power due to its
constitution from either the One
Light or the Darkness. Those
beings from planes not wholly
Light or Darkness, such as Limbo,
of course do not have as much
positive power available as a being
from the Seven Heavens, or as
much negative energy to draw
from as does a demon. But a crea-
ture from such a plane can draw
from both positive and negative
energies; hence the balance of
power between planes is roughly
equal. The gods and anti-gods can
draw on this power directly, and
transmit it to their servants and
worshippers. This is the magic of
clerics, which is technically refer-
red to as ‘miracle-working.”

The second form of magic
comes from the powers of the
world itself. As we have seen, this
world is made of Light and also
Darkness. So the world has great
power contained within it due to
its origin, although not so much
as the Outer Planes. The heat and
light of the sun, for example, is a
manifestation of the One Light.
The attractive power of the plan-
ets manifest the power of Love
which drew the first gods and
goddesses together. Cold draws its
power from Darkness. Storms,
floods, and lightning all show the
innate power of the world. Much
of this power is locked away, but
can be tapped by one adept in
such things. Certain gods and god-
desses can aid in such conjura-
tions, but essentially it is a matter
of reaching out to tap the powers
of Light and Darkness which con-
stitute the Elemental and Prime
Material planes. This is the magic
called “druidism.’”’ It is not the
same as the power of certain dei-
ties to affect Nature, for as we
have seen, gods draw power from
the Outer Planes. Nor is it the
same as miracle-working, for the
Gods do not transmit power from
outside the world to within it. It
is rather a worldly magic requiring
an entirely different explanation
than that given for clerical dweo-
mercraefting.

The third form is that prac-
ticed by magicians and illusion-
ists, and is ‘magic’’ in the strictest
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sense. As we saw, Light and Dark-
ness each have a plane where they
have established themselves
almost totally, making matter
L.ight or Darkness again. The
Light and Darkness is not pure,
but also material; hence creatures
can traffic with it with less aid
from the gods than can one wish-
ing to use the purer power of the
QOuter Planes. This power is, how-
ever, exceedingly great, as great or
greater than that given to mortals
by the gods. Since this power is s0
great, and aid from the gods less,
one must use great care when tap-
ping it. This is the reason that
wizards and illusionists must prac-
tice great self-discipline, studying
long years while neglecting the
martial arts. The adept uses the
knowledge and discipline he has
learned to tap the power of Light
or Darkness contained in the Posi-
tive and Negative material planes.

Our speculations have now
also made clear the way white and
black magic can affect the adept.
This is seen most clearly in mira-
cle-working. When a cleric casts a
raise dead spell, for example,
power from the Light flows
through his body to perform the
good deed. It is as if fresh water
were allowed to flow through an
aqueduct. Some of the impurities
are washed away from the adept
by the power flowing through
him, and some of the good
remains, just as a few drops of
fresh water might remain ina
tube after the flow has been cut
off. For this reason, the most evit
of deities, who partake most fully
of Darkness, cannot themselves
perform any healing spells. The
Darkness within them, which is
the source of their power, would
be diluted if they let the Light
come into them in this way.

In the reverse case, a Slay Liv-
ing spell, the power of Darkness
flows through the adept, leaving a
stain on his psyche as surely as a
brackish stream leaves a trace of
impurity where it has flowed.
Light is energy, as is fife; Darkness
is anti-energy, and essentially anti-
life as we understand it. Anti-
energy is power to destroy and
harm life; hence Darkness can
take life more readily than give it.
So the cleric casting a Slay Living
spell taps the Darkness to perform
the miracle.

As a second example, consider
the spell of Animate Dead, usabie
by adepts of two differing
schools. Undead draw their power
from the negative material plane,
as all know. The Darkness in zom-
bies and skeletons is smail because
the power needed to sustain them
is small; more power is needed to
sustain those undead with free
will. But the creation of a zombie
always means tapping Darkness to
some degree; and this Darkness

(@83

must enter into and flow through
the adept, thus polluting him to
some degree. For this reason, a
patadin, who must be totally
pure, cannot create a zombie

at all,

The paladin is, of course, an
exceptional case, as he is not a
true adept, but rather gains mag-
ical powers through his extreme
discipline and purity. For a true
adept training is at least as impor-
tant as discipline, and hence an
occasional brush with a normally
forbidden power is not so disas-
terous. For this reason, a good
cleric may, under certain circum-
stances, perform the miracle of
Slaying the Living and suffer no
more painful repercussions than
the need for some sort of ritual
cleansing or atonement. And evil
clerics often perform healing
miracles if doing so will bring
greater evil into the world in the
long run.

Many miracles, for example
*hold person,’’ have no inherent
tint one way or another. In such
cases, the adept draws from what-
ever power he is accustomed to
drawing on. A black cleric draws
from a Darkness plane, while a
white cleric draws on Light to
perform the same spell.

In the same way, an adept per-
forming a Fireball spell draws
from either the positive or nega-

tive material plane, depending on
which he habitually draws from
for his spells. A neutral magic-user
may draw from either, depending
upon the situation and the uncon-
scious leanings of his heart at
the time,

| believe that these investiga-
tions can also explain why non-
humans seem to have inherent
limitations on their spell-casting
abilities. A detailed discussion is
out of plage here, since here we
are attempting to understand the
origins of the universe and the
workings of magic, not about the
particularities of racial restric-
tions. Briefly stated, the origins of
dwarfs, gnomes, and halflings
from the fragments of the god
Purusha which were mingled with
other elements is such that their
divine nature, and hence their
magical power, is diluted; in fact,
they are somewhat magic-repel-
lent, The elves, by contrast, are
innately sorcerous, being more
fully Light than these others.
They are born of the Light, while
we with souls are born of a god
who was born of the Light, and
hence are a further generation
removed from the source .of all
Power. But the elves have discov-
ered that, just as it is not best to
seek to control the flow of a river
while standing in the middle of it,
exposed to the full strength of its

current, so also is it difficult for
those who stand so close to the
Light to bend it to their will. So,
while it requires less discipline for
an elf to practice magic (hence
their multi-class abilities) than it
does for a human, it is more diffi-
cult for them to progress beyond
the Sorcerer class.

SUMMARY

To understand magic, we must
understand the origins of the uni-
verse; and the reverse is also true.
While there are three distinct
types of magic, they all involve
tapping the inherent power of
Light and Darkness, the powers
which make up all aspect of the
multiverse. The multiverse came
from energy, and is still alive with
the power which constituted it.
By tapping this power, the adept
can manipulate many parts of the
multiverse. This tapping leaves its
mark on the psyche, which is
itself energy; but so do many
other actions which may also con-
tribute to determine whether a
being is permanently influenced
towards Light or Dark. At the end
of worldly life, the soul or spirit
of material creatures goes to that
Quter Plane which most closely
corresponds to the tint of Light
or Darkness it picked up in life,
both through its conscious and

unconscious actions. [m]
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SWALLOWED POISONS

These poisons must be ingested. Lobbing vials of these poi-
sons like hand grenades will be an unlikely tactic at best,
whereas poisoning rations and leaving them in a monster’s
path may very well succeed.

Price and rarity of the deadliest poisons should keep
their use under control.

EXAMPLE: Tandro the Mighty, a highly-vaunted adven-
turer, has recently returned from pillaging the temple of the
evil scorpion god Maru. Tandro is regaling the patrons of a
city tavern with tales of killing the scropion god’s priests.
Drinks are flowing mightily and Tandro accepts a goblet
from the hand of an admirer.

As he begins to drink, the gamemaster asks Tandro’s
player to make a saving roll based on his I.Q., with appro-
priate minuses due to Tandro’s drunkenness. The player
misses the save so Tandro does not notice that his ale has a
slightly vinegary smell to it. As Tandro drinks, the game-
master calls for yet another save on his 1.Q. and this time
Tandro notices that the ale tastes somewhat vinegary and
has a noxious reddish hue to it. He decides the ale in this
tavern stinks, spills the remaining half of it on to the floor,
and strides out in search for a better watering hole.

The gamemaster judges that Tandro has swallowed at
least one dose of Gopal (since the disguised priest who
handed Tandro the goblet inserted three doses). He rolls a
1D10 and comes up with a 4, so in four minutes, Tandro
will begin to feel the poison (his temples will ache, he will
be nauseous, and his fingers will swell up). The gamemaster
rolls 3D10 and comes up with a 17, so the poison will
affect Tandro for 17 minutes. The gamemaster now rolls
6D6 and comes up with a 28, Dividing 28 by 18 (the Gopal
does flat damage) the gamemaster finds that the poison will
do 2-3 points of damage each minute. Tandro cannot with-
stand more than 20 points of damage so he will be dead in
about ten minutes.

Fortunately, fate smiles on the warrior and Tandro
makes his saving throw, halving the damage. Tandro must
now take only 14 points of damage, less than 1 each min-
ute. He will survive the poisoning. Unfortunately, two
priests of the scorpion god were waiting to waylay the war-
rior and they strike some eight minutes after he drank the
poison, enough time for the poison to take effect. Tandro
tries to draw his sword but his swollen fingers cause him to
drop it. The murderous priests set upon him with daggers.

Now if Tandro should survive (perhaps a comrade arrives
in the nick of time to beat the priests off), he will have
some experience with Gopal, experience which may stand
him in good stead in the future. At the very least, he will
watch who is handing him drinks!

Level 1 Poisons

IKRIN

BEGINS AFFECT: 1D8 minutes.
RUNS COURSE: 2D20 minutes.
DAMAGE: 5D8 flat.

DOSE: %% gram.

PRICE: 2 gold pieces.

eyes.
AVAILABILITY: Average.
SAVING ROLL: +2. if saving roll
is successful, poison still does half
damage.

GOPAL

BASE: Mineral. RUNS COURSE: 3D10 minutes.
ODOR: None. DAMAGE: 6D6 flat.

FORM: Grey powder. No color DOSE: 1 gram.

when mixed. Tastes slightly bitter PRICE: 3 gold pieces.

and metallic. BASE: Plant.

SYMPTOMS: Increasing shortness
of breath, dry and bitter taste in
throat, slight reddening of the

ODOR: Slightiy vinegary.
FORM: Light red liquid or tablet.
Tastes vinegary, Adds slight red-

BEGINS AFFECT: 1D10 minutes.

dish color when mixed.
SYMPTOMS: Swelling of fingers,
ache in temples, nausea. May
reduce dexterity in regards to
weapon use.

AVAILABILITY: Wide.
SAVING ROLL: +1. if saving roll
is successful, poison still does half
damage.

OLAP

BEGINS AFFECT: 1D6 minutes.
RUNS COURSE: 1D8 minutes.
DAMAGE: 1D6 per minute.
DOSE: % gram.

PRICE: 15 gold pieces.

BASE: Plant.

ODOR: None.

FORM: Syrupy dark liquid. No
color when mixed. Tasteless.
SYMPTOMS: Shortness of breath,
burning sensation in chest and
lungs, tingling of extremities.
AVAILABILITY: Average.
SAVING ROLL: None.

AEDRIBAS

BEGINS AFFECT: 2D6 minutes.
RUNS COURSE: 4D6 hours.
DAMAGE: 8D6 flat.

DOSE: 2 grams.

PRICE: 5 gold pieces.

BASE: Animal.

ODOR: Flowery-sweet.

FORM: Green gel. No color when
mixed. Tastes slightly sweet.
SYMPTOMS: Feverish feeling,
hazing of vision.
AVAILABILITY: Wide.
SAVING ROLL: -1. If saving roll
is successful, poison still does half
damage.

SPIDER BERRY

BEGINS AFFECT: 1D20 seconds.
RUNS COURSE: 3D10 minutes.
DAMAGE: 1D3 per minute.
DOSE: 1 gram.

PRICE: 20 goid pieces.

BASE: Plant.

ODOR: None.

FORM: Wine-colored liquid. No
color when mixed. Tastes some-
what like blueberries,
SYMPTOMS: Partial paralysis of
all limbs, numbing of lips and ton-
gue, slight swelling of throat
glands.

AVAILABILITY: Rare.

SAVING ROLL: -2. If saving roll
is successful, poison still does half
damage.

TILI

BEGINS AFFECT: 1D4 minutes.
RUNS COURSE: 1D20 minutes.
DAMAGE: 5D4 flat.

DOSE: 1 gram.

PRICE: 2 gold pieces.

BASE: Mineral.

ODOR: Lemony.

FORM: Off-white powder with
black specks. Tastes like lemon.
No color when mixed.
SYMPTOMS: Vioilent coughing,
shortness of breath.
AVAILABILITY: Wide.
SAVING ROLL: None.

Level 2 Poisons

ALBOR

BEGINS AFFECT: 1D10 minutes.
RUNS COURSE: 5D10 minutes.
DAMAGE: 1D6 per minute.
DOSE: % gram.

PRICE: 10 gold pieces.

BASE: Plant.

ODOR: None.

FORM: Clear liquid. Tastes
slightly salty, darkens color of
what it is mixed with.
SYMPTOMS: Hot and cold
flashes. Paralysis of vocal chords
{makes verbal spellcasting impos-
sible) within first five minutes of
effect that lasts untii poison runs
course,

AVAILABILITY: Average.
SAVING ROLL: -3. If saving roll
is successful, poison still does half
damage.

DRILLWEED

BEGINS AFFECT: 3D6 minutes.
RUNS COURSE: 1D4 hours.
DAMAGE: 10D6 fiat.

DOSE: 1 gram.

PRICE: 20 gold pieces.

BASE: Plant,

ODOR: Herbal scent.

FORM: Crushed brownish leaf.
Tastes ““‘planty” like lettuce. Leaf
does not dissolve in liquid.
SYMPTOMS: Violent headaches,
makes concentration virtually
impossibie due to pain. Possible
brain damage—lose 1 1.Q. point
for every 6 points of damage
taken.

AVAILABILITY: Average.
SAVING ROLL: None.

IRON ALE

BEGINS AFFECT: 5D6 minutes.
RUNS COURSE: 3D8 minutes.
DAMAGE: 2D6 per minute.
DOSE: 2 grams.

PRICE: 25 gold pieces.

BASE: Mineral.

ODOR: Dried beer.

FORM: Light amber liquid.
Tastes like ale with slight metallic
aftertaste. Will color any sub-
stance lighter in color than itself.
SYMPTOMS: Nausea, vomiting,
stomach pain.

AVAILABILITY: Wide.
SAVING ROLL: -2. If saving roll
is successful, poison still does half
damage.

ZHINTO

BEGINS AFFECT: 1D8 minutes.
RUNS COURSE: 5D6 minutes.
DAMAGE: 1D4 per minute.
DOSE: % gram.

PRICE: 15 gold pieces.

BASE: Animal.

ODOR: Slightly fishy.

FORM: Silvery oil. Fishy taste.
No color when mixed.
SYMPTOMS: Shortness of breath,
loss of equilibrium, pain in lower
back.

AVAILABILITY: Rare.
SAVING ROLL: None.
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MAGORAN

BEGINS AFFECT: 1D6 hours.
RUNS COURSE: 2D6 hours.
DAMAGE: 1D20 per hour.
DOSE: % gram.

PRICE: 35 gold pieces.

BASE: Plant,

ODOR: None.

FORM: Smali yellowish tablet.
Dissolves almost instantaneously
in liquid, Tasteless. Colorless.
SYMPTOMS: Akin to ptomaine:
nausea, stomach pains, sweating.
AVAILABILITY: Average.
SAVING ROLL: -3. If saving roll
is successful, poison still does haif
damage.

GREEN LOTUS

BEGINS AFFECT: 1D4 minutes.
RUNS COURSE: 2D8 minutes.
DAMAGE: 8D6 flat.

DOSE: 1 gram.

PRICE: 50 gold pieces.

BASE: Piant.

ODOR: Honeydew melon.
FORM: Greenish powder, Gives a
slightly melony taste and greenish
tinge to what it is mixed with.
SYMPTOMS: Twitching of limbs,
blurring of vision, slurring of
speech as if drunk.
AVAILABILITY: Rare.
SAVING ROLL: None.

Level 3 Poisons

SKINTWISTER

BEGINS AFFECT: 1D10 minutes.
RUNS COURSE: 1D20 minutes.
DAMAGE: 5 points per minute.
DOSE: % gram.

PRICE: 80 gold pieces.

BASE: Animal.

ODOR: None.

FORM: Blue powder, Dissolves
instantly in liquid, slight blue
color, no taste.

SYMPTOMS: Victim is thrown
into violent convulsions and has
great pain. Walking is impossible.
Double the damage taken if vic-
tim is wearing very restrictive
armor like full plate.
AVAILABILITY: Rare.
SAVING ROLL: -5. If saving roli
is made, poison still does half
damage but victim will be able to
keep convulsions somewhat under
control and will be able to walk,
though shakes will be frequent.

