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DRAGONEWT STEW
Enough is enough. Fair publica-
tion for all. Sure, in the past
issues of DW you featured whole
issues on dwarfs (DW 24) and
now you are getting requests for
special elf issues (DW 33). But
how about our little (or in some
cases, big) scaly friends, the
dragonewt? Okay, now you are
going to tell me to refer to some
long issue of Wyrm’s Footnotes
for information on dragonewts. In
case you hadn't noticed, that was
along time ago and | am sure
many people missed it. So how
about some articles on dragon-
ewts (customs, battle tactics,
weapons)? In anticipation for the
new RuneQuest edition, an article
or so would be just great.

Thanks from all the eggs at
Dragon’s Eve.

(J. Sweet, Los Angeles CA}

BEHIND ENEMY MINES

After reading the review for
Behind Enemy Lines (DW 35), 1
had to respond.

1. | got the distinct impression
that the reviewer just may be on
the FASA payroll.

2. The advertisement and title for
BEL is grossly misleading. It
claims to be a WW [ role-playing
game, yet only covers the period
from D-Day 6 June 1944 to VE
day, and only the Western front.
This is a most narrow view of WW
1!

3. As just a matter of opinion, |
found BEL to be chart happy.
There are better ways to resolve
problems than just using charts.
Unfortunately, BEL does not take
advantage of these other
solutions.

4. When compared to other role-
playing games, | found BEL to be
overly complex, thus discouraging
me.

5. The weapons listing and des-
criptions are inaccurate to the
extreme,

6. Overall, | found BEL to be
practically useless, even as
reference material for similar role-
playing games.

7. | feel | was suckered into buy-
ing a game that, not only will |
never play, but | cannot even use
as reference material.

How your review can state ““This
will allow every one to enjoy the
versatility of game system .. ."” |
will never understand. The game
systems are far from being
versatile,

| have tried to recover at least
part of my investment in BEL.
None of the local gamers will
touch it at any price. Also, | took
it to a convention in March of this
year, and, again, no takers at any
price,

My qualifications for knocking
BEL lie in the area of military
expertise. | am a retired USMC
officer. | have taught weapons
and other general military sub-
jects. Small unit tactics is just one
of the many subjects | was
required to be conversant with.

| was sorely disappointed with
BEL, | do not understand how
any gamer could make such a
glowing review of it. If Mr. Beste
is so uninformed about the
second World War that he thinks
this is a great game, | suggest he
do some historical research. WW
Il was a great deal more than just
Normandy to Berlin. Also, the
Field Manuals for the various
weapons, vehicles, etc., used in
WW 11 have been de-classified for
a long, long time. Many are avail-
able free, from the various mili-
tary services that used them.

Ben W. Lane, Capt. USMC, retired
Fresno CA

GAME SMEARS

About your editorial in DW 34, |
find your game reviews very help-
ful, which is, after all the purpose
of reviews. As long as the reviewer
is unbiased, the review is likely to
be valid (beware of reviewers who
never find anything wrong). Since
products are usually targeted for
players of a certain game or genre,
reviews should naturally be
directed toward that audience, If
the product would be suitable for
other than the target audience
and it depends more on personali-
ties and events than game
mechanics (such as Traveller's 76
Patrons), that certainly should be
mentioned in the review, but to
down-rate an item because it fails
to satisfy the ‘‘general gamer’’
(whatever that is) is absurd.
There is only one additional

area that | would like your
reviews to cover. When a product
is a revised, expanded, simplified,
etc., version of a game (as with
recent D&D and Traveller
releases), it would be helpful to
be told which version is best for
various gamers.

Diane Grier, Port Angeles WA

ESOTERICA?

Let me say how much | enjoy
Different Worlds magazine. lts

emphasis on useful (as opposed to
esoteric) articles, and its non-
partisan stance in regards to
which company’s role-playing
games are covered, seems like a
breath of fresh air when contrast-
ed with the relatively narrow
scope offered by such magazines
as the Dragon or White Dwarf.
Aside from GDW's Journal,
Different Worlds is the only role-
playing magazine | make a point
of collecting.

Malcolm J. MacDonald
London, Ontario, Canada

GO AHEAD, MAKE MY DAY

A few brief comments on Differ-
ent Worlds 34. Starting at the
beginning, it looks like you got
some good letters this time. While
I'm not really a comics fan, and |
don’t play superhero games, |
appreciated the fact that your
special was on an independent
comic. “Prophets & Role-Playing”
was an excellent article. 1 don't
have adventurers about to become
kings, but they can still get caught
up in the events portrayed,
“Critical Hits & Fumbles’’ hardly
seemed necessary—AD&D players
ought to be able to adapt this
themselves from a game like
RuneQuest. The "“Philosophy &
Attitudes’ (does every article
have to be in the "A&B" form?)
was a good one. I'd like to see
articles like this done for other
games. Like Call Of Cthulhu, for

instance—it's difficult for me to
run an investigator since | always
feel like | the player know more
than the investigator should about
things. A lot of game reviews this
time, but nothing especially stood
out. | think John’s miniature
reviews are getting better. | really
like Ernest Hogan's clone cartoon.
“Sword Of Hollywood'" is getting
a bit more gaming-related, but |
still think the film column can be
dropped. | have a great piece of
gossip for Gigi, but the source
says | die if it ever appears in
print. Sigh.

David Dunham, San Antonio TX

COMIC BOOK CONNOISSEUR?

Congratulations! Issue 34 was
great! Being both a comic book
connoisseur and an avid gamer, |
especially enjoyed your
DNAgents superhero feature. |
can only ask for more of the
same. As for the special issue for-
mat, | hope you plan to keep itl |
for one think it’s great! | was
leery about it at first because |
feared whole issues would be
dedicated to just one type of
game. | was wrong and I'm glad |
was! | was pleasantly surprised to
find that not only were the main
superhero games covered, but also
AD&D, Star Trek, and Call Of
Cthulhu. All of this was usefull—I
play all these games! ]
Spencer Perry, Worcester MA
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Editor’s
Views

GIGI D'ARN PROFILE

Extracted from Chaosium files

SEX: female
AGE: 30

BIRTH: April Fool's Day, 1954,
mid-western U.S.A.

MARITAL STATUS: twice
divorced, two children
RESIDENCE: southern California
OCCUPATION: counseling
chidren with adjustment
problems, part-time reporter for a
suburban newspaper

HEIGHT: 5" 2"

WEIGHT: 120 lbs

RELIGION: mildly Protestant
POLITICS: strongly Liberal
OTHER BELIEFS: ERA, evolu-
tion, yoga, fate, a Supreme Being,
witchcraft

EDUCATION: CSLA, UCLA,
Michigan, degrees in American Lit
and Psych

INTELLIGENCE: above average
INCOME: $15-$19,000
ACTIVITIES: writing in general
(including a bi-monthly column
for Different Worlds magazine),
Society for Creative Anachro-
nism, painting miniatures, read-
ing, dating, gambling, gossiping,
shopping, partying, streetwalking,
eating dessert, acting, singing,
cooking, role-playing and gaming
in general, listening to music,
traveling, flying

OTHER DESCRIPTIONS: witty,
healthy, lazy, tolerant, curious,
capable, self-reliant, well-inform-
ed, chatty, likes children
LANGUAGES: English, Russian,
French

GOALS: knowledge, serenity

TV PREFERENCES: adventure,
specials, movies, soaps, talk
shows, news

BOOK PREFERENCES: science
fiction, mysteries, nonfiction,
humor, novels, texts

DATING HABITS: movies,
dinner, museums, pubs, weekend
trips, concerts, plays, TV, each
other’s home

DATE PREFERENCES: passion,
virtue, manners, kindness,
patience, intelligence, sense of
humor, sophistication, varied,
physical, casual, sensible,
undemanding, considerate, young
and old, world-wide

DATING FREQUENCY: 5-6
times a week

PAST RELATIONSHIPS: mean-
ingful, disappointing, stormy,
Platonic, uninhibited, superficial,
intense, no pattern

SEXUAL HABITS: anything goes

MARITAL VIEWS: not for the
time being but would consider if
the right person comes along
SOCIAL PREFERENCES: artists,
average-folks, intellectuals,
professionals, cultured

MUSIC PREFERENCES: country
& western, show tunes, popular,
classics, rock, folk
TIME-OF-DAY PREFERENCE:
morning

ATTRACTIVENESS: usually
UPBRINGING: middle class by
both natural parents; has one
older sister and one younger
brother

See also her “My Life & Role-
Playing” article in DW 31, “Life
as a Non-Player Character.”