TODARA

BEGINS AFFECT: 1D6 minutes.
RUNS COURSE: 1D4 hours.
DAMAGE: 10D8 flat.

DOSE: 1 gram.

PRICE: 60 gold pieces.

BASE: Plant.

ODOR: Jasmine scent.

FORM: Clear liguid. Tasteless and
colorless.

SYMPTOMS: Burning sensation
in chest and lungs, shortness of
breath.

AVAILABILITY: Average.
SAVING ROLL: -3. If saving roll
is successful, poison still does half
damage.

AMBER LOTUS

BEGINS AFFECT: 1D12 minutes.

RUNS COURSE: 1D6 hours.
DAMAGE: 5D6 per hour.

DOSE: 2 grams.

PRICE: 100 gold pieces.

BASE: Plant.

ODOR: Cinnamon smell,

FORM: Dried, reddish-brown
leaves. Slight brown color to what
it is added to and can be spotted.
Tastes sweet,

SYMPTOMS: Shortness of breath,

loss of sense of touch due to
numbing in fingers, pain in joints.
AVAILABILITY: Rare.
SAVING ROLL: None.

SNAKE MARROW

BEGINS AFFECT: 1D4 minutes.
RUNS COURSE: 3D20 minutes.
DAMAGE: 10D6 flat.

DOSE: % gram.

PRICE: 55 gold pieces.

BASE: Animal.

ODOR: None.

FORM: Silvery-white powder, dis-
solves instantly in liquid, No color
or taste.

SYMPTOMS: Chills, fever,
shaking, blurring of vision.
AVAILABILITY: Wide.

SAVING ROLL: -2, Poison does
no damage if saving roll is made
but will still cause the symptoms,

TARAFIN

BEGINS AFFECT: 1D4 hours.
RUNS COURSE: 1D20 hours.
DAMAGE: 10 points per hour,
DOSE: 1 gram.

PRICE: 150 gold pieces.

BASE: Mineral.

ODOR: Waxy odor.

FORM: Black gel, dissolves slowly
in liguid, darkening color of what
it is mixed with. Tastes somewhat
rubbery.

SYMTOMS: Very akin to those of
the common cold: stuffed head,
aching muscles, congestion in
chest and throat.
AVAILABILITY: Average.
SAVING ROLL: None.

SANLAK

BEGINS AFFECT: 2D20 minutes.
RUNS COURSE: 4D20 minutes.
DAMAGE: 5D10 flat.

DOSE: % gram.

PRICE: 75 gold pieces.

BASE: Plant,

ODOR: Smells like roasted nuts.
FORM: White tablet with purple
specks. Dissolves instantly in lig-
uid. Slight nutty taste, no color.
SYMPTOMS: Loss of sense of
taste and smell, pain in ears like a
bad earache.

AVAILABILITY: Average.
SAVING ROLL: -4. If saving roll
is successful, poison still does half
damage.

Level 4 Poisons

RED LADY

BEGINS AFFECT: 6D20 seconds.
RUNS COURSE: 3D10 minutes.
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DAMAGE: 15 points per minute.
DOBE: % gram.

PRICE: 250 gold pieces.

BASE: Plant.

ODOR: Slightly strawberry scent.
FORM: Reddish powder. Dis-
solves instantly, gives pale red
tinge to what it is mixed with.
Tastes somewhat salty.
SYMPTOMS: Gradual paralysis,
chills, and blurring of vision in
final stages.

AVAILABILITY: Rare.
SAVING ROLL: None.

CHRYSOLIS

BEGINS AFFECT: 1D6 minutes.
RUNS COURSE: 5D12 flat.
DOSE: 1 gram.

PRICE: 300 go!d pieces.

BASE: Mineral.

ODOR: None.

FORM: Either light green liquid
or specklied green powder, Tastes
somewhat chalky, adds green
tinge to any substance lighter
than itself.

SYMPTOMS: Tightening in chest,
pain in hands and feet, slight
swelling of extremities,
AVAILABILITY: Average.
SAVING ROLL: -5. if saving roll
is successful, poison still does half
damage.

MATOSA

BEGINS AFFECT: 1D8 hours.
RUNS COURSE: 2D20 hours.
DAMAGE: 4D6 per hour.
DOSE: 2 grams.

PRICE: 200 gold pieces.

BASE: Animal.

ODOR: Sour grape odor.
FORM: Gray tablet, Dissolves
slowly in liquid (1D6+6 minutes),
but adds no color. Slightly sour
taste,

SYMPTOMS: Gradual pain in
head area, building as more dam-
age is taken. Very violent head
pain just before death,
AVAILABILITY: Rare.
SAVING ROLL: None.

WOLF'S BREATH
BEGINS AFFECT: 3D8 seconds.

RUNS COURSE: 1D10 minutes.
DAMAGE: 8D8 flat,

DOSE: % gram,

PRICE: 150 gold pieces.

BASE: Plant.

ODOR: None.

FORM: Brownish powder. Dis-
solves in liquid very fast, leaving
no taste or color.

SYMPTOMS: Speeding of metab-
olism, heavy sweating, shakes.
AVAILABILITY: Average.
SAVING ROLL.: -6. If saving roli
is successful, poison still does half
damage.

ANTHANE

BEGINS AFFECT: 3D10 minutes.
RUNS COURSE: 1D4 hours.
DAMAGE: 2D20 per hour.
DOSE: 1 gram.

PRICE: 350 gold pieces.

BASE: Mineral.

ODOR: Spicy smell.

FORM: Light gold liquid, yellow
tablet, or yellowish powder. Dis-
solves instantly, No taste or color,
SYMPTOMS: Hot flashes,
“sparkly’’ vision, dryness in
mouth and throat,
AVAILABILITY: Rare.

SAVING ROLL: None.

SCARLET LOTUS

BEGINS AFFECT: 1D8 minutes.
RUNS COURSE: 3D20 minutes.
DAMAGE: 10D6 flat.

DOSE: 1 gram.

PRICE: 200 gold pieces.

BASE: Plant.

ODOR: Tulip smell,

FORM: Crimson leaf. Does not
add color, but has odd "‘hot"’
taste like pepper sauce. Does not
dissolve.

SYMPTOMS: Drowsiness which
increases as poison works. Victim
feels sleepy, falls unconscious
after 30 points of damage and
cannot be awakened until poison
has run its course. Concentration
will be difficult.
AVAILABILITY: Rare.
SAVING ROLL: -6. If saving roll
is successful, poison still does half
damage.
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Level 5 Poisons

CHUK

BEGINS AFFECT: 1D8 seconds.
RUNS COURSE: 1D10 minutes.
DAMAGE: 1008 flat.

DOSE: % gram.

PRICE: 300 gold pieces.

BASE: Mineral.

ODOR: None.

FORM: Light orange powder.
Adds no color and dissolves rap-
idly. Tastes something like gin.
SYMPTOMS: Alternating hot and
cold fiashes, shortness of breath,
vomiting.

AVAILABILITY: Rare.

SAVING ROLL: -6. If saving roll
is successful, poison still does half
damage.

VIOLET LOTUS

BEGINS AFFECT: 2D20 seconds.

RUNS COURSE: 1D20 minutes.
DAMAGE: 4D8 per minute.
DOSE: 1 gram.

PRICE: 500 gold pieces.

BASE: Plant.

ODOR: Sickly sweet.

FORM: Dried purplish leaves.
Does not change color but has a

grape-tike taste. Does not dissolve.

SYMPTOMS: Violent shakes, loss
of speech, burning sensation in
arms and legs.

AVAILABILITY: Average.
SAVING ROLL: None.

EBONY DREAM

BEGINS AFFECT: 1D6 seconds.
RUNS COURSE: 2D10 minutes.
DAMAGE: 20 points per minute.
DOSE: % gram.

PRICE: 1000 gold pieces.

BASE: Plant.

ODOR: None.

FORM: Black powder. Dissolves
instantly, tasteless, coloriess.
SYMPTOMS: Victim loses all
physical senses, collapses, and is
subject to vivid hallucinations
generally of a pleasant nature as
the poison Kkills.
AVAILABILITY: Rare.
SAVING ROLL: None.

. FIRE PAW

‘BEGINS AFFECT: 1D10 hours.
gﬁNS COURSE: 3D20 hours.
DAMAGE: 5 points per hour.
DOSE: 1 gram.

PRICE: 700 gold pieces.

BASE: Animat.

ODOR: Musky smell.

FORM: Smali blue tablet. Dis-
solves instantly, coltorless but has
a slightly acidic taste.
SYMPTOMS: Searing pain
throughout the body, usually
disabling.

AVAILABILITY: Rare.
SAVING ROLL: -5. If saving roll
is made, victim still takes full
damage but the running time is
halved and the victim will be able
to withstand the pain.

JOVARA ROOT

BEGINS AFFECT: 2D10 minutes.

RUNS COURSE: 6D10 minutes.
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DAMAGE: 10D10 fiat.

DOSE: 2 grams.

PRICE: 850 gold pieces.
BASE: Plant.

ODOR: None.

FORM: Goldish powder. Dis-
solves instantly. Tastes gingery,
leaves no color.

SYMPTOMS: Nausea, shortness
of breath, and disorientation.
AVAILABILITY: Average.
SAVING ROLL: Normat. If
saving rotl is successful, poison
still does half damage.

VAROK

BEGINS AFFECT: 1D8 minutes.
RUNS COURSE: 3D20 minutes.
DAMAGE: 3D6 per minute.
DOSE: % gram.

PRICE: 500 gold pieces.

BASE: Mineral.

ODOR: Vague iron smell.
FORM: Crystalline silvery pow-
der. Tends to darken color of
what it is mixed with. Has metal-
lic aftertaste.

SYMPTOMS: Feverish feeling,
shakes, pain in all joints.
AVAILABILITY: Average.
SAVING ROLL: None.

Level 6 Poisons
EBONY LOTUS

BEGINS AFFECT: 1D10 seconds.

RUNS COURSE: 4D20 seconds.
DAMAGE: 8D12 flat.

DOSE: 1 gram.

PRICE: 1500 gold pieces.

BASE: Plant.

ODOR: Honey-like smeli.

FORM: Dried black leaf. Darkens
color of what it is mixed with.
Tastes like clover honey.
SYMPTOMS: Hideous pain, grad-
ual blindness, victim is totally and
permanently blind after taking 24
points of damage.
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AVAILABILITY: Rare.
SAVING ROLL: -8. If saving roll
is made, poison still does haif
damage and blindness is tem-
porary.

DOOM WINE

BEGINS AFFECT: 1D6 seconds.
RUNS COURSE: 1D10 seconds.
DAMAGE: 100 points fiat.
DOSE: % gram.

PRICE: 5000 gold pieces.

BASE: Rlant.

ODOR: Smells like fine burgundy.

FORM: Wine-colored liquid with
bitter taste. Darkens anything
lighter than its base form.
SYMPTOMS: Extremely fast-act-
ing, it is nearly always fatal.
Pounding in head, gasping for
breath, and then death.

SAVING ROLL: -5. If saving roll
is made, poison still does at ieast
50 poipts of damage.

WHITE EEL

BEGINS AFFECT: 1D20 minutes.

RUNS COURSE: 1D6 hours.
DAMAGE: 6D8 per hour.
DOSE: 1 gram.

PRICE: 2000 gold pieces.

BASE: Animal.

ODOR: None.

FORM: White thick liquid or gel.
Dissolves slowly, but blends in
with any substance becoming
invisible after about six minutes.
Taste is slightly creamy.
SYMPTOMS: Convulsions as if
electricity were applied. These
come in spurts of 1D6+6 each 10
minutes.

AVAILABILITY: Rare.
SAVING ROLL: None.

CYGO

BEGINS AFFECT: 3D4 hours.
RUNS COURSE: 1D4 hours.
DAMAGE: 10D10 flat.

DOSE: 1 gram,
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PRICE: 750 goid pieces.

BASE: Mineral.

ODOR: None.

FORM: Salt-like white powder.
Dissolves instantly in liquid, tastes
slightly dusty, colorless.
SYMPTOMS: Shortness of breath,
pronounced swelling of limbs and
glands {constricting armor should
double damage).
AVAILABILITY: Rare.

SAVING ROLL: -8. If saving roll
is successful, poison stilt does half
damage.

KUKARI

BEGINS AFFECT: 2D10 minutes.
RUNS COURSE: 5D6 minutes.
DAMAGE: 3D10 per minute.
DOSE: % gram.

PRICE: 500 gold pieces.

BASE: Animal,

ODOR: Minty smelt.

FORM: Purple liquid or powder,
Powder dissolves slowly but once
dissolved, leaves no color. Taste is
bitter and salty.

SYMPTOMS: Causes intense
weakness, reducing strength and
dexterity by 1 point each for each
5 points of damage taken.
AVAILABILITY: Rare.

SAVING ROLL: None.

BLUE LANCE

BEGINS AFFECT: 3D6 seconds.
RUNS COURSE: 2D20 minutes.
DAMAGE: 10D8 flat.

DOSE: 1 gram,

PRICE: 950 gold pieces.

BASE: Mineral,

ODOR: None.

FORM: Smali blue tablet. Dis-
-solves instantly, leaving no color
or taste.

SYMPTOMS: Stabbing pains in all
muscles, disabling pain, nausea,
muscle spasms,
AVAILABILITY: Rare.
SAVING ROLL: -6. If saving roll
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is made, poison still does fuli
damage but the pain will not be
disabling.

KYONAI

BEGINS AFFECT: 1D10 seconds.
RUNS COURSE: 1D6+1 days.
DAMAGE: 2 points per hour.
DOSE: Special (see FORM).
PRICE: 3000 gold pieces.

ODOR: None.

FORM: Kyonai is a small maggot-
like creature that secretes a
deadly poison when placed in lig-
uid. This poison causes a hide-

ously slow and agonizing death.
The usual method of using a kyo-
nai is to dump one in a victim's
glass and then remove it after it
has secreted its poison. One kyo-
nai secretes enough poison to
affect three grown men in about
ten seconds, after which it takes a
day to regenerate its poison.
SYMPTOMS: Horrible twisting
pain in all internal organs until
death.

AVAILABILITY: Rare.
SAVING ROL.L: None.

INJECTIVE POISONS/BLADE VENOMS

A dose in the case of injective poisons refers to how much
must be smeared on the blade, needle, arrow, etc. Poison on
the blade will be wiped off once the blade hits a victim,

If an injective poison description contains the phrase
“will discolor blade,” it means the poison can be seen on
the weapon. If this phrase is not used, then the poison is
assumed to blend in with whatever it is applied to.

EXAMPLE: Shyrella, a beautiful rogue with a talent for
lockpicking, comes across a locked chest. She attempts to
pick the lock and is suddenly stabbed in the hand by a 6”
needle trap. The tip of the needle has a black discoloration.
Shyrella curses but continues to pick the lock.

The needle has only done minor damage to her hand,
but the gamemaster now rolls 1D6 and gets a 3. Shyrella
almost has the chest open when suddenly she gets a buzzing
sensation in her ears, followed by a swift and violent con-
vulsion. The gamemaster rolls 1D20 and gets 16, indicating
the Black Fiddler poison with which the needle was coated
will last for 16 minutes.

Shyrella is now writhing helplessly on the floor. The
gamemaster now rolls either 104 and multiplies by 16 or
rolls 1D4 16 times. For ease of play, the first method is
used and the gamemaster rolls a 2. Shyrella will take 32
hits, 2 each minute. She can take a total of 18, but fails her
saving throw, so if some cure or antidote is not found
within the nine minutes she has to live, Shyrella will die,

If somehow Shyrella manages to survive, it is a good bet
she will check locks carefully before attempting to pick
them in the future.

Level 1 Poisons DOSE: 1 leaf.
PRICE: 25 gold pieces.
SHANSIN BASE: Plant.

BEGINS AFFECT: 1D4 minutes,
RUNS COURSE: 1D6 minutes.
DAMAGE: 4D8 flat.

ODOR: Oak-like scent.
FORM: A wide yellowish leaf
with thick veins, The leaf is cut

DOSE: % oz. and its fluid spread on the blade.
PRICE: 5 gold pieces. The fiuid is clear, but sticky.
BASE: Plant. SYMPTOMS: Intense pain in

ODOR: Drygrass smell.

FORM: Inky black or greenish
liquid. Will discolor blade.
SYMPTOMS: Burning sensation
in lungs, speeding of heart, heavy
sweating.

AVAILABILITY: Wide.
SAVING ROLL: Normal. If
saving roll is successful, poison
still does half damage.

BORAKI LEAF

BEGINS AFFECT: 1D20 seconds.
RUNS COURSE: 1D10 minutes.
DAMAGE: 5D6 flat.

abdomen and genitals, 50%
chance of disabling pain, dexter-
ity halved.

AVAILABILITY: Average.
SAVING ROLL: +1. If saving roll
is made, poison still does half
damage and halves dexterity, but
no disabling pain.

BLACK FIDDLER

BEGINS AFFECT: 1D6 minutes.
RUNS COURSE: 1D20 minutes.
DAMAGE: 1D4 per minute.
DOSE: 1 oz.

PRICE: 15 gold pieces.

BASE: Animal.

ODOR: None.

FORM: Black oil. Will discolor
blade.

SYMPTOMS: Violent convul-
sions, pain in ears accompanied
by a buzzing sensation, Victim is
disabled.

AVAILABILITY: Average.
SAVING ROLL: Normal. If
saving roll is made, poison still
does half damage and symptoms
remain the same.

Level 2 Poisons

NIOJO

BEGINS AFFECT: 2D20 seconds.
RUNS COURSE: 2D6 minutes.
DAMAGE: 5D8 flat.

DOSE: 1 oz.

PRICE: 35 gold pieces.

BASE: Mineral.

ODOR: Stale orange smell.
FORM: Grayish gel. Will not dis-
color blade.

SYMPTOMS: Shortness of breath,
cold chills.

AVAILABILITY: Average.
SAVING ROLL: None.

GHOUL'S BLOOD

BEGINS AFFECT: 1D4 minutes.
RUNS COURSE: 3D6 minutes.
DAMAGE: 1D10 per minute.
DOSE: % oz.

PRICE: 85 gold pieces.

BASE: Plant.

ODOR: None,

FORM: Dull reddish liquid. Witl
discolor blade.

SYMPTOMS: Paralysis after 10
points of damage which lasts for
thrice the length of time the poi-
sON runs its course.
AVAILABILITY: Rare.
SAVING ROLL: -1. If saving roll
is made, poison still does half
damage but no paralysis, just a
general stiffness.

GELAMIN

BEGINS AFFECT: 1D6 minutes.
RUNS CQURSE: 3D10 minutes.
DAMAGE: 6D8 flat.

DOSE: % gram.

PRICE: 100 gold pieces.

BASE: Plant.

ODOR: Rotten smell.

FORM: White paste. Usually used
as an arrow poison. No discolor-
ation.

SYMPTOMS: Intense pain in
entire body, 65% chance of dis-
abling pain. Tongue swells,
making speech difficult.
AVAILABILITY: Rare.
SAVING ROLL.: -3. if saving roll
is made, poison still does half
damage, and symptoms remain
the same.

Level 3 Poisons

ASP BONE

BEGINS AFFECT: 1D8 seconds.
RUNS COURSE: 4D4 minutes.
DAMAGE: 1D20 per minute.
DOSE: 1 oz.

PRICE: 85 gold pieces.

BASE: Animal.

ODOR: None.

FORM: Milky blue fluid. Will not
discolor blade.

SYMPTOMS: Dizziness, shortness
of breath, swelling of fingers

and toes.

AVAILABILITY: Average.
SAVING ROLL: -4. if saving roll
is made, poison still does half
damage and symptoms remain
the same.

ULEVA

BEGINS AFFECT: 1D20 seconds.
RUNS COURSE: 1D6 hours.
DAMAGE: 2D20 per hour.
DOSE: % oz.

PRICE: 175 gold pieces.

BASE: Plant.

ODOR: None.

FORM: Dark brown thick, sticky
sap. Will discolor blade.
SYMPTOMS: Burning sensation,
nausea, hazing of vision.
AVAILABILITY: Rare.
SAVING ROLL.: None.

WHITE POPPY

BEGINS AFFECT: 1D6 seconds.
RUNS COURSE: 3D20 minutes.
DAMAGE: 8D6 flat.

DOSE: 1 oz.

PRICE: 200 gold pieces.

BASE: Plant.

ODOR: Honey-like.

FORM: Off-white powder which
is mixed with water. Will not dis-
color blade.

SYMPTOMS: Disorientation, loss
of equilibrium, dexterity halved.
AVAILABILITY: Average.
SAVING ROLL: -3. If saving roll
is made, poison still does haif
damage, disorientation and
halving of dexterity remain the
same but no loss of equilibrium.

Level 4 Poisons

DEATH ALMOND

BEGINS AFFECT: 2D6 seconds.
RUNS COURSE: 2D8 minutes.
DAMAGE: 3D6 per minute.
DOSE: % gram.

PRICE: 200 gold pieces.

BASE: Plant.

ODOR: Almondy scent.

FORM: A brown gel specked with
white. Will discolor blade.
SYMPTOMS: Nausea, vomiting,
pain in all joints.
AVAILABILITY: Average.
SAVING THROW: None.

SEA WASP

BEGINS AFFECT: 1D4 seconds.
RUNS COURSE: 3D10 minutes.
DAMAGE: 60 points flat.
DOSE: 1 oz.

PRICE: 350 go!d pieces.

BASE: Animal.

ODOR: Salt-watery smell.
FORM: Clear oily liquid. Will not
discotor blade.

SYMPTOMS: Tingling throughout
body, violent itching sensation,
shortness of breath.
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AVAILABILITY: Rare.
SAVING ROLL: None.

JAVATRIN

BEGINS AFFECT: 108 minutes.
RUNS COURSE: 1D6 hours.
DAMAGE: 2D6 per hour.

DOSE: 1 oz.

PRICE: 300 gold pieces.

BASE: Mineral.

ODOR: None.

FORM: Pastel-pink gel. Will not
discolor blade.

SYMPTOMS: Eyes water, hands
tremble, speech centers of brain
paralyzed.

AVAILABILITY: Wide.
SAVING ROLL: -4, If saving roll
is successful, poison still does half
damage and symptoms remain
the same.

Level 5 Poisons

GREY WHISPER

BEGINS AFFECT: 1D4 seconds.
RUNS COURSE: 1 hour.
DAMAGE: 8D8 fiat.

DOSE: % oz.

PRICE: 400 gold pieces.

BASE: Mineral.

ODOR: Waxy smell,

FORM: Chunk of gummy, grey
putty that is rubbed on a blade.

Will discolor.

SYMPTOMS: Causes voice to
crack, victim able to talk only in a
whisper. Heavy sweating.
AVAILABILITY: Rare.

SAVING ROLL: None.

ATAMIL

BEGINS AFFECT: 2D10 minutes.
RUNS COURSE: 5D20 minutes.
DAMAGE: 15 points per minute.
DOSE: 1 oz.

PRICE: 500 go!d pieces.

BASE: Ptant.

ODOR: None.

FORM: Pinkish liquid. Will dis-
color blade.

SYMPTOMS: Great head pain,
loss of hearing {temporary, if vic-
tim survives).

AVAILABILITY: Average.
SAVING ROLL: -6. If saving roll
is made, poison still does haif
damage but there is no loss of
hearing.

DRAGON GREASE

BEGINS AFFECT: 1D10 seconds.
RUNS COURSE: 2D20 minutes.
DAMAGE: 10D10 flat.

DOSE: % oz.

PRICE: 700 gold pieces.

BASE: Animal.

ODOR: Straw-ike smell.

FORM: Pale yeltow gei. Wili not
discolor blade.

SYMPTOMS: Burning sensation
throughout body, heavy sweating,
numbing of lips and tongue.
AVAILABILITY: Rare.

SAVING ROLL: None.

Level 6 Poisons

VENDARYN

BEGINS AFFECT: 1D4 seconds.
RUNS COURSE: 4D6 minutes.

DAMAGE: 10D10 flat.

DOSE: 1 oz.

PRICE: 500 gold pieces.

BASE: Plant.

ODOR: Grape-like scent.
FORM: Purple liquid. Wil dis-
color blade.

SYMPTOMS: Paralysis beginning
after 20 points of damage have
been taken {lasts throughout the
time it runs its course plus 1D20
minutes after).
AVAILABILITY: Rare.

DAMAGE: 2D8 per minute.
DOSE: % gram.

PRICE: 800 goid pieces.
BASE: Animal.

ODOR: None.

FORM: Greenish fluid. Usually
used on arrows, will discolor
blades.

SAVING ROLL: -8. If saving roll
is successful, poison still does half
damage but there is no paralysis.

AZMADON

BEGINS AFFECT: 1020 minutes.
RUNS COURSE: 1D4 hours.
DAMAGE: 4D10 per hour.

SYMPTOMS: Nausea, vomiting, DOSE:‘V’ oz. )
loss of strength (reduced to hatf), PRICE: 1000 gold pieces.
BASE: Mineral.

AVAILABILITY: Rare.

SAVING ROLL: -6. If saving roll
is successful, poison still does half
damage but will not cause loss of
strength.

LURODA
BEGINS AFFECT: 1D10 minutes.

ODOR: Milky smell.

FORM: Chalky white fluid. Will
not discolor blade.

SYMPTOMS: Shortness of breath,
violent shaking, hallucinations.
AVAILABILITY: Rare.

SAVING ROLL: None.

CONTACT POISONS

Contact poisons could be used as blade venoms, but care
must be taken when applying since contact with bare flesh
is all that is needed for the poison to take effect. One dose
of the contact poison applied to the surface is all that is
required. Gauntlets and such will keep the poison away
from the skin surface.

EXAMPLE: Gorban the Sorcerer has breached the strong-
hold of a rival wizard and is now facing the wizard. The
rival wizard tells Gorban that he wishes no duels of magick
and would prefer to negotiate over a glass of wine. Gorban
agrees and the rival wizard gets a tray with two brass gob-
lets on it. He sets the tray down on a table and fills both
goblets with wine, Gorban suspects treachery but his fears
are allayed when his rival fills both goblets from the same
decanter and swiftly drinks.

Gorban now lifts his own goblet. The goblet seems dusty
but Gorban pays this no mind, The gamemaster rolls 1D8
and comes up with a 3. Three seconds later, Gorban feels
strange. He cannot seem to focus his eyes propetly and his
rival continues to drink and smiles. The gamemaster now
rolls 3D20 and comes up with 35, He then rolls 2D10 and
gets 8. Gorban immediately takes 8 points of damage and
will continue to take 2D 10 points of damage every minute
until he expires or finds a cure.

Fortunately Gorban manages to make his saving roll and
takes no brain damage, nor goes mad. He also reduces the
first 8 points of damage to 4. In the next three minutes,
Gorban takes an additional 16 points of damage, enough to
slay him. Before dying, however, he manages to blast his
rival with a spell, thus avenging himself. The Brass Lady
contact poison claims another victim,

Level 1 Poisons DAMAGE: 4D8 flat.

DOSE: 1 gram,
BROWN CAT PRICE: 50 gold pieces.
BEGINS AFFECT: 1D8 minutes. BASE: Animal.
RUNS COURSE: 3D20 minutes. ODOR: None.
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FORM: A sticky brownish gel.
Can be seen if examined closely.
SYMPTOMS: Nose runs, heavy
salivating, eyes get bloodshot.
AVAILABILITY: Wide.
SAVING ROLL: +1. If saving roll
is successful, poison still does half
damage.

TINTOPHA

BEGINS AFFECT: 1D20 minutes.

RUNS COURSE: 1D10 minutes.
DAMAGE: 1D6 per minute.
DOSE: 1 gram.

PRICE: 65 gold pieces.

BASE: Mineral.

ODOR: None.

FORM: A red liquid, much like
paint. Leaves a faint red discolor-
ation on what it is applied to.
SYMPTOMS: Dryness in throat
and mouth, shortness of breath,
dizziness.

AVAILABILITY: Average.
SAVING ROLL: Normal. If
saving roll is successful, poison
still does half damage.

Level 2 Poisons
PANJI

BEGINS AFFECT: 2D20 seconds.

RUNS COURSE: 1 hour.
DAMAGE: 5D8 flat.

DOSE: % oz.

PRICE: 85 gold pieces.

BASE: Plant.

ODOR: Slightly like cherry
blossoms.

FORM: A silvery dust. Blends in
with anything of a silvery color,
otherwise as a silvery discolor-
ation.

SYMPTOMS: Nausea, vomiting,
and gum bleeding.

SAVING ROLL: -2, if saving roll
is successful, poison still does half
damage.

DEVIL PLANT

BEGINS AFFECT: 1D10 minutes.

RUNS COURSE: 1D4 hours.
DAMAGE: 2D20 per hour.
DOSE: 1 oz.

PRICE: 150 gold pieces.

BASE: Mineral.

ODOR: None.

FORM: Bluish liquid. Leaves blue
discoloration.

SYMPTOMS: Trembling, fever,

skin takes on a sickly bluish patlor,

AVAILABILITY: Average.
SAVING ROLL: -3. If saving roll
is successful, poison still does half
damage.

Level 3 Poisons
GOLDSAP

BEGINS AFFECT: 1D20 seconds.

RUNS COURSE: 1D10 minutes.
DAMAGE: 3D6 per minute.
DOSE: % oz.

PRICE: 200 gold pieces.

BASE: Plant.

ODOR: None.

FORM: Light golden powder.
Biends perfectly with goid
objects, leaves light gold discolor-

ation otherwise.

SYMPTOMS: Shortness of breath,
throbbing pain in leg and arm
joints, slurring of speech.
AVAILABILITY: Average.
SAVING ROLL.: -5. If saving roll
is successful, poison still does half
damage.

WITCHES ALE

BEGINS AFFECT: 2D10 minutes.
RUNS COURSE: 3D20 minutes.
DAMAGE: 6D12 flat.

DOSE: 1 oz.

PRICE: 400 gold pieces.

BASE: Plant.

ODOR: Slight rose-like odor.
FORM: Amber liquid. Blends in
with whatever it is applied to.
SYMPTOMS: Loss of sense of
tough, swollen glands in throat,
coughing.

AVAILABILITY: Rare.
SAVING ROLL: None.

Leve! 4 Poisons

ZHANDOR

BEGINS AFFECT: 1020 seconds.
RUNS COURSE: 1D4 hours.
DAMAGE: 7D8 flat.

DOSE: 1 gram.

PRICE: 500 gold pieces.

BASE: Mineral.

ODOR: None.

FORM: Purple gel. Leaves slight
purple discoloration.
SYMPTOMS: Nose bleed, sharp
stabbing chest pains.
AVAILABILITY: Rare.

SAVING ROLL: -5. If saving roll
is successful, poison still does half
damage.

FUMOTO

BEGINS AFFECT: 1D4 hours.
RUNS COURSE: 1D8 hours.
DAMAGE: 5D6 per hour.
DOSE: % oz.

PRICE: 750 gold pieces.

BASE: Animal.

ODOR: Slight rotten appte smell.
FORM: Smoky brown liquid.
Blends in with what it is applied
on to.

SYMPTOMS: Dexterity and
strength halved, heavy sweating.
AVAILABILITY: Average.
SAVING ROLL: None.

Level 5 Poisons

BLIND MOUSE

BEGINS AFFECT: 1D6 seconds.
RUNS COURSE: 1D20 minutes.
DAMAGE: 1D4 per minute.
DOSE: % oz.

PRICE: 800 gold pieces.

BASE: Animal.

ODOR: Greasy scent.

FORM: Blue-gray jel. Can be seen
if examined closely.
SYMPTOMS: Permanent blind-
ness beginning after 8 points of
damage have been taken, dryness
of palms.

AVAILABILITY: Rare.
SAVING ROLL: -5. If saving roll
is made, poison still does full

damage but blindness is not
permenent.

CORELLA

BEGINS AFFECT: 1D10 minutes.
RUNS COURSE: 1D6 hours.
DAMAGE: 10D10 flat.

DOSE: % oz.

PRICE: 1000 gold pieces.
BASE: Plant.

ODOR: None.

FORM: Dark green oil. Can be
seen if examined closely.
SYMPTOMS: Sensation of icy
cold all over body, festering of
any open wounds, blackening of
tongue.

AVAILABILITY: Rare.
SAVING ROLL: None.

Level 6 Poisons

BRASS LADY

BEGINS AFFECT: 1D8 seconds.
RUNS COURSE: 3D20 minutes.
DAMAGE: 2D10 per minute.
DOSE: % oz.

PRICE: 950 gold pieces.

ODOR: Slight coconutty scent.
FORM: Brass-colored dust.
Blends invisibly with brass, can be
seen if examined closely on other
substances.

SYMPTOMS: Disorientation,
brain damage (1.Q. halved), mad-
ness after 30 points of damage
have been taken.
AVAILABILITY: Rare.
SAVING ROLL: -7. If saving roli
is successful, poison still does half
damage but no brain damage nor
madness.

PINK SAPPHIRE

BEGINS AFFECT: 1D10 minutes.
RUNS COURSE: 1D4 hours.
DAMAGE: 10D12 flat.

DOSE: % oz.