Happy gaming,

NEXT ISSUE:

Special Campaign Issue
featuring ElfQuest
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It has been said,

The pen is mightier than the sword.

How about celluloid?

By Larry DiTillio
Howcha-Magowcha Hollywierd
fans! Boy, is this a summer!
Conan, Trek, Indy Jones, Ghost-
busters, and Gremlins! What a
season! And more to come, Am |
the guy that said the fantasy
trend was over? Stupid me! any-
wha, silver-screen lovers, let’s take
a peek at some upcoming activity
in our favorite form of entertain-
ment (whatever that is).

THE NEVER-ENDING STORY:
No it's not this column, It’s the
title of a West German fantasy
film, slated for this summer, Its
overseas origins may not get it
quite as wide a distribution as a
Universal blockbuster, but if it
appears near you, give it a look.
It's the story of a boy named
Bastian who passes into the world
of Fantasia which is threatened
by the dire advancing force
known as “Nothing™!1! Fantasia
is a world created by dreams. As
dreams and hopes fade from
humankind, and despair rears its
ugly snoot, Fantasia crumbles,
Naturally Bastian becomes the
eventual savior {not quite in the
way you might expect), but the
trip there is full of rockbiters—a
luck dragon, a turtle creature big
as an island, gates guarded by
stone sphinxes which shoot beams
from their eyes—and a sound
story to tie it all together. Its got
models, animation techniques, a
fabulous director (Wolfgang
Petersen who directed Das Boot,
the ultimate submarine movie!)
and a budget of a cool $27
million, Hollywood sez fantasy
pictures don't sell like science-
fiction and horror pix, so come
on fantasy buffs, lay down your
bucks and support your love.
DISASTER ON BOND/LEGEND
SET: Pinewood Studios which
contains the “007" Lot, (claimed
to be Europe’s largest motion
picture sound stage) saw a disaster
take place as a fire consumed the
stage. The picture currently
shooting there was the big budget
Ridley Scott fantasy epic Legend.
Specifically, the stage contained a
massive tree bog set, an actual
indoor forest complete with giant
trees, birds, foxes, rabbits, etc. No
word on how the blaze started,
but the cost of it will be a million-
and-a-half dollars. Not to mention
eight years of film history. Super-
man and all the Bond films were
shot there. As was Dragonslayer
and Krufl. The good news was
that no one was hurt. Spme two

Sword0fHollywood

hundred people had vacated the
lot for lunch only moments
before a series of explosions des-
troyed the stage. Hmm. Sounds
like S.P.E.C.T.R.E. to me. The lot
was to be vacated in July by the
Legend set to make way for the
new Bond epic From a View to
Kill. Happily, production won't
be delayed on either film. Nor
will production on what has got
to be my favorite title yet Morons
from Quter Space. No Ye O’
Sword is not kidding. That pic-
ture is shooting at present in the
Pinewood Studios. Watch for it, if
you dare.

CAR WARS? BATTLECARS?
TRIVIAL PURSUIT?: NBC has a
popular series called Knight Rider
about this yogurt-faced guy and
this super-duper computerized
car, Well, the good folks over at
that show decided that “Kitt the
Car” was featured so heavily that
it needed its own villain. So they
are adding “Evil Car,'"another
super-duper type car with its own
evil voice (dubbed by multi-
talented voice man Paul Frees,
watch your cartoon credits,
boys}. | think Ye Ol* Sword will
pass, but | guess it is news.

0Z GOING STRONG: Disney is
going to contribute its mighty
efforts to fantasy with their $25
million epic Oz. Disney must have
faith because the director Walter
Murch is making his debut with
this film. The production has now
wrapped up after 18 weeks of
shoaoting in London, including a
monster array of special effects
and mechanical creatures. Murch
is a "“graduate’” of Lucasfilm and
received some spiritual aid from
his friend George Lucas. Oz will
now go through its various post-
production phases and if we all
cross our fingers and say “Rune-
Quest,’” maybe we can see it by
Christmas.

SPEAKING OF GEORGE
LUCAS: Mr. Star Wars is said to
be expanding into the tiny tube
with two animated series, one
based on the Ewoks and the other
on the Droids. The Ewok show
will follow a live-action movie
starring the Ewoks, also for TV
I'm told. Hmm. |s this rumor
true? George, lemme know willya.

REAL SPACE: Paramount Net-
work Television is preparing a 13-
hour project called simply Space
which deals with the space
program. | mention this as kind of
another of my Ye QI’ Sword
unpaid political announcements.

While Star Trekking and Space
Operaing and Star Warring and
Travellering, keep in mind that
space, real space, is one of the
hopes of the future, Fandom is
alive with folks like Bjo Trimbie
who send out stuff to keep our
space program alive and ask your
support. Not too much to ask,
eh? You might check into Space
when it premieres just to keep it
in your mind that if we want it,
we've got to go after it. End of
announcement,

TWO QUICKIES BECAUSE
THEY'RE STILL TALKING:
Steven Spielberg is slated to make
Pater Pan, while lrwin Allen is
going to tackle Alice In Wonder-
land. When? When the deals are
made and the actors all gathered,
etc., etc. This is one of those two-
year items fans. Remember you
heard it here.

SOME ANIMATION TIDBITS:
Ruby-Spears is indeed working on
Dragon’s Lair, turning the Don
Bluth video game into a series, It's
now in praduction, my guess
would be either fall or January.
Marvel's Dungeons & Dragons will
crank out another six new epi-
sodes. D.1.C, Productions has a
show called Thor. | don't believe
it has anything to do with
Marvel's comic hero. Hanna-
Barbera has Superfriends: The
Legendary SuperPowers, a
bounce-off from DC's new maxi-
series. Hanna-Barbera also has
GoBots, the Tonka toy robots,
for all you Japanese robot fans.
By the way, robots is expected to
be the next hot toy and since TV
animation is now following toys,
you'll probably be seeing ali the

: animated robots you can handle

next year. My own crazy crew at
Filmation is working on new He-
Man shows {65 in all) and gearing
up for a new fantasy series. | can‘t
tell you the whole tale now
because you know, they're still
talking. But if someone was to
smile and say “Shera," | wouldn't
be averse to chatting.