PRICE: 2000 gold pieces.

BASE: Animal.

ODOR: None.

FORM: A pinkish powder. Can be
seen if examined closely.
SYMPTOMS: Intense, disabling
pain, spitting of blood, trembling.
AVAILABILITY: Rare.

BASE: Plant. SAVING ROLL: None. O
212 THE 212
685-3880 PLEAT 685-3881

TRATEGIT

Fantasy Game Center
Wargame Headquarters
for Greater New York

10:30 AM. TO 6:00 PM. DAILY OPEN TILL 9:00 ON THURS.
11 EAST 33rd STREET, NYC, NY 10016

We Pay Shipping On All Mail Orders. Sorry No C.O.D.’s

(201)
744-6622

THE
PLEAT
" S

Fantasy Game Center
War Game Headquarters
for North New Jersey

TUES.-SAT. 11:00 AM. TO 7:00 P.M.
THURS.-OPEN TILL 9:00 P.M.

(201)
744-6622

209 GLENRIDGE AVENUE
MONTCLAIR, N.j. 07042

305
961-5660

TUES-SAT
3406-5 STIRLING ROAD

THE
OMPLEAT

TRATEGIT

Fantasy Game Center

305
961-5660

Wargame Headquariers
for Southeast Florida
1100 AMOTO C:00 PN THURS-TILL 9:00 PM

DAVIE, FLORIDA 33314
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DON’T MISS OUT ON NEXUS

Z B NEXUS #1:

Our Premier
Issue, featuring
STAR FLEET BATTLES

- NEXUS #2:
K NEXUS #3:
NEXUS STARFIRE HEROES OF
Special Issue OLYMPUS
Special Issue

NEXUS #6:

NEXUS #4: NEXUS #5:

Our second
ULTR_A-WARRIOR STAR FLEET Histo.rial Gaming
Special Issue BATTLES Special Special Issue

Issue

If you’ve missed an issue of NEXUS, you missed a lot. There are in-depth reviews, strategies,
exciting new variants and scenarios — and more — in every issue. Each NEXUS contains
aspecial STARFLEET BATTLES section packed with SSDs and other new material as well.
Back issues are available for $4.00 each. Subscriptions are only $10.00 for six issues (one
year) or $17.50 for twelve issues (two years). Send check or money order to:
NEXUS Magazine
1110 N. Fillmore
Amarillo, TX 79107

TASK FORCE GAMES

The NEW FORCE in gaming.







WARGAMESA
HWEST

FOR ALL YOUR GAMING NEEDS
CALL OR WRITE FOR FREE CATALOG

1-800-545-6258

WARGAMES WEST
3422 Centrat Ave St
Albuguerqgue NM 87106

OERNEST HOOA 1762

Gamemasntiers
finhhies, Jur.

ADVENTURE GAMING SPECIALISTS

ROLE-PLAYING GAMES AND AIDS
Chaosium, Excalibre, Fantasy Arts Enterprises,
Fantasy Games Unlimited, Fantasy Productions,

Flying Buffalo, GDW, Gamescience,
Grimoire Games, Metagaming, TSR

MINIATURES
Archive, Broadsword, Citadel, Grenadier,
Heritage, Dragontooth, GHQ, Martian Metals,
Minifigs, Ral Partha, Superior Models

BOARDGAMES
Avalon Hili, Metagaming, OSG,
SPI, Task Force, GDW, Yaquinto, Eon

AND MUCH MUCH MORE!!!
———EREEEEEEED B — A S ————

GAMEMASTERS HOBBIES, INC.
4627 GEARY BLVD
SAN FRANCISCO, CA 94118
(415) 387-4118

OPEN EVERY DAY

Catalog available for $2.00.
Phone orders accepted with VISA or Mastercharge.

NOVEMBER 1983

Pssst!

Come

closer...

Goody-goodies got you down?
Bored by the same, routine games?
Wish you didn’t have to share the loot?

Do you want something more challenging than
filling out a form or blackening a circle on a
computer-read card?

Tired of restricting deadlines, high fees, and
little or no personal attention to what you want
to do?

THEN

Let DEVIL'S ADVQCATE GAMES take you away
from it all! We offer three new—and unique—
alternatives to the plethora of existing, ho-hum
PBM's:

WHODUNIT?—A game of mystery and sus-
pense, set against the backdrop of a major U.S.
metropolis. As a fledgling private detective,
can you make a name for yourself by solving
crimes in the crime-ridden '20's and '30’s?

Room 4 is an internationally famous (and in-
famous) spy bureau, working for its own ends.
You are its newest agent. Are your skills up to
the challenge of international espionage?

REVENGE!is a totally new approach to fantasy
PBM role-playing gaming. Instead of being
bound to the usual goals of rescuing maidens
and chasing the Bad Guys, YOU can be the evil
wizard, fiery dragon, or black knight. The only
limitation on your character is your own imag-
ination. . . .

Set-up is $6 per game; turns are $3 each. All of
our games have been designed to allow max-
imum player input throughout play. To enter,
send check or money order to:

DEVIL'S ADVOCATE GAMES
P.O. Box 1117
Beltsville, Md. 20705 U.S.A.

(Foreign orders, please add $1)
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(Game Cons

Game conventions are the best place to meet new gamers.
Organizers should send details of the convention at least six
months prior to the event for announcement in this column.

Game Faire February 25-26, 1984
Spokane Falls Community College,
Spokane WA

Shannon Ahern

Book and Game Company

West 621 Mallon

Spokane WA 99201

(509) 325-3358

If you wish to see your convention listed in
Different Worlds, provide us with the name
of the event, dates, location, who to con-
tact, number of attendees expected, and
number of attendees you had last year.
There is no charge for this service, but
please, game cons only.

GOLD-CON 11 March 3-4, 1984
Omni Auditorium, Broward Community
College-North, Pompano Bch FL

John Dunn

Library, BCC-North

1000 Coconut Crk Blvd

Pompano Bch FL 33066

(305) 428-8832

MicroWars ‘83 December 3-4, 1983
CSU Dominguez Hills CA
MicroWars ‘83
c/o School of Humanities & Fine Arts
1000 E Victoria
Carson CA 90747

Crusader Con IH January 13-15, 1984

Metropolitan State College, Denver CO CoastCon 84 March 9-11, 1984
Auraria Gamer's Club Royal d’iberville, Biloxi MS
Metropolitan State College CoastCon
1006 Eleventh St, Box 39 PO Box 1423

Denver CO 80204 Biloxi MS 39533

DunDraCon VIH February 17-20, 1984 CAPCON ‘84 April 6-8, 1984
Dunfey Hotel, San Mateo CA South Terrace, Ohio Union, OSU,
DunDraCon Inc Columbus OH
386 Alcatraz Ave Paul T. Riegel

Oakland CA 94618 c/o War Game Designs

6119 E Main St (Nr. 202)
Columbus OH 43213
(614) 863-6635

GamesFair ‘84

Reading University, England
GamesFair/TSR UK Ltd
The Mill, Rathmore Rd
Cambridge CB1 4AD
England

April 6-8, 1984

ONOCON ‘84

Sheraton Inn, Syracuse NY
ONOCON ‘84
PO Box 305
Syracuse NY 13208

May 4-6, 1984

ORIGINS 84 July 5-8, 1984

North Texas State University, Denton TX
ORIGINS 84
PO Box 59899
Dallas TX 75229 a

FREE SUBSCRIPTION

Hundreds of people are already saving money as members of the Guild. Big
savings on hundreds of games by over 50 manufacturers. Savings on games, dice,
paint, miniatures, software, and more. Savings from 34-40%

And now, as an added bonus, when you send in your $10 lifetime membership
fee you get a free lifetime subscription to our newsletter, the Guild Journal. Besides
Guild news and information on new games, you get articles, scenarios, strategy
tips, and more.

for more information write: GAMERS GUILD )
P.O. BOX 8111, KENTWOOD, MI 49508

SPECIAL: Write before Dec. 31, 1983 and get a free Issue of the Guild Journal
with your information.

The Saga Begins . . . CELEVOR

The ultimate in Fantasy Play-By-Mail role-playing. Each player pits his
character skills against a harsh and dangerous world seeking fame, fortune,
and power. Choose from one of seven character classes: Bard, Fighter,
Healer, Magic-User, Priest, Ranger, or Thief. Rules and first two moves
$10.00 (indicate character class with payment). Each additional move is
only $2.50 per move. Additional characters can be played at an additional
$2.50 per move,

ENTER NOW . .. STEVEN CHABOTTE, Box 192, Wesleyan Station,

Middletown CT 06457

Need
400 giant-ant markers
Quick?

Then half-inch, mounted, die-cut
counters are just the thing for
you. The counters come in sets
of 400, Each set has a good
selection of colors—purple, pink,
blue, green, yellow, grey, red,
etc., and, of course, the ever-
popular white. The colored front
side is on varnished coated
paper, the back is blank, all-
white, and uncoated. They are
useful as markers for monsters
that appear in hoards, or for
designing games.

Only $2 per set. Order from Chaos-
ium Inc., PO Box 6302, Albany CA
94706. Add $2 per order for postage
& handling. Califonia residents add
appropriate 6% or 6%% sales tax.
Allow 2-4 weeks for delivery.
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Sletta (slét’ td) ~». 1. A magical
My creature from the ‘‘Age of
- Magic’’ myth cycle, said to reside
in the Ooznig Bog. Slettas resem-
Sletta ble tussocks of swamp vegetation,
and move amoebalike across the ground in large
masses. They surround and desiccate anything
unfortunate enough to be caught. According to
legend, Antherbs are the only creatures effective
in stopping Slettas. [See Ooznig Bog, Age of
Magic, Antherb]

———

Pentantanstar comes boxed and includes a large,
full color map, rule book, story book, cards,
counters and charms. $19.95 at your local Hobby
Shop, or write:

1278 Selby Avenue
St. Paul, Minnesota 55104
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ROLE-PLAYING

for

INVESTIGATORS

of the

OCCULT

To order Call of Cthuthu ask for

product number 2009-X and send

$20 plus $2 for postage and

handling to CHAOSIUM INC , Box 6302
Albany CA 94706-0302. CA residents must
add appropriate 6 or 6% sales tax. Pay-
ment must be in U.S. funds. Please allow 2-4
weeks for delivery. FREE CATALOGS
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THE COMPLEAT STRATEGIST
THE FANTASY GAME CENTER
THAT HASIT ALL!

If you're into Fantasy, then come magazines and figures for the

)
P\

(8]

=

to THE COMPLEAT STRATEGIST historical gamer too! .

g where you'l find the largest There’s a friendly atmosphere at
758 selection of fantasy related items THE COMPLEAT STRATEGIST and our
%’J’ ever assembled. We carry all Role- staff is always ready to answer any
=4 Playing Games, a Rainbow of questions that you may haveand assist
;:?,;-{ colored dice, every Fantasy and you with your purchases. Game

Science-Fiction Gaming Magazine Rooms* are located in our stores so you
currently in print, a complete line can start your “adventure” right away:.
of paints, brushes, accessories Ifyou can't visit one of our stores, we
and the largest selection of fantasy accept mail AND phone orders. Mail

figures available. We also stock the orders are accepted ONLY at our 33rd
newest fantasy products as soon as Street location; or by phone during

32 I8l eldE

they're released. When we call business hours at (212) 685-3880-1.
ourselves THE  Please use VISA or MASTERCHARGE
THE COMPLEAT OM PLE4T for phone orders.
STRATEGIST we're Send for a free Catalog
not just boasting TMTEG'S. to the store location

because we have nearest you.

gaes, books, WE'VE GOT IT ALL!

*No game room at the 57th St. store.

IN NEW YORK: We are proud to announce the

11 E. 33rd Street opening of our newest location
NY.C. 10016
(212) 685-3880-1 320 West 57t Street

10:30-6:00 New York, New York
Mon. to Sat.

i Thurs. till 9:00
IN NEW JERSEY: IN FLORIDA

209 Glenridge Ave.
Montclair, NJ. 07042

5406-8 Stirling Rd.
Davie, Fla. 33314

(1210(1,2)-7 ;:—:622 (305)961-5660
11:00-7:00
;:es to u;at /ﬁ \\ Tues. to Sat.
urs. 9:00 g

\ Thurs. till 9:00
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MyLife &RRole-Playing

Famous game designers
reveal their experiences
with role-playing.

THERE AND BACK AGAIN
By Dave Hargrave

Dave was one of the first thirteen that
contributed to the original “My Life &
Role-Playing” column in the premier
issue of Different Worlds. We felt it
was a good idea to get an update on
what has been haeppening with the
designer of The Arduin Grimoire ¢n
the past four years.

he passage of years always seems

to put a patina of golden glory
upon even the most mundane of lives.
And when said life has been anything
but mundane, the memories tend to
become even more wrapped in the
aura of legend—at least within the
mind of those remembering those
good old days. But fear not, I will
strive mightily to cut through that
rosy haze and let in the cold light of
truth and reality. Why I would this is
anybody’s guess, as I certainly much
prefer the glowing memories (to said
realities). At any rate, here then is my
own “Where I Have Been’ since last I
wrote of my life and role-playing, lo
those many years ago.

To begin with, there has always
been two stigmas that had haunted me
in all of my written/public works and/
or image. The first was the oft said
“Arduin is but a supplement to Dun-
geons & Dragons.” The other was my
work’s unwarrented reputation for
sheer blood-thirsty mayhem and des-
tructiveness in its rules construction.

The first of these problems was, in
fact, partially true in that at that time,
several years ago, almost every game
system on the market owed its very
conception to the originators of fan-
tasy role-playing as we know it, the
ubiquitous Dungeons & Dragons. With
that in mind, I set out to build a
totally unique and easy system of
basic rules that could be understood
by total novices, yet which would be
palatable to the more adult players.

The resultant eleven months of
research and playtesting culminated
with the boxed game set called The
Arduin Adventure. The rules had been
thoroughly playtested by a game club
that operated out of my game store in
Concord, California, and by diverse
others as I could persuade (adults and
kids both, from Santa Cruz to Liver-
more). Each and every facet of the
rules was a result of the feedback and
continual modification/playtesting of
those masses of players over those

months. The final product was, I
thought, the last thing that I would
ever do in the fantasy role-playing
field, so I wanted it to be the best that
I had ever done.

The only problem then, as now, is
that my publisher, Grimoire Games,
never had sufficient funding to adver-
tise it as it deserved. Because of this,
the sales, while steady, have never
been immense. Those players who had
been using the old Arduin Trilogy
bought the new basic rules and used it
as a core to hang the Trilogy’s more
advanced rules systems upon, and pro-
nounced it ““good.” I guess I will have
to be satisfied with that.

About this time, the local powers
that be decided that the entire city
block that my store was on was in
need of a “totally new look” and so
literally zoned us all out of existence.
We fought back as best we could, but
with no street lights—and no streets!—
it was simply too difficult for custom-
ers to get to my/our stores. One by
one, we had to fold under the intense

“For better or worse,
I am now, and will always be,
a game designer.”’

city pressure and go out of business.
Thus ended a part of my life that had
been my truest pride and joy. My
store, the Multiversal Trading Com-
pany, had lasted about three years. In
that time, it had actively supported a
group of young gamers with every-
thing from a place to play, prizes,
counseling, and just plain one-on-one
friendship. Now more than forty kids
were out of luck, compliments of the
city of Concord. I was out of luck as
well, having sunk everything I could
beg and borrow into the store. The
resultant multi-thousand dollar loss
started a process that would (with me
kicking and fighting against it all the
way) end with a bankruptcy about
two years later, in the grim last days of
the summer of 1982.

Throughout all of this, I kept
myself afloat by continuing to work in
the fantasy role-playing field, turning
out a huge thirteen-part campaign
called The Heart of Darkness, and
working fourteen months on the
revised Trilogy, which is still called
Arduin, Bloody Arduin. At 660+ type-
written pages, it was the most difficult

and yet most satisfying thing I have
ever done. Both of the products, for
which I was generously given advances
on rovyalties for, still sit unpublished
for lack of funds.

Along the way I produced a role-
playing superheroes rules system called
Glory Wars, and a miniatures rules sys-
tem for WW II aerial combat called
Sky Tigers. Neither was picked up for
publication by Grimoire Games due to
the same “‘lack of funds.”

Going back somewhat, to the last
year of the store’s existence, I had
worked many hours with Archive Min-
iatures on putting out not only the
Arduin line of figures, but upon their
magnum opus called Star Rovers. At
about this same time, I was ending my
participation in most of the amateur
press publications/fanzines due to the
extreme amount of back biting and
personal acrimony that was going on. I
had just gotten married to' Michelle
McAvoy, a long-time friend, and typist
of the manuscripts I had turned out,
and just did not need any extra grief
from verbal sharpshooters in ego zines.