COMIC BOOKS TO FILM: At a
Writers Guild night on which |
served on a panel on ‘‘Alternative
Markets” (to TV and film, | spoke
on games and animation), | had
pleasure of meeting Bruce Jones
and April Campbell, erstwhile
husband-and-wife writer-editor
team, Bruce and April do a
myriad of comics, but their pride
and joy is Somerset Holmes, an
offbeat Hitchcockian mystery
comic involving a gorgeous young

lady with amnesia that people
keep trying to kill. The comic is
very much like watching a good
mystery film and guess what, it
may be onel Yes, Bruce and April
have got interest from Hollywild
in producing Somerset Holmes.
This is not a first certainly, Super-
man came from comics to film, so
did Captain Marvel, Batman, and
the Phantom, However, they're all
superheroes or crimefighters. So,
this is a first. April told me that
Somerset Holmes will categori-
cally end in sixX issues, Why?
Because the story is over she said.
Yack. | love that book. Guess, I'll
have to wait for the movie when
it's all over. By the way, pick up a
copy. It’s some good, adult read-
ing. Oops, was that a plug? No,
just a suggestion,

FAN CHATTER: Well, no letters
this time around. That's it for fan
chatter, . . No wait, the letter did
not come to me, but the man
deserves a mention for his men-
tion. 1 speak of Ben Fenwick who
in DW 34 “’Different Views'' sup-
ported my small stand on anti-
role-players who want role-
playing games banned for various
“maral’’ reasons. Ben cited his
own experiences with this prob-
lem, talking about threats, hazing,
and even assaults on members of a
science-fiction club which
included role-playing games
among its doings. This was at a
college, not in back alleys. Ben's
example shows what happens
when we ignore these things, And
like you Ben, | don’t know how
to deal with it either. Everybody
has the right to state their
opinion. . . | guess we might even
have the right to holler threats
and abuse—those can be laughed
at, after all. It’s the assaults, the
pressure that hurt. Deeply. And
gosh, we can’t understand what
drives such folks to do such
things. Fortunately we can do
what you did. Speak up, tell
everyone. Hey, invite those
college dudes the next DunDra-
Con. | have a few compatriots in
the role-playing field who could
reason with them in any tongue
they'd care to speak. Anyhow
thanks for the experience and
support, Ben. Now how about
more fan letters?!!

IS THE DOCTOR IN?: Doctor
Phibes that is. And yes he is. For
all you Phibes fans, | bring you
great news. Dr. Phibes 111
approacheth. It's titled Phibes

continued page 38
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Commentary

A Christian
L.ooks At
Role-Playing

AreWePagans?

By W. Glenn Kirkconnell

would like to begin by stating un-

equivocally that the views I offer
for your consideration are simply my
own. “Concerning role-playing games,
I have no command of the Lord, but I
give my opinion as one who by the
Lord’s mercy is trustworthy.” (1 Cor.
7:25, more or less.) I am not expound-
ing immutable and universal Scripture,
nor am I giving the doctrine of the
Presbyterian Church. But, as one train-
ed in philosophy and theology, and
currently a second year student at
Princeton Theological Seminary, I
think I may have something useful to
say on this subject; “And I think that I
too have the Spirit of God.” (1 Cor.
7:40)

In Different Worlds 27, the letter
from Gigi D’Arn featured a request by
a certain John Huber for Christian res-
ponses to role-playing games. This
brought a response from Paul Card-
well, Jr., that . . . any use of the Bible
on this matter is irresponsible as role-
playing games did not exist at the time
when the Bible was written.” (DW 30)
To this statement I must object. Car-
ried to its logical conclusion, such a
view of Scripture would make the
Bible irrelevant to any aspect of
modern life which did not exist two
thousand years ago. This is as much to
claim that the Scriptures are useless to
modern men and women—a view
which is, to be sure, common enough
in today’s society, but hardly accept-
able to any devout Christian, Jew,
Muslim, or even Hindu or Buddhist
with regard to their own Scriptures.

On the other hand, it seems to be the
grossest form of eisegesis and fanati-
cism to claim that even St. Paul and
St. Peter had sufficient foresight and
prophetic skill to record for use their
personal views and inspired advice on
the nuclear freeze issue, the responsi-
bilities of those who store (or simply
dump) hazardous nuclear and chemical
wastes, the evils of drunk driving, or
even so important and socially signifi-

cant an issue as role-playing games. So
this is the challenge that faces us as
Christians in the modern world; how
are we to seek the guidance God offers
us in His scriptures, without ourselves
finding more meaning and guidance
there than He Himself put there in the
first place?

One way in which we can do this is
to carefully consider possible analogies
to our modern problems in the issues
mentioned in Scripture, For example,
when the Bible speaks on the evils of
drunkedness (Prov. 23:29-35; Matt.
24:48-51, and so on), we can safely
draw the analogy from wine to more
modern drugs, such as grass, coke, or
heroin. Some analogies, such as the
one I am about to undertake, are not
so indisputable; but with the guidance
of the Holy Spirit we can hope to gain
instruction and avoid error even where
no such obvious parallel exists.

I do, of course, realize that the
majority of you may have no practical
use for this little essay in theology. I
hope that all of you will find it inter-
esting and informative to see how a
Christian tries to deal with his hobby,
regardless of your own religion or
lack thereof.

There are, as I see it, two potential
objections by Christians to role-
playing games (in particular to Dun-
geons & Dragons, which is the only
one the majority of Americans know
by name); (1) it involves witchcraft,
demons, devils, and other Satanic ele-
ments; and (2) that such games are
obsessive, and anything that obsessive
and distracting from the Real World
can’t be good. In regard to (1), it is
true that the mythological framework
of almost every fantasy role-playing
game is decidedly pagan. But if playing
D&D can make you a pagan or a
Satanist, will playing Monopoly make
you rich? But I hear the objection,
“Being rich is a matter of objective
reality, and is not at all changed by
thought or imagination. Paganism, by
contrast, is a matter of the will, and
may well be altered by playing such
games.” A good objection, but not
quite accurate. Paganism or Satanism,
or any religion good or evil, is a matter
of desire and belief. I believe that
there are demonic forces, and that
Satan exists; but I have no desire to
serve or worship him. Furthermore, we
can read (James 2:19) “You believe
that God is one; you do well. Even the
demons believe—and shudder.’” Satan’s
belief in God does not make him a
Christian, because he has no desire or
willingness to worship the Christ. Also,
I play several games; I have read works
by Homer, Aeschylus, Sophocles, Tol-
kien, Leiber, and many other writers
who speak of worlds with gods other

than the Father. But no matter how
enchanting I find these stories, and no
matter how much I enjoy these games,
1 am not moved to worship either
Athena or Humakt, Why not? Because
they don’t exist. I don’t believe in
them. In short, if playing D&D makes
one a Satanist, then the devil is a faith-
ful believer and I am king of England.

As to (2), this deserves closer atten-
tion. Role-playing games can be obses-
sive. Most of the players I know have
gone through a phase of at least a
month, and usually longer, were all
they thought, did, or talked about was
their favorite role-playing game. Play-
ers often spend much of their time in
conversations which sound absolutely
insane to outsiders. I remember how
distressed my father was to overhear
that I had been directly or indirectly
involved in the violent deaths of 23
police and innocent bystanders in a
three day period. He was much re-
lieved, but somewhat confused, to
learn that this had taken place not in
Sarasota but in a distant, nameless
spaceport.

Much of the reason for this phenom-
enon is that games are fun. People can
become obsessed with any game, from
RuneQuest to football to cards. The
person afflicted with football mania is,
however, obsessed with something
most people know of, and know some-
thing about. He does not, therefore,
seem as odd as the compulsive D&Der,

A major difference between role-
playing and other sorts of games is the
immense amount of imagination re-
quired and elicited by role-playing.
Imagination and fantasy are breaks
with ‘reality.” Role-playing games
involve not only the passive suspension
of reality required to enjoy a movie,
but also a more active immersion of
the player’s imagination and personal-
ity. This escapist value is an important
part of the pleasure of role-playing.

Here is something which Scripture
does address. -Role-playing games are
something which is fun (so fun they
can become obsessive) and escapist. A
reasonably close analogy can be drawn
between role-playing games and wine,
as it is discussed in the Scriptures.
Alcohol has been a source of pleasure,
escape, and obsession for centuries. It
has been the crux of much happy
socializing (cf. Plato’s Symposium,
which literally translated is Drinking
together), and of much human misery
and vice. The Bible reflects this dual
role of wine in human history. In Pro-
verbs we read, “Wine is a mocker,
strong drink a brawler; and whoever is
led astray by it is not wise.” (Prov.
20:1; Prov. 21:17, 23%:21-35, and
31:4-5 are also germane here.) In the
New Testament we find, “‘But take
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heed to yourselves lest your hearts be
weighed down with dissipation and
drunkenness and cares of this life, and
that day (the Parousia) come upon
you suddenly like a snare.” (Luke
21:34) “And do not get drunk with
wine, for that is debauchery: but be
filled with the Spirit.” (Ephesians
5:18; see also Matt. 24:45-51, 1 Cor.
5:11, 1 Peter 4:8, 5:8)

On the other hand, consider Prov.
31:6-7, “Give strong drink to him who
is perishing, and wine to those in bitter
distress; let them drink and forget
their poverty, and remember their
misery no more.” Or Ecclesiastes,
“Go, eat your bread with enjoyment,
and drink your wine with a merry
heart; for God has already approved
what you do.” (Ecc. 9:7; among
others) “For John the Baptist has
come eating no bread and drinking no
wine; and you say, “He has a demon.”
The Son of man has come eating and
drinking; and you say, ‘“Behold, a glut-
ton and a drunkard, a friend of tax
collectors and sinners!” (Luke 7:33-
34) “No longer drink only water; but
use a little wine for the sake of your
stomach and your frequent ailments.”
(1 Tim. 5:23; see also John 2:1-12) So
it would seem that what we are warn-
ed against is not wine in and of itself,
but drunkenness; that is, the abuse of
wine, both habitual and even occa-
sional. In the same way, I believe the
Bible can give we Christian gamers per-
mission to indulge in a little escapism

and fantasy, while providing a strict
warning against allowing our gaming to
become a distraction from our more
important duties even occasionally.
The same principles apply. {The rea-
son, I believe, that the Church has
tended to emphasize the ascetic side of
this dichotomy [temperance] is that it
is often necessary to warn people
against enjoying themselves too much,
but rarely necessary to warn them
against not trying to have enough fun.)

I want to emphasize that [ am not
trying to persuade you to drink. I am
only looking at the principles which
seem to be analogous between role-
playing games and wine, as it is dis-
cussed in the Scriptures. The principle
I am aiming at is that there does seem
to be a place possible in the Christian
life for escapism. Since role-playing
games have been linked, and are linked
today, to far fewer known deaths,
health hazards, addiction, and misery
than alcohol, I would suggest that such
games might even deserve a small
amount of encouragement, or at least
grudging acceptance. One of my play-
ers in my college campaign once ex-
claimed to a non-player, “D&D is even
better than drugs!” It gave him and
several others something to do on a
Friday night that involved neither in-
toxication or fornication. Instead they
spent the evening using their brains
and imaginations in friendly coopera-
tion with their fellow human beings.

To those of my fellow Christians
who are still seriously disturbed at my
references to drinking, the same princi-
ples can be seen in a parallel argument,
this time using sex. The Bible is full of
warnings against the abuse of sex
(Prov. 5:1-20, 31:3, Romans 1:26-32,
1 Cor. 6:12-20), and even encourages
total celibacy (Matt. 19:10-12; 1 Cor.
7). But everyone knows that Christians
do indeed have sex; where do you
think Sunday schools come from? So
see Ecc. 3:5; Ecc. 9:9; Genesis 1:18-
25; 1 Cor. 7:38. I leave the reader with
the task of seeing how Scripture sanc-
tions sex, while condemning abuses,
just as I have tried to argue it does
with wine.

I realize this is not a particularly
great piece of exegesis or theology. It
is what I happen to believe, and since
so many of us at Princeton Seminary
play role-playing games, I suspect that
many others have thoughts somewhat
along these same lines. To any serious
theologians, as well as anyone who
might be tempted to track me down
and stone me for heresy, I would refer
you to Soren Kierkegaard’s Con-
cluding Unscientific Postscript, specifi-
cally the section titled “An Edifying
Divertissement.” I also refer you to
Romans 14, and beg your tolerance
and forgiveness.
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“CINCE YOU COME FROM ANOTHER DIMENSION
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STAY ALERT!
TRUST NO ONE!
KEEP YOUR LASER HANDY!

The Computer is your friend! The Computer
wants you to be happy. If you are not happy,
you will be used as reactor shielding.

The Computer is crazy. The Computer is
happy. The Computer will help you become
happy. This will help drive you crazy.

Being a citizen of Alpha One is fun. The
Computer says so, and the Computer is your
friend.

Rooting out traitors will make you happy.
The Computer tells you so. Can you doubt
the Computer?

Being a Troubleshooter is fun. The Com-
puter tells you so. Of course the Computer
is right.

Troubleshooters get shot at, stabbed, in-

cinerated, stapled, mangled, poisoned, blown
to bits, and occasionally accidentally ex-

ecuted. This is so much fun that many
Troubleshooters go crazy. You will be work-
ing with many Troubleshooters. All of them
carry lasers.

Aren’t you glad you have a laser? Won't
this be fun?

There are many traitors in Alpha One Com-
plex. There are many happy citizens in Alpha
One Complex. Most of the happy citizens are
crazy. It is hard to say which is more
dangerous—traitors or happy citizens. Watch
out for both of them.

The life of a Troubleshooter is full of
surprises.

Stay alert.
Trust no one.
Keep your laser handy.

Catch-22 meets 1984!

Paranoia is an adventure role-playing game set
in a darkly humorous future. A well-meaning but
deranged computer desperately protects the
citizens of an underground warren from all sorts
of real and imagined traitors and enemies.

You will play the part of one of the Computer’s
elite agents. Your job is to search out, reveal and
destroy the enemies of the Computer. Your worst
fear is that the Computer will discover that you
are one of those enemies.

= PARANOIA
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bame 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.

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

GATEWAY 1984 September 1-3, 1984
Hyatt LAX, Los Angeles CA

GATEWAY 1984

PO Box 2577

Anaheim CA 92840

EARTHCON IV September 7-9, 1984
Holiday Inn, CSU, Cleveland OH
EARTHCON IV
PO Box 5641
Cleveland OH 44101

U-CON 2 October 5-7, 1984
3rd floor, Coffman Bldg, Univ of Minnesota
U-Con 2
262 Sherburne Ave
St Paul MN 55103

10th Annual Council of 5 Nations
October 5-8, 1984

Event location not announced

Pam Boynton/Registration (send SASE)

Studio of Bridge & Games

1639 Eastern Pkwy

Schenectady NY 12309

(518) 346-3773

BIT we CANT
RAISE THE
DRAWBRPGE T

, ’?a..{hdwv\
I'm worried !dac.-ror‘_
GVZVUI time | play
elfgques+ | get 2

[it¥le bit shortevV:

Crusader Con IV October 19-21, 1984
Metropolitan State College, Denver CO

The Auraria Gamer's Club

PO Box 13395

Denver CO 80201-3395

COGACON 84 October 20-21, 1984
South Ter, OH Union, OSU, Columbus OH

Paul T. Riegel

c/o War Game Designs

6119 E Main St (202)

Columbus OH 43213

(614) 863-1897
UTHERCON IV November 9-11, 1984
University of Texas at Austin

UTHERCON

3212 Red River (109)

Austin TX 78705
U-Mass Con December 1-2, 1984

U-Mass Campus Center

PO Box 117

Amherst MA 01002
CAPCON "85 April 5-7, 1985
East Ballroom, Ohio Union, OSU,
Columbus OH

Paul T. Riegel

c/o War Game Designs

PO Box 629

Reynoldsburg OH 43068

For further information, contact the
convention organizers directly. a
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Stalingrad. ride with Ghengis Khan, see the pyramids.