I have sorely missed the camarade-
rie and contacts I had gotten from sev-
eral years of writing in those publica-
tions, and have attempted (with mixed
success) to maintain my correspon-
dence with many people from England
to Australia. A few have managed to
come and visit for a while, and a few
have, like me, just sort of dropped
from sight. Yep, I too dropped from
sight—at least as far as many of the
fans of Arduin were concerned. Yet I
was always active in the hobby, going
all over the state to game stores and
game clubs to show them how to play,
signing autographs, and so on. We also
have our own convention each May
called GRIMCON, with this year’s
offering being the fifth in the series.
Our last two have turned up over a
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thousand people each, so I think that
by any standard they could be called
a success.

That kind of thing, after I had
decided to get out of the fantasy role-
playing business, has actually kept me
solidly in it all these years. Something
that I am now grateful for. I had
always loved what I was doing, and I
think, I hope, that love showed in
what I produced. For better or worse,
I am now, and will always be, a game
designer.

The decision to get out of the game
business was the result of many things,
not the least of which was the closing
of my store and, to me, the abhorrent
bankruptcy proceedings. All of the
movie deals, the book and magazine
columns and projects, all of the board-
game and fantasy role-playing prod-
ucts that had been planned or offered
to/by me had come to nought in what
seemed like one terrible month of car-
nage. I was heartsick and angry, and
not a bit bewildered by all of the
events that had destroyed before my
very eyes just about everything that I
cared about. I nearly gave in, and
would have done so if not for the
immediate and strong support that I
received from my wife and my dear
friends. I submerged myself in the
weekly campaign games that have run
practically unbroken for some seven
years save for a six week period right
after my move into the “far north
woods.” Arduin helped save me, gave
me a direction, something to hang
onto until I could get my mental legs
back under myself. Then it became,
again, my joy and honor to share with
those, old friends and new, whom I
dearly loved. Today, people drive as
far as 250 miles to play and experience
the world I have created, and which in
turn, sustained me in some very dark
hours. We won’t part ever again, no
matter what.

There is another little bit among all
of the foregoing that needs mentioning
now as well. And that is the second of
the two things that were stigmas upon
my work, the reputation for blood and
guts that the Trilogy was known for.
This was greatly ameliorated by the
publication of The Arduin Adventure
which was not, by any standards, capa-
ble of being so labeled. Further, I have
been interviewed by born-again Chris-
tians and their review of the 44 and
me was complimentary to say the
least.

This is extremely important to me
because I had been deeply hurt by a
previous piece of yellow journalism
several years back that had used mis-
quoting, untruths, and outright fabri-
cations to make me appear to be some-
thing that I most definitely am not: a

blood-thirsty preacher of pain and
death.

My seven years in the US Army, my
tour in Vietnam, my work for the
Defense Intelligence Agency, all of
these had made me just the opposite. 1
think that war is the ultimate stupid-
ity, and that the one real drawback to
most fantasy role-playing games, and
wargames, is that the consequences of
combat are never fully understood by
the players. To swing a sword or fire
an arrow is going to result in blood let-
ting, pain, and even death—it is all a
game to be sure, but the intent of the
players is still the same. Thus I have
always tried (with my Critical Hit
Chart and such) to forcefully bring
home to the players that battle and
battle results are always ugly and terri-
ble. I felt then, and still feel now, that
the truest way to show people what
war and battle really do, is to give
them concrete examples to see, not
abstract ideas that cannot be related to
living, breathing beings. I think that
my rules have done this, and perhaps
now, there will be a new understand-
ing of that earlier, more graphic mode
of writing. A mode that, though I no
longer feel compelled to have to
include in future rules systems (having,
I hope, made my point), will still be a
trademark of mine where necessary.

Oddly enough, having undergone
the darkest times of my life since Viet-
nam, I have also come into what is
probably my most happy times. I have
moved up north some 150 miles from
San Francisco, to a little town called
Willits. Being five miles into the
Coastal Ranges from there, in the
piney woods, is a real joy to me and
Michelle. The quiet, clean environ-
ment, the lack of television, the beau-
tiful all-cedar wood home that we
rent, all contribute to a sense of well-
being that is very hard to describe.

The old days where everyone was
an amateur are gone forever I'm afraid,
and for the better, I think. The new
sense of professionalism that preme-
ates the production of fantasy role-
playing and other games has gone a
long way in improving their overall
quality. And I mean quality in content
as well as in production values. Chaos-
ium is a classic example of a small
company that has gone from plastic
zip-locked baggie games all the way to
the exquisitely-illustrated, full-color
cover boxed games with third-genera-
tion rule systems. Those companies
and game designers that cannot or will
not go the same route are doomed to
fade from existence, as many have
already done. The public demands
quality now that the novelty has worn
off, and rightly so—quality I hope to
be able to provide them.

I am hoping this coming year will
see my re-emergence in the public eye
with game ideas that encompass many
areas, not just fantasy role-playing. To
that goal, I have let it be known that I
will be available for projects outside of
my traditional Grimoire Games label.
Hopefully, this will result in my being
able to work on many new ideas, some
my own, some from others.

This then is where I have been and,
perhaps, where 1 am going in the
future. I have had my faith in myself
and in what I have chosen to do with
my life, reborn as it were. Whatever
the outcome, I am glad that I have
chosen this path to walk in my life. It
is what I am, what is deep down inside
of me. It is Arduin.

NOSTALGIA
By Gerald D. Seypura

Gerald is co-designer of Fantasy
Games Unlimited’s Wild West and
Skull & Crossbones.

hen I first started gaming, there

wasn’t any such thing as role-
playing. How far back was that? Well,
without revealing my extreme old age,
I can tell you that my favorite game
was Gettysburg which had just come
out the year before. No, not that one,
the one with the big squares on the
board. Time passed and the new games
came but slowly onto the scene, but
they were all boardgames until that
fateful day. Like most gamers, I had
one major difficulty—opponents. I had
just lost the last of a mediocre lot
when I noticed the opening of a new
establishment in town-—The Studio of
Bridge and Games. Games? I had to
learn more about that and soon. I did.
The following week, I finally broke
away from the mundane world to
investigate this establishment. When I
first walked in, the first thing that I
noticed was a bunch of guys crawling
around on the floor with tape mea-
sures and such and pushing very small
ships around. This looked weirdly
interesting and I inquired as to what
the heck was going on. This was my
first introduction to naval miniatures.
I was soon crawling around on the
floor with the rest of them except 1
had as my constant companion, the
mimeographed rules.

More time passes and I learn other
games, such as Diplomacy which drives
me crazy and also I get to play a lot of
boardgames. Then came fateful day
two. A bunch of us got together and
formed an association of boardgamers.
One day, at an informal meeting (there
never was a real formal meeting), the
proprietor of the establishment
brought up the subject of a brand new
game on the market called Dungeons
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The Mechanoid Series:

THE MECHANOID
INVASION

THE JOURNEY
HOMEWORLD

By Kevin Siembieda (Palla-
dium, $3.75, $4.95, and
$7.50 respectively)

Reviewed by Ken Rolston

The basic concept of game design
behind the Mechanoid series is the
production of a cheap package
with lots of material and ideas—a
fast-and-dirty, leave-it-to-the-
gamemaster style of presentation
with a general indifference to edi-
torial quality, layout, and liter-
acy. For comparison, it is similar
to the original Dungeons & Drag-
ons three-book edition in organi-
zation and perceived product
quality. Of couse, this is hardly a
damning criticism, in light of the
value of the original D&D books.
Though the larger gaming compa-
nies have turned to more polished
games and packages, there is still a
market for the less elegant prod-
uct, and it must be judged on the
basis of its intended objectives.
The first book, The Mechanoid
Invasion, is a good value, but the
following books are progressively
more expensive and less worth-
while. It can be characterized as
“D&D in space,” at least more so
than any of the other science-fic-
tion role-playing games | have
encountered. The rules section
tells you how to create a player-
character’s stats. There are charac-
ter classes (pilot, filed scientists,
light assault, etc.) with appropri-
ate occupational skills and related
elective skills. The psionics sec-
tion is essentially a kind of spell-
list magic system, complete with
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saving throws. The weapons sec-
tion is a bit of an expansion on
the wand-of-fireballs concept;
from blasters to plasma ejectors,
one can deliver up to 300 points
of damage to a target. Armor, on
the other hand, can absorb
70-150 points of damage, so
things even out. There are the
famitiar character hit points; in
addition there are structural hit
points, which reflect how much
damage armor can stop and how
much punishment non-biological
units can tolerate. The book has a
selection of ground, atmosphere,
and above-atmosphere vehicles,
complete with missiles and parti-
cle beams (no system for move-
ment or combat, however, for
you dogfight fans). Most of this is
very ordinary, with the exception
of the comic-style illustrations;
items of equipment are clearly
labeled, and the visualization is
effective and imaginative.

What makes The Mechanoid
Invasion worthwhile, however, is
its narrative conception. The sce-
nario posits a relatively unimpor-
tant cotony planet on the out-
skirts of a galactic civilization,
suddenly attacked by a vastly
superior force of cybernetic
beings (the Mechanoids). The col-
ony is totally unprepared, and
there is no likelihood of relief in
the foreseeable future. The situa-
tion is desperate; most of the
planet-side colonies have been
destroyed, with a partially suc-
cessful evacuation to tunnels and
remote mountains; a very few col-
onies remain unconquered. Most
of the defenses are jury-rigged and
adapted from peacetime technol-
ogy; the Mechanoids have an
indisputable military superiority,
and there is little hope of doing
more than postponing the inevita-
ble complete destruction. The
Mechanoids have begun defolia-
tion of the planet; the small
native population faces starvation.

This is a hopeless situation—
fairly unique in role-playing, and
potentially the source of some
excellent heroic action. The
Mechanoids are perfect villains:
well-motivated, awesomely pow-
erful, human-like enough to have

- understandable functions and psy-

chology, inhuman enough to be
horrifying in their hostility to bio-
logical life forms. There is an
inherent limitation in the visuali-
zation of aliens in the other sci-
ence-fiction role-playing games—
the aliens look either silly or
implausible. We just do not have

an easy imaginative entry into
alien biological forms. On the
other hand, cyborgs are easily vis-
ualized and very plausible; all
they are is machines—familiar
bugbears of the popular imagina-
tion from Metropolis and Modern
Times to HAL and other compu-
ter nemesis—that conceal a myste-
rious but familiar biological
organism, isolated and made alien
by its divorce from the biological
world. Of course such a creature
would be insane from our view-
point, alienated from its biologi-
cal origins, and what is more
effective than an insane but per-
fectly logical villain?

The drawings and “‘personali-
ites’ of the different kinds of
Mechanoids are good imaginative
food for science-fiction role-play-
ing adventure. The gamemaster
section gives a littie extra detail
on the Mechanoids and on the
strange indigenous culture of the
besieged planet. Finally there is a
very brief but imaginative setting
for a scenario in the ancient
underground transit system cre-
ated by a long-vanished race.

I liked this book; it would pro-
vide an excellent background for
a good science fiction adventure
campaign. The product quality is
poor; the gamemaster will have to
do most of the work of setting up
the campaign, and the rules do
not handle movement, healing, or
other important aspects of a full-
scale campaign; nonetheless, the
gamemaster can improvise these
aspects as they arise, much as was
done with the original fantasy
role-playing games. The concept
of the Mechanoids and the tragic
and desperate plight of the
besieged colonies is the virtue of
the game, and could be easily
adapted to any science-fiction
role-playing game,

Other Notes about Humans
arnfvore and herbivore.

(2) Normal color visfon.

{3) Any alignment.

(4) Any 0.C.C.

(5) Average Life span; 80 years

(6) Hetght: 1.2 - 2.0 meters

Unfortunately the virtue of the
series are less prominent in the
subsequent books, and the faults
more obtrusive. The Journey
begins with a quick review of the
rules of book one and an update
of the situation on the colony
planet. The Mechanoids have been
only slightly inconvenienced by
the valiant defenses of the
humans, who discover that the
Mechanoids are only toying with
them, having the ability to wipe
them out at any time. The Mecha-
noids are revealed to have a psy-
chopathic hatred of humans, pre-
sumably a result of a hatred for
the original biological fabricators
of the Mechanoid race, who were
very unpleasant to the Mecha-
noids before the cyborgs annihi-
lated their creators. The Mecha-
noids have begun slicing up the
pianet like an orange, prepatory
to disassembling and processing it,
so the surviving humans are going
to have to evacuate. The plan is to
gain entry and stow away aboard
the Mechanoid mother ship (the
size of North America}, there to
continue a guerilla war against the
cyborgs.

The book contains some nice
new Mechanoids and a colony
defense ship called the Balrog
Destroyer; 21 of these city-block-
sized battleships were discovered
in packing crates marked *“Agri-
cultural Irrigation Pumper.” From
this point the quality of the mate-
rial begins to go downbhill. Three
pages are devoted to describing
the battleship—to what purpose?
There is no ship-to-ship combat
system, and the enormity of the
ship calls into question its possi-
ble application in a role-playing
scenario; the scale is just too big.
There are a couple pages of new
devices and Mechanoids; a half-
page is devoted to an extremely
general diagram of a Mechanoid
base, with no detait or explana-
tion of any of the features. The
new Mechanoid forms and trans-
port ships are just bigger and
more rococo; there is no substan-
tial addition. By increasing the
scale, the detail is proportionally
reduced; the lack of detail both
limits the usefulness of the mate-
rial and seriously dilutes the effec-
tiveness of the atmosphere in the
setting. The section ‘“The Jour-
ney’’ gives some tables and dia-
grams of the mothership where
the colonists will be stowing away
and fighting their guerilla war
against the Mechanoids. Since the
mothership is the size of North
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America, and the material covers
about 13 pages of text, | do not
need to tell you that it is not par-
ticularly detailed. The random
encounter tables are uninspiring,
and the diagrams are on a large
scale with a minimum of detail—
not an effective condition for cre-
ating a credible and captivating
setting. The final disappointment
comes with the section on magic.
The first page is illustrated by a
guy with a staff, cape, and a head-
dress adorned with goat horns. |
was not particularly happy with
the psionics system; | am no fan
of arbitrary and extensive spell
lists, particularly in a science-fic-
tion game, but there is ample pre-
cedent in the literature for psionic
powers, though seldom in such
profusion and lack of coherence.
However, the bald introduction of
D& D-style magic struck me as a
final abdication from science-fic-
tional credibility.

Homeworld represents increas-
ing evidence of the limitations of
the series with a virtual disappear-
ance of the original values of the
first book. There is a comprehen-
sive rules summary which ts much
clearer and well-organized than
the sections in the preceding
books. However, the scenario
abruptly veers away from the
Mechanoids, who are shuffled off-
stage in a stunning deus ex
machina; they apparently disap-
peared suddenly all over the uni-
verse, except in their homeworld.
Bye, bye, Mechanoids. Enter to
center stage a Robin Hood-style
alliance of shady good guys—a
bunch of humanoids, dragons,
and amphibians. These aliens are
perfect examples of the weak
plausibility that the Mechanoids
did not have; they look silly and
their alienness is inadequately
supported in cultural distinctive-
ness. Creating a believable alien
race requires a lot of detail and
imagination; the alien races in
Homeworld are described in a
page each, with illustrations, and
they just do not come to life.

The book also contains sections
on alignments and insanity which
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reflect the incremental concept of
game design: add a new section or
table to make it more comprehen-
sive. There is nothing wrong with
this; magazines are full of these
embellishments and variants.
Nonetheless, it is important to
distinguish between piecemeal
additions to a game system’s vol-
ume and the revision of a game
system that coherently integrates
new elements into the original
rules concepts. Alignment and
insanity are not essential compo-
nents in the Mechanoid system, as
they are in D&D and Call Of
Cthulhu, respectively, and their
addition to the rules in Home-
world is of relatively little impor-
tance in increasing the value of
the original concept of The Mech-
anoid Invasion .

There are eight pages of star-
ships, warp systems, and equip-
ment without a tactical or strate-
gic context; there is no system for
space travel or combat. A compre-
hensive treatment of weapons and
personal vehicles organizes mate-
rials from earlier books and offers
some new toys. The gamemaster
section introduces some new
insectoid horrors that are rather
ordinary, with illustrations house-
fly-shaped creatures carrying blas-
ters. There is a recap of the Mech-
anoid background material, most
of it reprinted from the earlier
books. A planet map of the Mech-
anoid Homeworid and vague base
and bunker diagrams comes next,
followed by loosely-organized
dollops of “‘Elements of Role-
Playing Games,” “Notes About
Gamemastering,” encounter
tables, and an obscurely relevant
comic strip.