Time & Time
Again

IOIN NOW! March with Xcnophon, sail with Magellan, set type with Guitenburg, sccompany the cunvoy guards
to Camerone. Explore the Louisiana Territory with Lewis and Clark, sink the Bismarck. Argue with Socrates, learn tactics from
Sun Tzu, pirate with Drake, study at the library of Alexandria. Travel with Marco Polo, sack Troy. Help paint the Sistine Chapel,
defend Rome, burn Alcxandria, build “the British Empire, sip tea in the Tokugawa shogunate, go 1o an opening night at the
Globe theatre. Jump into Dien Bien Phu, maich wits with Cesare Borgia, work on the Great Wall, follow Spartacus, fight in

THE Time Travel Role Playing Game

Coming this Summer from:
TIMELINE LTD




Special

MAGIC

Feature

Social Structure

Magic

A Magic-Based Society

By David Dunham

Illustrated by
David Dudley

Magic plays an important part in most fantasy role-playing games,
and deservedly so, because most of the great works of fantasy have
included magic. Unfortunately, the magic in most campaigns doesn’t
really fit. It’s added on top of an already functioning politico-
economic structure, although it would most often disrupt (if not
destroy) that structure. The problem is that everything except the
magic is adapted from our real world, where technology, religion,
economics, culture, warfare, and society in general have evolved
without magic. What will happen when they have to deal with magic?

larke’s Law says that any suffi-

ciently advanced technology is
indistinguishable from magic. I don’t
want to use this definition, however,
because in fantasy role-playing games,
magic and technology are different.
Magic is supernatural, while tech-
nology looks for observable explana-
tions. Magic and technology are really
two different ways of looking at the
world. Magic is subjective, science
objective [David Carroll, The Magic
Makers] . A Techno (one who believes
in technology) uses the scientific
method; a non-Techno does not. In
other words, a Techno reasons incre-
mentally, “from particulars to the
lesser axioms, thence to the intermedi-
ate . . . and lastly, to the most general”
[Sir Francis Bacon, Novum Organum,
Book 1]. A non-Techno jumps from
particulars to general rules, without

using scientific induction or experi-
ment,

Magic is the result of non-Techno
thought. Consider the laws of magic:
“The Principle of Sympathy—like
produces like,” “The Principle of Con-
tagion—once together, always to-
gether,” “The Doctrine of Signatures—
the attributes without mirror the
powers within” [Lyndon Hardy,
Master of the Five Magics]. These
rules are generalizations without ade-
quate scientific foundation. This lack
of scientific foundation is why magic
is an art rather than a science, why
spells don’t always work (which is
gamed by means of saving throws or
klutz factors).

Magic does work most of the time,
though. How can this be? In our
world, Techno thought has discredited
magic (consider that the rise of science

3
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was concurrent with the decline of
belief in magic). Technology works
because our world has straightforward
cause-effect relationships. In a fantasy
role-playing world, magic works
because it is non-causal. This means
that, while spell effect E wusually
follows spell casting C, there is no
apparent  cause-effect relationship
between C and E. What is the connec-
tion between mumbling some syllables
and gesticulating wildly, and a Rain of
Mud? No one knows, and nobody is
likely to find out. Because magic is
non-causal, anyone who tries to under-
stand magic using scientific methods is
doomed to failure. The laws of magic
aren’t true scientific laws—they don’t
help us to predict what will happen in
a new situation; they merely help des-
cribe what happens. For example, the
Advanced Dungeons & Dragons Jump
spell uses a grasshopper’s leg as a
material component. This is in agree-
ment with the Principle of Sympathy.
But the Principle can’t tell us if the
magician who only has kangaroo fur
will be able to Jump. She can if there’s
enough similarity, but the Principle
only comments on genecralities, and
doesn’t get down to specifics, such as
Jjust how similar things must be (in this
case, the fur and the magician’s leap).
Scientific laws are usually expressed in
terms of measurable quantities, per-
haps a quotient of similarity.
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An important implication of the non-
causality of magic is that magic has to
be non-experimental. You could play
around on a trail-and-error basis, but
you couldn’t perform ‘‘an operation
carried out in order to determine an
unknown effect or law” [Webster’s
7th  New Collegiate Dictionary],
because there’s no direct relationship
between the experiment and its result.
For this reason, trail-and-error would
be very dangerous. Changing one syl-
lable of a spell may drastically alter
the effects [see for example Jack
Vance’s The Evyes of the Overworld] .
Without a way to predict this, the
experimenter would be in grave danger
with each new combination he tried
out. Consider that in game systems
like DragonQuest even a known spell
can fatally backfire on the caster, and
you will see the perils of spell research.

Most spells will probably be discover-
ed through serendipity (finding valu-
able things unsought for). For exam-
ple, in SPI's Sorcerer, the first wizard
sang nonsense syllables in a magic-rich
area, and conjured up an army, much
to his surprise. Luckily for both him
and future wizards, he was able to fig-
ure out what he did, and, more impor-
tantly, remember how to do it again.
Note that this is completely different
from the invention of a technological
gadget like the crossbow. The cross-
bow is a logical development of the
hand bow, which uses mechanical
means for drawing and holding the
bowstring. It builds in stepwise fashion
on an earlier technological develop-
ment, and in fact couldn’t exist with-
out it. How different from the Conjure
Army spell, which was created when
no spells at all were known.

Spell books become very important,
since only by using the tried and true
formulae of other magicians would
you have a chance to safely cast useful
spells.

Because their foundations are so dif-
ferent, it’s hard for both magic and
technology to flourish. In our world,
technology worked while magic didn’t,
so magic became displaced. In a fan-
tasy role-playing world, magic and
technology both work (it’s hard to pic-
ture a world without at least some
causality), but magic is usually a whole
lot easier. Why bother with the rigors
of science, when it’s easier to jump to
conclusions? Why perfect devices to
do what a simple spell can do with less
time and effort? Certainly technology
will still exist—there are some things
that magic can’t do or is impractical
for (though they might be mundane
things like brewing beer), but the
incentive to develop the technology
will be stifled by an alternate way of
doing things, and the required reason-

ing would be slow to develop if causal-
ity were not universal.

Magic often doesn’t get along well
with religion, either. The Bible pro-
hibits the use of magic [for example,
see Deuteronomy 18] . This was prob-
ably due to the fuzzy distinction
between religion and magic in those
times. The average person probably
had a hard time telling a genuine
prophet from a mere soothsayer—they
used different methods, but were after
similar results. The prophets attacked
superstition and mere symbolism, “‘the
reduction of the divine to ‘nature,” ”’
making sure their religion remained
free from such harmful influences
[John L. McKenzie, The Two Edged
Sword] .

Most fantasy role-playing campaigns
assume that magic and religion exist
peacefully, side-by-side. This is pos-
sible, but there are several reasons why
it might not be. Magic and religion
both deal with the supernatural. Magic
usually involves the supernatural in
general, while religion deals with a
more  ‘personalized’  supernatural:
powers are given to individual beings.
This distinction doesn’t apply to
demonology, where magic deals with
individual supernatural beings. So does
religion, and this conflict led religion,
usually content with general attacks
on magic, to get specific, in the form
of exorcisms and the like.

The overlap of abilities in demon-
ology might lead one to believe that
there is no real difference between
magic and religion. In AD&D, there
are even more overlaps—magicians and
priests get to use many of the same
spells. A cynic could easily claim that
clerics aren’t priests at all, but magi-
cians preying on the public’s credulity.
If so many clerical miracles can be
duplicated by magical spells, why not
all of them? Clerics are simply the
only people who know how to use the
spells. Since spell research is difficult,
clerics are likely to keep this mono-
poly. How can the clerics possibly dis-
prove this claim? Any miracle he per-
forms will be answered by the skeptic,
“that’s just a spell.” No wonder reli-
gion doesn’t appreciate the existence
of magic!

Most fantasy role-playing worlds
seem to be basically medieval societies
with magic tacked on, without regard
to the consequences. If magicians were
at all common, there would indeed be
consequences. In the following discus-
sion, I will assume that magicians and
priests of 7th level are at least avail-
able, if not common. In most cam-
paigns I've seen, this is the case. Spells
mentioned are from AD&D, unless
otherwise indicated.