The Mechanoid series will never
be confused with a carefully
designed role-playing system; such
was not apparently their intent.
The disorganized rules and sce-
nario presentation is always evi-
dent, but reaches epic proportions
in the third book when contrasted
with the more polished role-play-
ing games that are currently the
standards of the market. The psi-
onics and magic systems represent
no innovations in role-playing
games; in fact, it faithfully repro-
duces the limitations of the earli-
est forms of fantasy role-playing
games in this respect. There is an
unfortunate lack of a detailed set-
ting, ironic in the light of a com-
ment in Book Three, page 93,
about how important it is to “cre-
ate a strong environment.’’ The
weakness of the setting and back-
ground material increases with the
ambition, volume, and disorgani-
zation of each subsequent book,
with the fortresses and bases at
the height of inanity in Book
Three. The entire series wanders
from its clever original coherent
conception into a hodge-podge of

narrative elements; the energy dis-
sipates as the story wanders away
from the original confrontation of
a vastly overwhelmed group of
humans fighting a desperate battle
against a host of insane machines.
The proliferation of gadgets and
bug-eyed monsters weakens rather
than augments the value of the
later books.

Despite all these faults, 1 highly
recommend Book One, The Mech-
anoid Invasion. It has an original
and dramatically compelling con-
ception, imaginative and well-visu-
alized. The limits of its produc-
tion quality and game design are
minor in contrast to the charm of
the ideas in the book. The other
two books are progressively
poorer values; if you buy the first
book and like it, there may be a
good justification for buying the
other books simply to have access
to the more comprehensive rules
sections and the material describ-
ing the Mechanoids, but you will
probably find them a disappoint-
ment compared to the first book.
The Mechanoid Invasion would
adapt easily to other science-fic-
tion role-playing games; there is
no particular virtue to recom-
mend the rules system of the
Mechanoid series, other than the
fact that it closely resembles D&D
and will be comfortably familiar
for players and gamemasters used
to that system. At $3.75, The
Mechanoid Invasion may be the
best bargain available in supple-
ments for science-fiction role-
playing games; it is unfortunate
that the other two books are not
so useful.

THE
TRAVELLER BOOK

By Marc W. Miller
(GDW, $14.98)

Revieweq by Tony Watson

This review is aimed at two sorts
of people: those that already have
a set of Traveller rules and may be
interested in updating them, and
those who do not have a set of
rules and are considering purchas-
ing some. Veterans may be able to
determine whether they want to
buy a new edition and potential
buyers may be able to decide if
this is the version of Traveller

for them.

Physically, The Traveller Book
is a 160-page hardcover book. The
interior layout is quite a bit
changed over the small book for-
mat. Perhaps most notable is the
fact that The Traveller Book is
rather profusely illustrated. In
some cases, the pictures are used
merely as illustrations, though
GDW has done a good job of link-
ing the pictures to the text with
which they appear (starships in
combat in the starship combat

section, animals in the animal sec-
tion, and so on). In other cases,
the drawings perform a more
practical task in that they facili-
tate the visualization of particular
objects. For example, there is a
series of drawings of every type of
personal weapon, from spears and
clubs through submachine guns
and laser rifles. There are also
some very fine drawings of the
eight small craft and nine stan-
dard starship designs for the star-
ship design section. These accom-
pany the text descriptions for the
vessels and help considerably to
show the players just what a given
sort of spacecraft looks like—a
certain aid in more imaginative
role-playing.

Another aid to understanding
and using the rules is the fact that
all tables, charts, and lists dealing
with a given topic are grouped
together on two or four opposing
pages located centrally in the per-
tinent section. For example, the
tables dealing with crew salaries,
ship revenues, and the availability
of cargo and passengers are all
located together on one page in
the middle of the “‘Starship Econ-
omics’’ section. Similarly, com-
plete listings of personal equip-
ment, vehicles, and weaponry are
found all together on one page,
and the charts and procedures
important to personal and star-
ship combat are grouped together
rather than spread throughout the
text. The convenience and time
savings are substantial; charts and
tables are very often the heart of
a role-playing game, and are espe-
cially important during actual
play. Having all related informa-
tion available at the gamemaster’s
finger tips is a distinct improve-
ment over the first edition rules.

This brings us to the contents of
The Traveller Book. If you have
the first edition Traveller rules
and were to take a look at the
hardback version, you would find
numerous, and in some cases, sig-
nificant changes. These, for the
most part, are the changes made
in the second edition rules; The
Traveller Book text more or less
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follows that of the second edition
rules, but not without some addi-
tions and changes.

Significant changes over the first
edition include some changes in
skill application and the fact that
scouts get two skills per term
rather than just one. Starship
combat has undergone very
important alterations. The scale
has been changed to 1 mm equals
100 km, and each turn represents
1000 seconds. A critical hit entry
has been made to the starship
damage table, refering the player
to a separate damage table, which
includes the possibility of ship
destruction via explosion. The list
of standard starship descriptions
has been expanded to include
those found in the supplement
Citizens of the Imperium as well
as a new design, the 400 ton
patrol cruiser.

The personal combat section has
been modified to include a
broader range of situational
effects, such as darkness, concel-
ment, and zero-G, although the
archaic weapons that made their
appearance in the second edition
have unfortunately been left out.
The movement rules translate the
range band system into the 1.5
meter square grid system used in
Azhanti High Lightning and Snap-
shot, although not without a con-
tradiction between the text and
the table. The dice of damage
each weapon causes has been
streamlined over the first edition;
all pluses and minuses have been
dropped and all weapons cause a
set number of dice damage. The
definitions of wounds (light and
serious) have been tightened and
the guidelines for medical care
and recovery more clearly
explained. Unfortunately, armor
still serves to lessen the chances of
being hit rather than damage
taken, despite the fact that GDW
has taken steps in this direction in
the combat system used in recent
Traveller-related items, such as
Striker. Science fiction fans ena-
mored of weapons like blasters,
disintegrators, and the like, will
be a bit disappointed as the wea-

pon list still tips heavily in favor
of rather mundane projectile guns
such as automatic rifles and shot-
guns. Overall, though, this section
of the rules has been improved,
and benefits greatly from consoli-
dation of the requisite charts and
tables.

Two other areas of the rules
have been expanded considerably,
to the benefit of both players and
gamemasters. The range of equip-
ment entries has been increased
with a number of new items. Text
records and hand computers make
their appearance and the variety
of vehicles has been broadened to
include such machines as dirt-
movers, speeders, and even ocean-
going destroyers! More important,
however, is the new emphasis The
Traveller Book places on encoun-
ters. Encounters, be they with
animals or sentient life forms, are
the core events in any role-playing
session. The Traveller Book recog-
nizes several types of encounters,
including animal, routine, legal,
rumor, and patron, as well as any
the gamemaster may choose to
put into the course of the adven-
ture. Animal encounters are han-
dled in a separate section. The
rules for generating creatures are
essentially the same as those in
the first edition, but the list of
example events to be inserted in
the animal encounter charts is
more varied and imaginative. The
chapter on encounters with non-
player characters and rumors is
substantially improved and made
considerably more useful. Rou-
tine and random encounters are
discussed along with the use of
rumors and patrons. New charts
for both have been included to
facilitate the use of these very
important devices in the game-
master’s arsenal. The reaction
table and the tables listing wea-
pons available by tech level and
law level are provided to assist the
gamemaster in determining the
nature of the encounter.

Marc Miller, the designer behind
The Traveller Book, has taken
great pains to make playing Trav-
eller easier and more interesting
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for both player and the gamemas-
ter. This is evident by the reap-
pearance of material culled from
Book 0 in the Traveller line which
became available in that version
of the rules. This material resur-
faces in the introduction and sec-
tions entitled “Referee’s Guide to
Adventuring’’ and ““Basic Travel-
ler Activities.” In these sections,
Miller does an excellent job in
describing how Traveller can best
be played. The section on adven-
turing is especially valuable, most
obviously for novice gamemasters,
but certainly not without value
for us old-timers. The importance
of setting and catalysts are dealt
with and the use of “seeds’’ or
devices to keep a campaign mov-
ing, such as the “gimmick,’”
“push,’” “pull,” and the “‘enigma”’
are explained. This is a valuable
insight into the ‘““art’’ of gamemas-
tering, and should heighten the
participant's enjoyment of the
game, regardless of which side of
the table he is sitting on.

The balance of the book is
devoted to material intended to
inform the players and provide
examples for adventures. There
are four pages of library data con-
cerning the GDW Imperium which
will help the beginning gamemas-
ter set the stage of his early
adventures, and a map of the
Regina subsector. The “Traveller's
Guide to the Universe’’ section
contains several short essays on
the nature of the Imperium, meg-
acorporations, and the Spinward
Marches, site of so many of the
GDW adventures and Fifth Fron-
tier War. Lists of pregenerated
characters, thugs, and brigands,
and animal encounters are pro-
vided. The “into the Subsector”
section reprints several of the
short scenario outlines from 76
Patrons along with a “Casual
Encounter’’ and an ‘“Amber
Zone' from The Journal of the
Traveller®s Aid Society .

Also reprinted from other
sources are Shadows, from the
double adventure Annic Nova/
Shadows, and “Exit Visa.” These
are complete adventures, ready to
play. The former includes all the
maps and diagrams that appeared
in the original version.

As for my recommendations
concerning The Traveller Book—
that depends on who you are. If
you are not currently involved
with Traveller and considering
what version of the game to pick
up, this is a good bet. It is some-
what cheaper than the deluxe ver-
sion, and though it does not come
with the map that version does, it
is certainly more compact and
easier to carry around. If you
already have the deluxe/second
edition rules, you might not find
the few, relatively minor changes
worth the price tag. Players with

the first edition rules shouid cer-
tainly consider updating their
rules sets and this edition will do
just that.

As it stands, The Traveller Book
is the best edition of Traveller
available, while Traveller remains
the best of the science-fiction
role-playing games. Despite
improvements, this edition is not
without its faults. The text indi-
cates that pulse lasers do more
damage than beam lasers, but this
is never addressed in any of the
charts related to damage. The
sequence of play for starship com-
bat is still not quite right, and
computers and computer pro-
grams remain inordinately expen-
sive. The imagination behind the
design, the clear and concise writ-
ing and the attractive presentation
of The Traveller Book far out-
weigh any faults it might have; it
is a significant improvement of an
already excellent game system.

ESPIONAGE!

By George MacDonald
and Steve Peterson
(Hero Games, $12.95)

Reviewed by
Russell Grant Collins

Espionage! comes boxed with a
64-page rulebook, a 16-page
scenario book, and three six-
sided dice.

Espionage! is the second game
using the Hero Games' game sys-
tem first introduced in Cham-
pions. The result of using the
same basic system is that any
Champions player can easily
switch to Espionage!, or vice
versa. Only some of the subsys-
temns are different, as necessary
for the different genre.

The advantage of using this sys-
tem becomes apparent when char-
acters are created. Since, like
Champions, you pick your attrib-
utes and skills, you can play 007
or anyone else in the various
fields covered by this system.
Even TV detectives like Reming-
ton Steele or Jim Rockford can
be created with no problem.
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Characters in Espionage!, while
built using the same methods, are
usually weaker than in Champions
because they have only half the
number of starting points and the
disadvantages lose potency twice
as fast and are twice as tough,
although the costs of skills tend
to be lower as well. There are also
maximum values for statistics,
after which the cost doubles (for
example, after a speed of 4 is
reached, it costs 20 points to raise
it to 5). Considering the different
genres, that is as it should be.

The concept of a package con-
taining the minimum needed to
get into a given agency is intro-
duced in this book. 1t has certain
advantages, making it worth pur-
chasing as a starting player. There
is also the concept of brownie
points as well as experience
points. Experience points are for
what you do and brownie points
are for how the agency you work
for perceives you.

The sample agency that they use
is the CIA. The main problem
with this is that, being an actual
group, some players might be
more knowledgeable about them
than the gamemaster. | would
have preferred the creation of a
fictional counterpart, perhaps
UNTIL or SAT from Champions
(SAT is introduced in Death-
stroke). Using one of those two
“.would have made the system even
more handy for Champions game-
masters. Still, if | wanted to intro-
duce the CIA into any campaign,
| now have plenty of information
with wﬁich to do it.

Since the systems are basically
the same, Espionage! can be used
as a supplement to Champions.
The new rules include lesser Mar-
tial Arts, which cost less, but only
allow the player certain of the
maneuvers and aiming shots,
allowing the characters to try for
the head at a minus due to size,
but with damage multipliers if the
attack is successful.

There is also a page of guns and
charts of other weaponry for the
gamemaster tired of arming all his
agents with ordinary blasters. The

table of Perception Roll modifiers
is also helpful. (Hitting the Cham-
pions character with a few of
these superior agents might sur-
prise him.)

The adventure, entitled “Mer-
chants of Terror,"” is very well
done. It has three parts to it as
the players attempt to locate a
stolen atom bomb which has been
offered at an auction for terrr-
ists. There are contingency plans
to get the players to the next
encounter, no matter how the
current one turns out and options
to make things easier (or harder)
for the players. There are also a
set of pre-generated player-charac-
ters to use in the adventure which
also are good samples when build-
ing new characters.

| recommend this game to any-
one interested in a spy role-play-
ing game. It is complete and great
fun. Another plus is that any
module for Blade’s Mercenaries,
Spies & Private Eyes is fully com-
patible with Espionage!, meaning
that module for the game are
likely to be twice as common as
for most games.

DROIDS

By Neil Patrick Moore
{Integral Games, $7.95)

Reviewed by lan R. Beste

Droids: The Cybernetic Role-
Playing Game is the first role-
playing game | have seen in which
the player-characters are non-
organic beings. Each player in
Droids controls an intelligent
mechanical creation trying to sur-
vive among the rubble left after a
vicious war in which Machine tri-
umphed over Man. The idea is not
a terribly new one, having been
used in Metagaming’s old Rivets
microgame, and, before that, in
Vaughn Bode’s underground
comic Junkwaffel. But does this
setting really make for new and
interesting adventures? What does
it offer that other role-playing
games do not? It does have an
uncomplicated droid design sys-
temn, a decent combat system, but
beyond that it has value only as a
supplement to other games. By
itself, Droids is a skeleton of

a game.

Physically, Droids reflects the
overall increasing graphic sophisti-
cation of role-playing games. It is
an 80-page digest-sized rulebook.
The layout is clean and profes-
sional-looking. The illustrations,
four drawings of droids and a
map, are a bit sparse. Various
charts and tables are scattered
throughout the text. In other
games, this results in constant
page-flipping, but in Droids only a
few charts need to be frequently
consulted, and for combat, all the
necessary tables are on adjacent

pages. The table of contents is
quite useful and makes up for the
lack of an index.

The organization of the rules
follows the traditional role-play-
ing rules pattern: introduction,
player-character creation, move-
ment, combat, scenario and cam-
paign information. Droid creation
is process involving three factors:
construction points {(CPs), power
consumption (PC), and bulk
points (BPs). CPs represent
“cost,’” PC required energy input,
and BPs size and weight. The
designer says that 1 BP equals 0.1
cubic meter and 12 kg. BPs also
equal a droid’s “absorption,’ the
amount of damage it can take.
The player is given 20 CPs with
which to build a droid. The com-
ponent parts, or ‘“‘units,”’ are des-
cribed in the chapter on units,
and are summarized in an appen-
dix for quick reference. The
player can select from 21 types of
transport units (from wheels to
helium balloons to hydrofoils),
three types of manipulative units
(arms), six types of power units
{solar cells to batteries), five types
of viewing units, nine types of
sensors (radar to metal detectors),
six types of communication
devices, 33 types of weapons
{from machine guns to matter dis-
rupters), ten types of armor and
anti-energy screens, and 18 types
of miscellaneous units, including a
spotlight and a camouflage screen.
Brains are not listed as they are
the same for all droids. Players
select units, making sure that the
power consumed by them is bal-
anced by the power output of any
power units chosen, though not
all power-using units have to be
powered at once. The BP sum of
all the units chosen gives the
player an indication of his droid’s
size and weight; most of mine
were around 50 to 44 BPs, that is,
600 to 660 kg. This whole process
is fairly huick, and not difficult
for those who have mastered the
skills of creating warships for
Traveller or building characters
for Champions. However, the sys-
tem does not tell one what the

droid actually looks like. This
allows the players to indulge their
own crazed imaginations. The
designer does provide a list of
hints when designing a player-
character droid. Interestingly, to
do as he suggests seems to require
a few more CPs than the players
are given.

The chapter on movement has
all its important information con-
tained in four tables that cover
droid speed in km/hr, droid speed
in meters per six-second combat
round, chance of droid break-
down, and chance of surviving a
crash landing. Each table cross-
indexes transport unit type with
terrain to give either a speed or a
percentage chance of breakdown
or survival.