Quite a few spells are useful to the

less ambitious magician who merely
wants to make an easy living, or who
wants to make a little money between
adventures. The spell Mending will
allow some income. The existence of
this spell, and sufficient magicians who
know it, will cut down on the business
of honest tradesmen, and probably
eliminate the tinker as a profession.
On the plus side, those who normally
do their own repair work could have
more spare time (fishermen wouldn’t
have to be constantly mending their
nets). Candle and lantern makers will
be thrown out of work by the Contin-
ual Light spell. Each family would
have at least one rock with the spell
cast on it, and a box to hide the rock
in if they don’t want light. The magi-
cians may not be able to make any
money on this one, though, because
the clerics have the same spell, and
might reward the faithful with a magic
lantern, In any case, the market will
eventually become saturated, as the
lights can be handed down from gener-
ation to generation. The magicians
who knows Sleep has several business
opportunities. She can help a healer—
Sleep will put people out of their pain
for a while, without harmful side
effects. She can also work in a tavern,
Sleeping troublemakers just before
fights break out. A large city may keep
her on retainer, just in case of riot,
Nothing stops a mob better than two
or three Sleep spells. Of course, Sleep
doesn’t work on people over 4th level,
but most people aren’t (in AD&D,
only adventurers advance in level). If a
magician tired of adventuring and
wanted to start his own business,
Charm Person will guarantee him loyal
and cooperative workers. No problems
with strikes!

While there will always be artists, art
will be different. Consider the dramas
a talented Illusionist could stage, or
the music a magician could perform
with the Audible Glamer spell. A druid
or magician could make fantastic
marble sculptures with Stone Shape,

Warfare has to be conducted on an
entirely different basis if magic is avail-
able. The soldier on a horse has a
decided advantage over the footsoldier
(recall the supremacy of the medieval
knight). There are really only two
effective defenses: a forest of points,
and missiles. Both imply fairly dense
formations, A phalanx of spears or
pikes relies on shock value; to face it
means you won’t be able to avoid all
those points. Archers are also best
used in concentration, so they can
launch their shafts at a common tar-
get; at least one arrow will hit, If they
were dispersed, it would be hard to
coordinate their attacks, considering
the poor communications found on
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battlefields before the radio. Magic
might also help get around this (for
example, the Message spell), but your
best chance of stopping cavalry is a
close formation [C.W.C. Oman, The
Art of War in the Middle Ages]. The
problem is that there are many spells
which can wipe out a good portion of
your army if you keep the men close
together, A Fireball spell has a 20 ft
(6 m) radius, and will almost always
kill any soldier in its blast radius unless
he's above first level (even then, there
is a good chance he’ll be killed, and
the results will still be devastating). It
will also have drastic morale effects.
But, when you spread out your sol-
diers so none are closer than 40 ft
(12 m) to each other, cavalry can ride
right through. You'll also find it hard
to attack when spread out like that, so
you’ll have to tighten your formation
at some point, at which time the army
will again be vulnerable to those nasty
area spells like Fear and Sleep. An-
other solution is to get high level sol-
diers, who have better saving throws
and more hit points, but that’s easier
said than done (for one thing, AD&D
doesn’t provide for gamemaster-sol-
diers gaining experience). Most higher
level individuals are adventurers, who
choose their own risks, and get rich
hauling wealth out of underground
tunnels. They’re not going to want to
join the army (will rulers need con-
scription?). Your troops will just have
to gain levels by winning some battles,
but they’re going to find that hard to
do before they gain some levels.

Higher level magicians can use weath-
er control to help their side of a con-
flict. They could summon fog to con-
ceal troop movements, or rain to make
a river uncrossable or turn a battlefield
to mud.

Magic can provide the military with
much better intelligence gathering
than medieval armies usually had. A
flying magician can make aerial obser-
vations, locating enemy troops far bet-
ter than anyone on the ground could.
Magic also greatly aids espionage.
Without even having to risk herself,
the magician can use Clairvoyance and
Clairaudience to do her spying.

Magic can also aid in military (or
political) propoganda. The Chivalry &
Sorcery spell Project Self lets a magi-
cian deliver a message in an enemy
camp, perhaps calling for surrender, or
offering rewards for deserters.

Castles are a standard feature of fan-
tasy role-playing worlds, Should they
be? They’re designed for defense. “A
Norman keep ... had an almost end-
less capacity for passive resistance.
Even a weak garrison could hold out as
long as its provisions lasted,” [Oman] ;
almost forever with a cleric inside who

could Create Food and Water, Unfor-
tunately, castles are extremely trans-
parent to magic. What’s to prevent a
7th level magician from entering at
night and killing the owner (and most
of the garrison), or at least opening the
gate so the beseiging army can do the
dirty work? Not sentries—the magician
turns Invisible and can’t be spotted.
Not the walls—outer walls can be
avoided with a Fly spell, while covered
walls won’t stop a Dimension Door.
The Magic Mouth spells which may
have been set up to guard the lord of
the castle can’t distinguish our invis-
ible mage. He Knocks on the lord’s
door, and blows him up with a Light-
ning Bolt. If he also wanted to take
out the garrison, he’s probably already
cast Sleep in the barracks, and slit
their throats. Now all he has to do is
leave the way he came.

Perhaps the Guards & Wards spell can
help, but that requires a 12th level
magician. If that much higher level a
magician is needed to defend, the
advantage is certainly with the attack-
er; consider what he could do if his
level were equal to the defender’s.

Since there is no effective way to
defend a fortress against 4 D&D magi-
cians, castles will tend to be built more
for comfort than for defense. There
will still be walls to keep out the
attackers until the defending magicians
can drive them off, but nobody will
waste too much effort building walls
that any 7th level magician can get
through. Of course, those who want
fortresses will probably manage to find
some sort of magical defense, but this
will require new spells or rules.

Crime and punishment will have a
different complexion. The average per-
son will have a difficult time getting
away with crimes. It won’t be any
harder to kill someone, but a murder
conviction would be easy to get if the
Speak With Dead clerical spell were
used. Many other crimes can be solved
by the detective who can Speak With
Plants (or, if higher level clerics are
available, Stone Tell). Note that some-
body can be framed by a magician
using Ventriloquism but pretending to
cast Speak With Plants. But justice will
be served when the case comes to trial,
since the judge will have a Detect Lie
cast on himself.

Several forms of punishment become
available with magic. Some of these
are rather cruel, like putting a Ring of
Regeneration on the guilty party and
letting a knife-wielding mob at him.
Without the artifact, various Cure
spells can be used to keep the prisoner
alive, though the punishment will have
to be more carefully applied to pre-
vent accidental death. Someone con-
victed of more than capital crime

could be punished for all of them, if
he were Resurrected after all but the
last execution (though this also re-
quires a higher-level cleric). For less
serious crimes, magic can help inflict
mental anguish. For example, the pris-
oner would be brought to a public
platform, then Commanded to strip or
confess, The RuneQuest spell Befuddle
can also be used in public. All sorts of
verbal abuse would be heaped on the
confused criminal, who would be
unable to defend herself, Afterwards,
she will probably know that she had
been made a fool of. Her charisma
level would be lowered when dealing
with anyone who had watched the
spectacle. To both punish the criminal
and give him plenty of time for intro-
spection, Blindness can be used, to be
removed when he reforms.

It should be apparent that magic has
to be integrated into the campaign,
not just added. Let’s look at literature
for some solutions to the problem.

Katherine Kurtz’s magic-using Deryni
are rare, persecuted, and not all that
powerful (there are no devastating area
spells like Fireball). Therefore, tech-
nology and society don’t need to be
too different from medieval Wales.
The common folk mistrust the Deryni,
and the Church uneasily tolerates
them, so magic can’t get too far out of
hand. People would rather go to a phy-
sician than a healer (though one char-
acter is especially effective as both).
Most of the magic is personal in
nature, rather than affecting large
areas, so warfare is relatively historical.

Randall Garrett’s “Lord Darcy”
stories are excellent examples of how
magic can fit into a world. Magic is
subject to rules that can be expressed
numerically, but it isn’t a science, be-
cause only those with Talent can use
the laws of magic. While anybody can
perform a scientific experiment, magi-
cal experiments cannot be repeated by
just anyone. One of the characters has
a doctorate in magic, but has no
Talent, so he can’t practice it. Garrett
limits magic by limiting the number of
people with appreciable Talent, and by
distinguishing  between  beneficial
White magic, and harmful Black magic.
Black magic is destructive, but it’s not
terribly effective, and is harmful to the
user in the long run. Furthermore, all
magicians must be licensed by the
Church, and anybody caught prac-
ticing Black magic will be stripped of
her Talent. Even with such limited
magic, society is affected. Although
the stories are set in the 20th century,
the level of technology seems to be at
least 100 years behind our own. The
teleson (equivalent to the telephone)
exists, but there are no lines across the
English Channel, no one can explain
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how it works, and making a call is
more expensive than traveling. Even
though magic can be deadly to the
user, there is magical research; scienti-
fic research is never mentioned. Magic
affects crime, too—only in a city,
where there are privacy spells, can any-
one hope to avoid getting caught by
clairvoyants. In the country, the local
magician can find out who committed
any crime.

In many sword & sorcery stories,
magic artifacts or devices (“widgets”)
are more important than spell casters.
Magicians are rare, and very interested
in obtaining and using widgets to en-
hance their powers. Stories of this
nature don’t have to worry about
magic’s effects, since they are easily
localized to the widget-user, and don’t
pervade society. J.R.R. Tolkien’s Lord
of the Rings could be considered an
example of this approach to magic,
since wizards were rare, and magic
widgets (like swords which glowed in
the presence of orcs, or ‘seeing
stones”) were far more important to
most people, since they might never
see a wizard.

In good literature which deals with
magic, magic and society do fit togeth-
er, either because magic isn’t powerful
or common enough to change our pic-
ture of medieval society, or because
the society was adapted to the magic.
Both of these options are available to
the fantasy role-playing gamemaster.

.
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Toning down magic doesn’t have to
involve changing your game rules. You
can impose societal or religious limita-
tions, which would reduce the number
of people who will become magicians
in such a society, and bring displeasure
on people who do use magic. Certainly
anyone who uses magic to kill some-
one must be using black magic, and
must be dealt with severely. Using
spells also available to priests can get
you into trouble as well. Many deities
won't be terribly happy that you're
using the same spells they only dole
out to their most faithful worshippers.
What makes you so special, that you
won't take the proper route to magic
and work your way up within the
religion?

If you’re willing to modify your
magic system, you can limit magic in
more ways. Certain spells—those which
are permanent or affect large areas—
tend to be very disruptive of everyday
life, and should be deleted from the
spell lists or rewritten. You can also
replace the standard spells with ones
which have more limited application.
Magic Missiles can be fired at just
about anything, but a spell which
raises blood temperature by 5 degrees
C (a serious fever for a human) would
make cold-blooded creatures (like
dragons) more active. Jack Vance’s
“Dying Earth” stories are full of exam-
ples of exotic spells which are only
useful in specific situations.

Spells can be made dangerous, diffi-
cult, or costly to use. Backfire has
already been mentioned. If spells often
didn’t work, or took hours or days to
prepare, they wouldn’t cause too
many changes to society. Spells can
also use up castly or rare substances.
Just becoming a magician may require
a sacrifice (such as a vow of celibacy,
or a secret which must be kept).

You can also get magic and society
to fit by changing society. This will
probably be harder—we’re generally
familiar with the way historical socie-
ties worked, and take it for granted—
but can be more rewarding, since your
world can then be something you cre-
ated, rather than copied from history.
You’ll need to establish those areas
where magic will supplant historical
practices. Consider the place of magi-
cians in society, Will they be feared
because they deal with the unexplain-
able, or will what they do be consider-
ed less than ‘“honest work”? Profes-
sional societies (magicians’ guilds)
might exist to protect their members,
artificially limiting the number of
magicians who can legally practice
magic.

There is no reason why magic and
medieval society can’t exist together.
Making them work with each other
does require some effort on your part,
however. Spend this time, and you will
be rewarded with a more logically con-
sistent campaign. O
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Ringworid

Errata

As of June 26, 1984

EXPLORER SHEET:

The number 30 is missing in the Hit Point Tally on the
back of all the explorer sheets; write in 30" on the mar-
gin of the explorer sheet. A corrected and photocopiable
back sheet is included in the Ringworld Companion.

EXPLORER BOOK:

(1) Page 5, column 2; page 10, column 2; other locations—
include only the first 24 points of EDUs when calculating
knowledge-skill root maximums.

(2) Page 16, column 1, Archaic Melee Weapons-—the
human fist has a 1D3 attack; the human kick has a 1D6
attack; remember to use the explorer’s damage modifier.
(3) Page 26, column 3, Zero Atmospheric Pressue—the
explorers should exhale in vacuum to minimize pressure
damage; adequate air is left in the lungs after exhalation:
not exhaling does 1D6+2 points of damage as per the first
paragraph.

(4) Page 38, column 2—the picture is of a wrillabee; see
wrillabee in the creatures book, page 42.

(5) Page 58, columns 2 and 3--the picture is of a dak-dak;
see dak-dak in the creatures book, page 37.

TECHNOLOGY BOOK:

(1) Page 24, column 3—the repetition of the marinex
maximum acceleration entry is a paste-up error; disregard.

CREATURES BOOK:

(1) Kzin and Puppeteer characteristics in the creatures
book are superceded by the slightly different values found
on pages 47 and 51, respectively, of the explorer book.

(2) Page 9-—-the INT characteristic for Outsiders should
read “2D6+12,” not 2D6+6.

(3) Animal hit locations given are used for both ranged
and melee weapons.

(4) The reference ‘‘Standard Hominid Hit Location
Table” refers to the Human Hit Location Tables in the
explorer book.

(5) Page 46, column 1, Slaver Sunflowers—an individual
sunflower has 1 hit point.

GAMEMASTER BOOK:

(1) Page 46, column 2—the “prism’’ in the tower laser is
actually a mirror (which may be quite dirty, not having
been fired in several Ring years).

(2) Inside Back Cover—the material there is continued
from page 2 of the gamemaster book.

AUTOPILOT PRINTOUT:

Surface gravity induced by spin should read 0.992—not
9.92, The gamemaster’s Ringworld printout is correct. 0O
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MAGIC

Feature

KABBALISTIC MAGIC

On How to Use the Mystical Interpretations of the
Jewish Holy Books in Adventure Role-Playing Games

By Simcha Kuritzky

Central to any fantasy role-playing game is the concept of magic.
Magic influences battles, sustains or destroys nations, and adds a
special quality to game playing that differentiates it from the
mundane world. Of course, the idea of magic is far older than the
fantasy role-playing game; it dates back to when Man first attempted
to explain the workings of the universe. Thus, a fertile source for
ideas concerning magic is Man’s own past, and among the various
philosophies which have not been thoroughly explored for fantasy
role-playing games is the Jewish Kabbalah.

he Kabbalah is a group of works

which present mystical interpreta-
tions of the Jewish holy books, known
as Tanakh, which consist of the Torah
(5 books of Moses), Novim (Prophets),
and Ketuvim (Writings). The literal
meaning of the term Kabbalah refers
to the act of transmitting secret know-
ledge, and as with all forms of mysti-
cism, Kabbalah explores the secret or
hidden meanings of the universe. How-
ever, because these aspects of the
universe are so complicated and diffi-
cult to understand, the authors of
Kabbalistic works rely heavily on
symbols and analogies to make their
point. One way of distinguishing the
symbolic from the literal is by know-
ing which ideas are acceptable and
which are taboo. For example, one
book describes God’s physical propor-
tions in great detail; however, an
important belief in Judaism is that
God is completely incorporeal, and
thus these measurements are really
symbols for God’s power. Other basic
tenets of Judaism are that God is
indivisible, eternal and has alone com-
plete authority over the universe; there
are no intermediaries between God
and Man; and God is the creator of the
universe and all men,

As mentioned earlier, mystics of all
cultures attempt to explain how the
universe works and why. Unlike
rationalists who explore the physical
aspects of the universe, the mystics try
to understand the spiritual aspects.
The Kabbalistic view of the universe is
much different from that held by most
Western scientists. First of all, the
“true’’ universe consists of the En Sof
(literally the infinite or the incompre-
hensible), which is the spiritual uni-
verse, The spiritual universe is insepa-
rable from God, and has no beginning
and no end (unlike the physical uni-
verse). God has many characteristics,
but they can be logically separated
into ten groupings. When these charac-
teristics are all present in a particular
“region,”” that region is perfect. How-
ever, God has several times removed
certain characteristics from a point in
the En Sof (the act is called tzimtzum,
contraction) thus creating a point of
imperfection wherein a physical uni-
verse can exist.