Combat is simple and well-
explained, and is broken down
into three phases per combat
round: initiative, movement, and
fire resolution. Initiative is deter-
mined by each rolling D100,
higher roll getting to fire first. Ini-
tiative is determined once per
combat. Fire resolution is broken
down into five steps: range deter-
mination, weapon aiming, hit
determination, hit location, and
damage resolution. Weapons are
classified into three types depend-
ing upon their ability to selec-
tively hit targets. Hits are deter-
mined by comparing the numeri-
cal attack value of a weapon to
the size in BPs of the target. Cer-
tain weapons that miss hitting a
specific unit on a droid target still
have a chance of hitting another
unit on the same droid. The hit
location process determines which
units on a droid were hit by first
determining the BP size of the
unit to be hit, then choosing a
unit closest in size to that BP size
determined. Damage to droid
units is determined by cross-refer-
encing a die roll against the wea-
pon types on the Weapon Damage
Table. The amount of damage is
calculated by rolling 1D6 per wea-
pon damage factor but may be
reduced by armor and screens. |f
the unit is reduced to half the
amount of damage it can take, it
stops working. Full damage
totally destroys the unit. This
whole process is thoroughly
explained in an example of com-
bat. Other combat rules cover
concealment (““the referee will
have to be the final judge'’), ram-
ming, damage from falling, power
plant explosions, crash landings,
short circuits, and water damage.

The lengthy chapter “Creation’’
refers to the creation of a scenario
or campaign, and covers such top-
ics as non-player droids, robots
(stupid droids), “mega units,"’
organized societies, an encounter
table, weather, and a sample sce-
nario with an example of play.
Three non-player droids (NPDs?}
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are included. There is also a so-
called ““flowchart’’ provided for
creating non-player droids. As it is
laid out, it is anything but a flow-
chart, and will take a good 10 to
15 minutes to figure out. A list of
additional units includes such
inane entries as “Unit: Blender. . .
Purpose: Unknown.’’ There are
some general rules on experimen-
tal units. The far-too-short section
on organized societies begs the
fascinating concept of droid soci-
eties, being only some general
thoughts with no practical hints
for the referee. The encounter
table merely lists chances of an
encounter, without any sort of
direction as to what has been
encountered. The weather table
concentrates on catastrophic wea-
ther, such as acid rain, radioactiv-
ity, and volcanic ash, the latter
which, according to the table,
occurs at least twice a year any-
where on the globe. The small sce-
nario included gives the referee
two robots and two non-player
droids to slug it out with player-
characters. This scenario shows
very little imagination or role-
playing potential.

In fact, this criticism of the
example scenario can be applied
to all of Droids. Nearly all of the
rules text is devoted to player-
character and non-player charac-
ter droid creation and combat.
There is little effort to explain
who built these droids, why they
are allowed to roam about, how
they could interact outside out of
combat, and what they seek to
accomplish by their wanderings.
In short, the necessary motiva-
tions for a character’srole in a
role-playing game are absent. In
Dungeons & Dragons characters
seek to gain riches and glory, not
always through combat; in Rune-
Quest, characters may rise to
prominence exercising only non-
combat skills; in Droids characters
move and fight, and maybe sal-
vage parts off smashed opponents.
Machines do not make it as char-
acters, and Droids does not make
it as a role-playing game. Compare
Droids to Steve Jackson'’s Car

Roll 1 |

% Essential Units (
[+ < O
1 Leg Led
2 Camera Cat
3 None NO
4 None Lig

Weapons: (roli rov

Wars: Car Wars is basically a war-
game with role-playing aspects as
each player controls a driver fight-
ing to survive on a highway of the
future. Droids, like Car Wars,
allows one to design a *‘vehicle’’
but dispenses with a fictional
flesh-and-blood extension of the
player. Droids, lifeless, pale,
allows only cybernetic shoot-outs,
a wargame masquerading as a role-
playing game.

My recommendation: if you like
hack-and-slash, get Droids. If you
need some robot design rules for a
campaign of, say, The Morrow
Project, look at Droids. Other-
wise, skit it.

THE ARKHAM EVIL

By John Diaper, et al
(TOME, $8)

Reviewed by Larry DiTillio

The Arkham Evil is the first in a
series of Call Of Cthulhu adven-
tures produced by TOME. It is
very good and bodes well for this
group of writers on the gaming
scene,

The Arkham Evil consists of
three separate adventures which
are actually linked {though the
players may not figure this out).
All three have numerous layers,
the “onion skin’’ approach which
is suggested in the Cthulhu rule-
book. Players begin on the outer-
most layers and as their adven-
tures and investigations peel back
the onion skin they may discover
the real heart of the matter (or
perhaps not, the adventure is very
complex). At any rate, lurking at
this heart is none other than the
crawling chaos Nyarlathotep him-
self. Nyarlathotep’s scheme
involves an asteroid known as the
Wanderer which passes by Earth
about every 400 years or so.
When the Wanderer comes close
to Earth, fragments of it break off
and plunge into the atmosphere
(as planned by Nyarlathotep).
The idea is for minions of Nyarla-
thotep to gather some of these
fragments and use them to create
a gate by which the crawling
chaos can enter the plane of Earth
and wreak appropriate havoc
there. The unfolding of this plot
through the three scenarios is
both intricate and well-conceived,
and makes good reading for the
keeper.

Act 1, “Into the Throat of the
Beast,’’ involves a band of druids
who worship Nyarlathotep and
their ritual sacrifices on his
behalf. The druids are led by a
man named Mogh Ruith, who
possesses hypnotic powers and
some spell ability. Ruith appears
in a number of other guises and is
the main villain of the piece,
appearing in Act 1 and again in
Act 3. The druids are in the Appa-

lachian Mountains near a coal
mining town called Gibbsvilie.
The investigators arrive in this
town to investigate a mysterious
cavern found in one of the mine
shafts. This cavern is the remains
of Mi-Go mining operation. The
druids used it for their rituals at
one time and it was there that
Mogh Ruith sold his soul com-
pletely to Nyarlathotep. The goal
of the investigators interestingly
enough has nothing to do with
the machinations of the druids. It
is a classic McGuffin, designed
simply to put the investigators at
the scene of the action and it does
this nicely. It is even conceivable
that the investigators might
totally miss the deeper layers of
the plot and simply do their job
(this would not ruin the other
acts). Subtle is the word for the
design of this adventure.

Act 1 is liberally loaded with
role-playing opportunities, mainly
concerning events in the town and
around the mines, but also leading
the investigators into the scheme
of the druids. In what is basically
the final scene (although there is a
scene following it) the druids sac-
rifice a young girl who instead of
dying is impregnated by an avatar
of Nyarlathotep. The girl is led
away, she will give birth to a
spawn of Nyarlathotep in the
future and this “person’’ will
show up in act 3. The avatar will
remain in the valley where the
sacrifice takes place for three days
and then will vanish. As given, it
seems unlikely that the investiga-
tors can stop the sacrifice. No
information is given as to what
happen should the investigators
stop it, or try to take the girl
away from the druids afterwards,
and this could cause problems (in
fact, it would totally negate most
of act 3).

Act 2, “The Wanderer,” is four
years later and the investigators
are sent to Arizona to retrieve
fragments of a highly radioactive
asteroid. The investigators will
have no inkling that this has
something to do with the events
in Gibbsville. The introduction

states that a list of alternate char-
acters is provided in case the char-
acters in act 1 are dead or incapa-
citated, but | could not find this
list anywhere. What is provided is
an interesting and sjmple system
for determining what happened to
the investigators in the four years
between acts 1 and 2. This
includes damage results, sanity
loss, and increase in skills.

Investigators should have a mess
of trouble in act 2 since they are
opposed by no less than three
other factions who are all trying
to get the fragments for them-
selves. These other factions are
deadly and their leaders are viable
non-player characters for other
adventures. The radioactivity
itself is another danger, perhaps
even greater than the human foes
and players may find themselves
rotting away before they know it.
The scenario equips them to deal
with it, but they will still have to
be a cautious bunch to collect the
fragments. Along the way, they
might also encounter some sand
dwellers and a dimensional sham-
bler, however the adventure seems
to give them an even chance to
succeed and push on to act 3.

In act 3, “And the Dog shall
Know You,” the investigators
have returned to Miskatonic with
their fragment and the action
begins two days after this date
(time plays a major part in
TOME s adventures and keepers
will have to keep strict record of
it). The act is part murder mys-
tery, part horror. The spawn of
Nyarlathotep conceived in act 1 is
now a student at Miskatonic. His
goal is to kill enough people to
tranform into his final form,
basically a good old muiti-tenta-
cled horror. He uses the psychic
energy of his victims to grow to
this stage, draining and aging
them horribly simply by a touch.
In this form he is to swallow one
of the radioactive asteroid frag-
ments and thus become a living
gate through which Nyarlathotep
will pass. The investigators are
asked to investigate the murders
by the dean of the school, though
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again the scenario seems to push
the keeper into making certain
they discover only minimal clues,
so that the final scene will remain
undisturbed.

Overall, The Arkham Evil is a
fine piece of work. Its atmosphere
and detail are literally staggering.
Historical characters like Pancho
Villa and the Molly Maguires (a
band of miners who used terrorist
activity to fight for better pay
and conditions) are used to good
purpose, being manipulated by
non-player characters in a sort of
INuminati conspiracy style. The
non-player characters are a major
plus of the work, | can see using
many of them again and again.
Minuses go to one area that
TOME is hideously deficient in—
artwork. The art is categorically
terrible and | sincerely hope it
will improve in future scenarios.
A ‘“possible minus’’ goes to the
fact that this adventure has very
rigid parameters and no explana-
tion of how to handle breaches of
these parameters. | believe the
authors feel that there is only one
way to play any scenario and
sometimes they are too emphatic
in how they want things to run.
Call Of Cthulhu requires great
flexibility on the part of the
keeper and TOME s adventures
seem to ignore this. Otherwise, if
you like Cthulhu, you will like
The Arkham Evil. In fact, | am of
the opinion that with some work
you could find it very playable
for games like Daredevils, Merce-
naries, Spies & Private Eyes, or
Justice, Inc. as well. Your players
may hate you for it, but at least
they will have fun while they
are dying.

LADY IN DISTRESS

By Mike Carr and Corey
Kobernick {TSR, $5.50)

Reviewed by Anders Swenson

This is a scenario for the spy-ver-
sus-spy game Top Secret. It fol-

- lows TSR'’s standard format of a
coverstock cover folded around,
but not stapled to, a 32-page

inner pamphlet. The inside of the
cover contains a detailed plan
view and elevation of the various
decks of the motor ship Corona,
while the text describes an adven-
ture which take place aboard

the ship.

The scenario involves a group of
terrorists who hijack the ship in
the manner which has become all
too classic in recent times. The
characters must defeat the hijack-
ers and locate a cache of mutated
disease germs which were hidden
somewhere on board.

Lady in Distress begins as a
group of agents are diverted from
another mission to tackle the
hijackers on board the Corona.
The agents must land on the ship,
group themselves, and locate and
defeat the terrorists. The terror-
ists are placed in logical and effec-
tive locations on board the ship,
and most of the passengers have
been sent ashore in life boats, set-
ting the stage for a more or less
straight search-and-shoot missions
{dungeon crawl!?} on the Corona.
This done, the agents must still
find the germ cultures.

The centerfold pages of the
book are unnumbered and are
intended as pull-out game aids.
They include additional plan
views and elevations, a briefing
sheet for the original mission
from which the agents have been
diverted, and a set of pre-gener-
ated character-agents which were
used during the play-testing of
the adventure.

The bulk of the text is a room-
by-room description of the inte-
rior spaces of the Corona, obvi-
ously the ““Lady’’ of the scenario
title. The Corona is a standard-
looking Mediterranean cruise ship,
intended to convey happy tourists
between Greece, Monaco,
Morocco, and such-like touch-
stones for the sun-worshippers.
Looking at the text, one is
impressed by the fact that every
space on the map is keyed,
named, and described. One is also
impressed that as far as seems nec-
essary, this passenger ship bears a
remarkable resemblance to other
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passenger ships, with perhaps a
matter of size being the main fac-
tor which makes the Corona dif-
ferent from the Queen Elizabeth |
or the Titanic. Once below decks,
the agents might be able to tell
the difference, but the players
probably will not be able to, so
this collection of plan-views and
sections is widely applicable.

Running the given scenario (for-
tuitously included with the ship
plans) could be accomplished in
many game systems, too. Top
Secret is a game with which | am
familiar, but | use other systems
much more often. | was very
pleased to discover that the mech-
anics of the ship hijack scenario
were not dependent on subtle
twists and turn of the game-situa-
tion rules so that none of the fla-
vor of the game is lost by transiat-
ing it to, say, Call Of Cthulhu, or
even Traveller.1 may well run
Lady in my Cthulhu campaign
someday (only maybe it will not
be just a vial of deadly germs this
time. . .).

There is an increasing interest in
adventure games set in contempo-
rary times—7Top Secret, of course,
but also Call Of Cthulhu, Gang-
ster, and Daredevils, and even the
superhero games, all of which are
set in times easily identifiable as
our own. While it is easily argu-
able that passenger ships are even
more obsolete as a transportation
mode than passenger trains, the
romantic interest they inspire is
great, and luxury liners and cruise
ships account for a disproportion-
ate amount of settings for the
romantic adventures on which we
base our gaming. Therefore, the
description of even a small diesel-
powered derivative of the ocean-
going behemoths of the past is a
welcome addition to the game-
master’s arsenal of resources. The
fact that a plausible adventure has
been laiq over the basic ship in
such a way as to make the least
distortion of the basic vessel des-
cription is in some way laudatory,
but in others incidental to the
basic value of this scenario book-
let. The lady may be in distress,
but she is not distressed merchan-
dise. Everybody go out and buy
yourselves a ship! Now, when are
they going to do Airport?

VAULT OF
THE NI'ER QUEYON

By Stefan Jones (FGU, $5)
Reviewed by William A. Barton

Vault of the Ni’er Queyon is an
adventure scenario for Space
Opera, FGU's science-fiction role-
playing system, Subtitled ‘“A Sec-
tor Spanning Quest,” the scenario
concerns the search by a group of
player-characters for a lost trea-
sure world left by the Ni'er Que-

yon, one of the Forerunner races
who ruled this part of the gataxy
more than 100,000 years ago. Its
action literally could span not
only one but several star sectors
as the characters follow leads,
true and false, that may or may
not lead them to the fabled
hoard.

Vault is set up more as a cam-
paign framework than a single
adventure that couid be played in
one or two sittings. While it has a
definite beginning (two, in fact)
and a specific conclusion, with
important stop-offs along the
way, the action between those
two extremes can go wherever the
imagination of the Starmaster and
the inclinations of the players
wish to take it.

Vault provides two separate
methods for invoiving the player-
characters in its action. The first
allows the group the opportunity
to rescue a retired linguistics
teacher who has stolen a book of
archaeological importance from a
criminal, whose thugs are actively
involved in retrieving the tome.
The book, called Times Past, Vol.
1, tells of the Ni'er Queyon and
their great hoard of art treasures
on the planet Phatzis—a booty
believed still to exist, If the play-
ers help the man, or steal the
book from him themselves, they
may learn of this fabulous trea-
sure, the exact location of which
is, unfortunately, not contained
in this volume. The logical course
then, as the book indicates, is to
go to Phatzis to find Vol. 2 and
the key to the treasure. In the sec-
ond possible teaser, the adventur-
ers are hired by a wealthy canine
merchant to find and return his
daughter, who has stolen one of
his ships and gone off on some
crazy adventure, Following her
trail, they learn of her theft of an
old book (guess what) and her
departure for a world called Phat-
zis in search of a legendary anci-
ent treasure. Of the two, the first
beginning offers more action and
provides more information of use
in the quest immediately. The
events of the second, however, are
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necessary to understand later
occurrences. | suggest combining
the two, a relatively simple task
for most experienced game-
masters.

Regardless of the method used
to set the players on their treasure
hunt, they will run into the same
problem right off—there is no
world called Phatzis in the library
computers. There is, however, a
Fatzis in Mercantile League terri-
tory. Since this is the only lead—
and since it will soon become
apparent from rumors picked up
at starports along the way that
the merchant’s daughter is Fatzis-
bound—it should not take much
of a nudge to start the group on
their journey.

It is here the Starmaster may
run into some problems, The vari-
ous worlds of the adventure are
not located in any particular sec-
tor, but are left up to the game-
master to place in his own Space
Opera universe. With the action
spanning several sectors, this
could prove difficuit if the game-
master only has one sector of his
own worked out—and even so if
using the few widely scattered
pre-generated sectors released by
FGU thus far. He may also have
trouble coming up with enough
side adventures and encounters
along the way to keep the poten-
tially long trip interesting for the
players. In this vein, the adven-
ture’s value would have been
greatly increased had author
Jones taken a page or two to set
down several mini-adventure ideas
or encounters off which the game-
master could play, similar to
those in his recent Opponents
Unlimited Villains & Vigilantes
playaid.

The major stopping points along
the way are well fleshed out, espe-
cially Fatzis, which is fully docu-
mented, geoiogically and biologi-
cally, including political and soci-

_ ological information on its domi-
“mant aquatic alien race and its

ntile League ties. (A jarring
owever, is an illustration of

would have expected to at least
see webbed appendages on these
birds.) Significant, though less
detailed, information is provided
for three other worlds as well.
Maps of various ruins and alien
installations on these planets are
included, one of which hides the
lost treasure trove of the Ni‘er
Queyon.

Vault of the Ni‘er Queyon
exhibits a few careless errors here
and there, such as the listing of
Fatzis as orbiting its sun at a dis-
tance of 250 light years. My big-
gest disappointment was with the
ending, however. It could prove
extremely frustrating, after all the
characters’ efforts, to actually
find the Ni'er Queyon’s secret
vault: unless they have brought
along an enormous amount of
portable firepower, they wiil at
best be denied the majority of the
treasure they have sought through
so many hazards and are more
likely to end up dead when they
face the hoard’s guardian. If the
characters do win their way to the
heart of the Forerunner races, the
gamemaster will have to augment
the sketchy descriptions of the
complex and its treasures as pro-
vided in the scenario. | get the
feeling Jones expected few char-
acters to actuatly make it this far,
so did not bother to go into much
detail on this important aspect of
the adventure.

Despite these problems, how-
ever, | find Vault of the Ni‘er
Queyon still worth recommending
as a solid example of how an
“open-middled” {(as opposed to
an “‘open-ended’’) campaign-
length adventure can be devised.
Vault has a set beginning and end-
ing, yet allows the Starmaster the
opportunity to exercise his own
imagination as the players work
to get from one to the other,
rather than relying totally on pre-
generated material, which while
valuable when you are short of
time, can often hinder the imagi-
native thinking processes so valua-
ble to creative role-piaying when
relied upon too greatly.

Whether or not one actually
wishes to run the adventure as
written, Vault of the Ni’er Que-
yon could prove useful as a source
of ideas and inspiration to almost
any Space Opera gamemaster, as
well as those of other science-fic-
tion role-playing games.

RUNEQUEST
COMPANION

Edited by Charlie Krank
(Chaosium, $8}

Reviewed by Mike Dawson

The RuneQuest Companion is
Chaosium’s attempt to replace
their now defunct Wyrm’s Foot-
notes magazine, and is also a vehi-

cle for the reprinting of some
early Footnotes articies that are
presently difficult for RQ players
to access. Supposedly, further
Companions will be published as
new information on RQ and its
associate worlds, Glorantha and
Questworld, is written and col-
lected--although this status will
bound to change with the Avalon
Hill publication agreement.

The first Companion includes
material that is almost exclusively
related to the world of Glorantha.
It contains a reference table for
indexing all published Gloranthan
cult relationships in table, as well
as a reference list of all cuits that
have been published by Chaos-
ium, Gloranthan or Gateway.
There is a targe sampling from the
Jonstown Compendium, a very
short story about *’The Harlot of
Alone,’” a large solo adventure, an
article on Walktapus cooking, an
overview of the Holy Country, a
detailed description of Gloran-
than unicorns, a letter called ""The
Dispatch of Fadabius’’ that exam-
ines the politics of the Dragon
Pass area after the freeing of Sar-
tar and just before the rising of
Tarsh, a nuts-and-bolts article on
illusion magic in RQ, a short arti-
cle on the Praxian plant skuil-
bush, a short description of Prince
Argrath’s entry into Boldhome, a
Gloranthan mystery short story,
more information of troll that did
not make it into Trollpak,
excerpts from Sir Ethilrist's A
History of My Black Horse
Troop,”’ a poem dealing with the
Ivory Plinth, and comprehensive
RQ2 errata. It is quite a varied
compilation of material.

With so many subjects covered
by the Companion, it is aimost
ironic that the major problem the
book has is that it is too short.
Much of the material is of
extremely high quality, of great
use to anyone who is attempting
to gain a real understanding about
the world of Glorantha. However,
there are only 72 pages in the
book, and $8 is a rather stiff price
to pay for the material consider-
ing that there are some useless as

well as bad material.

Luckily, there is not a large per-
centage of bad material in the
Companion. ""The Harlot of
Alone” leaves the reader wonder-
ing just what the editors included
it for, and how anyone is sup-
posed to use any information that
might be concealed in its text.
“The Maze of Shaxry Oborok” is
a thoroughly random and lifeless
solo adventure that is just another
rehash of solo dungeons and does
nothing to advance RuneQuest as
a game, and is not even fun to run
in. Dull is the word to describe
the pages it takes up in the book.

Aside from those pieces, the
articles in the Companion all have
something worthwhile to contrib-
ute, though it may be a small
amount. The real hightights of the
volume are the articles on the
Holy Country, the Jonstown
Compendium, and the work on
unicorns. This type of article
should be strongly encouraged by
readers for inclusion in future
Companions, since they form the
core of information necessary for
running a colorful, believable
game world.

The excerpts from the Jonstown
Compendium go far toward mak-
ing the price of the Companion
easier to bear, since they are
printed in extremely small type
that packs a huge amount of
informaion onto one page. How-
ever, this makes the best informa-
tion in the Companion the most
difficult to read. Why not just
expand the typeface a little more,
and include a few more pages to
put it all in?

The Holy Country article is very
valuable, though it does com-
pletely gloss over the most impor-
tant person in the Holy Country,
the Pharaoh himself. information
is included about how he became
the Pharaoh and how he inter-
venes in civil wars in the Holy
Country, but there is virtually no
information on what the Cult of
the Living God is like. It would be
expected that such a cult would
have a major effect on the region,
but it is not really dealt with.

Artwork throughout the Com-
panion is a combination of new
material and the best of the old
from early issues of the Foot-
notes.

The potential purchaser of the
Companion should take a long
hard look at the material pre-
sented in the Companion before
considering buying it. If your
campaign needs information on
the Holy Country, unicorns, illu-
sions, or any of the other material
presented there, then it may be
worth the price. But if the infor-
mation presented there is of only
marginal use to you, then the
Companion will be at best only a
marginal use of your money. 0O
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July 5-8, 1984
in Denton, Texas
{just minutes north of Dallas/Ft. Worth)

ORIGINS 84 will feature board-
gaming, miniatures, and role-play-
ing events and tournaments, a huge
dealer’s room, demonstrations, and
many famous speakers and guests.

Don’t miss ORIGINS 84.

For more information,
send a stamped, seif-addressed
envelope to:

ORIGINS 84
P.O. Box 59899 Dallas TX 75229

over they had my sister!"

they kill her.”
"1 need your help.”

A SCENARIO WITH:

*63 new spelis
*A new deity

NOVEMBER 1983

“... That’s how it started. When it was

" 1’'ve tound where the‘re keeping

her but I've only got two hours before

*THE DERYNI character class

*An adventure for 4 —8, 6th
through 10th level characters

* & something extra, you
have only two hours!

THE STANDARD
FOR FRP GAMESMASTERS

THE COMPANIONS 245 Water St., Bath, ME 04530

B MAPPING AIDS
»Hexagonal Grid Mapping System

oL Very worth the price." Michael Stackpole, Sorcerer's Apprentice No. 15

*Companion Pieces -- Fantasy Furnishings
92 designs for figure-sized maps

I MODULAR ADVENTURES FOR ANY RFP SYSTEM

Y »Streets of Gems o The Curse on Hareth
*The Brotherhood of the Bolt

M ROLE PLAY GAME AIDS

Q e Treasure Troves | -- Cards of Power
& Over 80 new treasures - five complete magical decks

*Places of Mystery -- Alluring Alcoves
Twenty enticing rooms -- figure scale maps - fully described traps

“An impressive product. | know of no better aid.” Lewis puisipner, The Space Gamer No. 50

é Interiocked adventures, secret societies, NPCs, and monsters for advanced
players, discriminating gamesmasters, and sophisticated campaigns

Send $8.95 + $1.50 postage & handling. NAME" Please print
NEBRASKA Residents please add - 5% SALES TAX. 7
to: PROBABILITY ENTERPRISES Dept.3
ADDRESS
P.O0. BOX 2508
LINCOLN, NEBRASKA 4 CITY STATE ZiP
68502 —-0508 Please aflow 4-6 weeks for delivery
Suitable for Fantasy Role Playing Games Dealers” Inquiries Welcome






















A Letter from Gigt

Adventure gaming news and gossip
from the nosiest gamer-reporter in the
world, Gigi D’Arn.

Dear Tadashi,

Back on the helm, eh? But we're
back to a bimonthly-schedule.
Your readers will now have to
wait a whole two months between
my intriguing columns, The saga
of Different Worlds continues. . .

Avalon Hill appears to be at-
tacking their no-role-playing-game
biues in earnest. They have, along
with Perils & Plunder, Chaosium'’s
RuneQuest, and Victory Games’
James Bond 007, another role-
playing game in preparation. By
TOM MOLDVAY, it is called
Lords Of Creation. |1t will be a
unijversal role-playing system for
use in any setting but it will not
be a ‘‘generic’’ system, claiming to
have its own consistent theme.

It was previewed in this year's
GENCON.

Speaking of James Bond 007,
Victory Games planned to have
the first six products for the game
to appear all at once. Well, it
seems they have succeeded. All
six items should appear nation-
wide this October, Don’t you
wish all game companies were as
timely? Game companies are
notorious for their production
delays—it's about time they real-
ized that the gamers are not going
to put up with it very long, After-
all, it’s only a hobby to most of
them and there are many other
things to divert their attention,

Among the winners this year of
the Strategist Club Awards, an-
nounced at GENCON, were Star
Frontiers for best role-playing
game, Champions I] for best sup-
plement, The Dragon for best
magazine (surprised?), and Fan-
tasy Lords by Grenadier for best
miniatures. Congratulations to all.

Did TSR get the rights to a
game based on FRITZ LEIBER's
Lankhmar series? | thought Cha-
osium had the rights.

Blade announces that their next
Mercenaries, Spies & Private Eyes
adventure will be Stormhaven to
appear ‘“‘hopefully’’ before the
end of summer. Their Citybook I
is titled Port-O*Call and is also
due sometime near the end of
summer. Well, the end of summer
has come and gone, but neither
product has.

TSR-does-it-again time: Last
colurmn | reported that in their
most recent firings TSR kept
everyone in their game design
department. Well, there was an-
other series of firings and this
time it did include some members
of the game design department

including TOM WHAM. Now
aren’t you glad you didn't apply
for a job there?

Hero game recently moved their
office to a seedier part of town;
they are now right next to a mas-
sage parlor. Is that where they get
all their cute help for game cons?

You can expect to see another
fantasy/science-fiction gaming
magazine soon. This time from
Canada, it will be called The
Black Sword. Edited by SEAN E.
CARLEY, I've yet to see the first
issue, however.

Clemens & Associates an-
nounces that they will begin to
add new quadrants at regular in-
tervals to their Universe IT play-
by-mail game. The four present
quadrants have yet to be totally
explored but requests from piay-
ers to open the game up a little
more have forced the company to
expand the universe,

| doubt it personally, but May-
fair still claims they will get the
rights to do the Marvel superhero
role-playing game. |'ve heard ru-
mors that Marvel was having prob-
lems dealing with TSR's lawyers
so who knows? They may be
right afterall.

Guess who Rumour saw recent-
ly coming out of a Beverly Hills
restaurant wearing a Call Of
Cthulhu Tshirt? It was E. GARY
GYGAX. | guess he must be a fan
of the game, either that or he
feels it appropriate to wear it in
Hollywood-land.

Speaking of Cthulhu, Chaos-
ium’s supply of Call Of Cthulhu
T-shirts was ripped off from their
shipment to the GATEWAY game
con in Anaheim, Cthulhu strikes
again!

What are the records of various
game companies in paying their
royalties? Any disgruntled game
designers?

What do Avalon Hill's notepads
say on the bottom? “Nothing
happens until it’s written.”” What
else would you expect from a
printer-based company?

Another Dungeons & Dragons-
related suicide? 16-year old IR-
VING LEE (BINK) PULLING It
of Ashland, Virginia, committed
suicide last year, allegedly due to
a curse laid on his character while
playing in a D&D game that was
part of his school’s extra-curricu-
lar activity. His parents in a
$1 million suit against the school
alleged that the curse was "‘in-
tended to inflict emotionat dis-
tress upon him at a time when he
. .. was already under extreme

psychological stress and emo-
tional pressure from pilaying the
game.”” The parents are suing the
school’s principal for allowing the
game to be played even though he
was aware of its ‘‘potential dan-
gers.”” The parents have not sued
the publishers of the game, TSR.

There is an interesting Call Of
Cthulhu campaign being played in
New York. Its players include
John Nubbin (DWW film reviewer),
Robert M. Price {editor of Crypt
Of Cthulhu fanzine), Gahan Wil-
son {famous cartoonist), and
James Warhola {Andy Warhol's
nephew—a famous artist on his
own right, his art adorns covers of
several science-fiction novels).
Cthulhu gamers of the world
unite!

Schubel & Son recently boasted
that their StarMaster must “‘un-
doubtedly be the most success-
ful’”’ play-by-mail game in history,
grossing over $250,000 since the
game was first run. Flying Buffalo
counters that they have recently
started their 800th Starweb game.
Since each Starweb game always
starts with 15 players, there has
been 12,000 player-positions and
over 150,000 turns processed.
Flying Buffalo estimates that
Starweb has grossed over
$350,000, closer to $400,000.
Whew! That's a lot of bucks to be
made in a business with no signifi-
cant inventory to worry about, al-
beit labor-intensive. Computers
are here to stay.

Is Chaosium’s first Stormbringer
module going to be titled Ponds
of Pan Tang? Gimme a break!

P

Since Avalon Hill is going to
have their hands full with role-
playing games, they are planning
to publish a fantasy gaming maga-
zine. They are still iooking for a
title and an editor. They have re-
served 25% of it to be filled with
RuneQuest material.

Is it true that TSR is working on
a Scientology role-playing game?

In Chaosium'’s Superworld
game, one of its scenarios refers
to a ship smuggling hashish named
“Indoasa Maru.” Looking in my
Japanese-English dictionary, /ndo-
asa means India grass. Now did
you have anything to do with
that, Tadashi?

Recent quote from my favorite
comigc strip character HAGAR
THE HORRIBLE: ‘‘Ignorance is
the mother of adventure.”

Love,

¢ o

If you have any juicy gossip about
our hobby, please write a ‘'Note
to Gigi,”” c/o Different Worlds
Magazine, PO Box 6302, Albany
CA 94706. | just love gossip—like
who's-sleeping-with-whom, etc.
You can even make them up!
They don’t have to be true, | just
won't report on the false ones
{but | usually do if it's humorous,
or if the hypothesis is interesting).
Just make sure the gossip is drip-
ping with juiciness. '

1M A STEP SLOWER. AND

oLp BITE IS STILL- THERE.

A

9

w
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The chilled wind stirs in the restless city.
In it a haunting sound--a piping high
above in the jet black sky. A rustle
is heard A shadow crosses the

pavement. Then. upon turning
-a sigh of relief. You real-
ize you are only plaving

the unique new super-
natural horror game

»

(s *

EERIE!

EXCITING'!
SUSPENSEFUL.!

JUST SEND CHECK [no cash or C.0.D.) FOR $7.95 RIS 13N EIER S uNe] R ToR: BN V-Xh gy -3 VT RS
[price includes postage and handling] TO: LY ILLUSTRATED CARDS PICTURING SCENES

DARK HOUSE ¢« RR1, BOX 140-A * THEILMAN, MINN. Kol R3]0l vI1 oI R S el e JUY.NWE A AN V. X400 (o]
55978 — Please print — LEARN RULES EXPLAIN HOW TO PLAY AND
TELL THE HORROR STORY. PLAYERS ASSUME

NAME THE OPPOSING ROLES OF LIFE AND DEATH
| TAKING INTO THEIR OWN HANDS THE FATE OF

| HAPLESS VICTIMS, THAT DARE TO LEAVE THEIR

ADDRESS APT. APARTMENT HOUSES AND WALK THE SINISTER
CITY STREETS ALONE AT NIGHT. FOR 2 PLAY-

CITY STATE ZIP. ERS. AGES 12 & UP-REQUIRES ONLY A LITTLE

IMAGINATION AND STORYTELLING ABILITY.