Our current universe is not believed
to be the first, but it may be the
longest-lived. It was created by
removing Law from a point and filling
the ‘““vacuum’ with Kindness. This was
necessary for it was God’s desire to
give Man free will or the power to
decide good or evil, and this would not
be possible if Divine Law permeated
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Worlds of Emanation
Creation, Formation, Activity
Diagram 1:

THE SPHERES

OF EMANATIONS

IN THE KABBALAH

the universe. The act of creation itself
was accomplished through ten emana-
tions (esher sephirot in Hebrew), as
shown in Diagram 1. First, Keter
(Crown) was emanated as a projection
of the En Sof into the physical uni-
verse. From this sphere of emanation
came Khokhmah (Intelligence), called
the father sphere, and Binah (Wisdom),
the mother sphere. The remaining
seven spheres come from Wisdom, and
represent each of the seven days of
Creation. The six “active’’ spheres are:
1) Khesed (Kindness) also known as
Gedulah (Greatness), 2) Din (Law) or
Gevurah (Power) or Pakhad (Fear), 3)
Tiferet (Beauty) or Rokhmim (Mercy),
4) Netzakh (Victory or Endurance), 5)
Hod (Glory or Majesty), and 6) Yesod
(Foundation) or Tzaddik (Righteous-
ness). The last sphere, which repre-
sents the physical universe, is Malkhut
(Kingdom), also called Knesset Yisroel
(Community of Israel) or Shekhinah
(God’s female aspect). The variety of
names for the same emanations reflect
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the multitude of ways one can inter-
pret God’s characteristics.

It should be noted that these spheres
are inseparable. They merge, divide,
reflect and act as catalysts for one
another, and have different amounts
of influence at any particular time or
place. Some mystics have gone into
great detail to explain the various
influences the emanations have on
each other, From a fantasy role-
playing game standpoint, these spheres
of emanation are the root of magic.
Knowing the relative influence of the
spheres can tell one the future, and
exercising any control over the spheres
will influence future events.

The spheres themselves are often
grouped in various ways, such as by
triangles or columns. To view the tree
of emanations (in Hebrew Eiz
Khayim) as triangles, imagine the top
nine spheres as one triangle pointing
up over two triangles pointing down.
For this interpretation, neither Crown
nor Kingdom are used, as they repre-
sent the spiritual and the physical uni-
verses, respectively. The top triangle
consists of Intelligence, Wisdom and
Da’at (Knowledge, or a combination
of Intelligence and Wisdom). Know-
ledge is the external or more physical
aspect of Crown, and is often placed
directly between Intelligence and
Wisdom and beneath Crown. These
top three spheres are more intertwined
and interdependent thant any other
combination of spheres. Sometimes
Crown is referred to as “‘the know-
ledge,” Intelligence as “that which
knows,” and Wisdom as ‘‘the thing
known.” Thus it is not surprising that
the first triad is known as the Intellec-
tual triad, or the brain of the tree of
emanations.

The second triangle consists of Kind-
ness, Law and Beauty, and is called the
moral triad. As mentioned earlier, the
current physical universe is believed to
have been created by an act of both
Law and Kindness. These two charac-
teristics are viewed as the archetypes
of the duality of good versus evil,
where Kindness is good and (unre-
strained) Law is evil, but many of the
mystics who developed this principle
further borrowed heavily from the
Zoroastrians, and thus their ideas tend
to be inconsistent with the other
philosophies of Judaism. This triad
also defines the three columns of the
tree of emanations, these being the
right side (Intelligence, Kindness and
Victory) which signifies mercy, the
left side (Wisdom, Law and Glory)
which signifies judgment, and the
center (Crown, Beauty, Foundation
and Kingdom) which mediates.

The third triangle is known as the
natural triad. It contains Victory,

Glory and Foundation. This triad is
seen as baser or more physical than the
others due to its proximity to King-
dom, which represents the physical
universe.

The ten emanations are seen as the
means by which the universe was
created and is maintained. They are
occasionally represented as a wheel
with Beauty in the center, or as ten
concentric circles which either begin
or end with Crown. There are also ten
“intangible” spheres, a shadow of the
tree of emanations, which consists of
1) Rom (Height), 2) Mizrakh (East), 3)
Tzofun (North), 4) Tove (Good), 5)
Ra (Evil), 6) Reysheet (First), 7)
Durem (South), 8) Mariv (West), 9)
Akhrit (Last), and 10) Takhat (Depth).
The relationships of the spheres of
emanation, particularly in their tree
structure, is constantly referenced or
alluded to in mystical works, as we
shall see.

The physical universe itself is com-
posed of four worlds, which are not
planets, and correspond to the four
stages of Creation. These stages are
another aspect of the creation process
and do not conflict with the six phases
or ‘“days” of Creation listed in the
beginning of the Torah. The four
worlds, and their related stages of
creation, are: 1) Olam HaAtzilut
(World of Emanation), which repre-
sents the archetypal ten emanations
and the creation of primeval light; 2)
Olam HaBeriah (World of Creation),
which contains the Divine Throne and
symbolizes the spiritual universe apart
from God, and Man’s divine “spark”;
3) Olam HaYetzirah (World of Forma-
tion), wherein reside the angels and
men’s souls, and symbolizes the con-
cept within creation of individual exis-
tence (i.e., number, measure and form)
as opposed to archetypes or ideas; and
4) Olam HaAsiyah (World of Activity)
which is the material universe.

There are many theories concerning
the relationship of these four worlds
to the ten emanations. In one, the four
worlds are all part of what we call the
physical universe, and thus they reside
below the emanations, which are more
spiritual in nature. Another theory
states that there is a set of ten emana-
tions within each of the worlds, and
while the names and positions of the
emanations within each tree stays the
same, their inter-relationships within
each tree does not. Yet another view
has each of the first three worlds asso-
ciated with the three triangles men-
tioned earlier, with the fourth world
identified  with  the emanation
Kingdom.

Judaism was the first religion to con-
ceive of time as linear: the physical
universe has a beginning, a life-span,

and an end. Yet in the Kabbalah some
cycles are mentioned. Of course there
is the seasonal cycle, the most impor-
tant seasons being Spring (the time of
planting) and Autumn (the time of
harvest). Spring is associated with
Kindness, for it represents a re-birth of
nature. It is also the time when the
Jews celebrate Pesakh (Passover),
which commemorates God’s Kindness
in intervening to free the Jewish slaves
of Egypt more than 3500 years ago,
eventhough they had not shown them-
selves worthy. Autumn, on the other
hand, is associated with Law, for it is
then that one reaps what one has
sown, and the Jews observe Rosh
Hashonah (Spiritual New Year) when
God judges men and determines their
fates for the coming year. It has been
postulated that the world was con-
ceived in the Autumn, and that this
was when Law was removed from the
supernal point which was to become
the physical universe; and the world
was created in the Spring, when Kind-
ness moved in to fill the “vacuum.”

Yet another theory postulates cycles
occuring on a much grander scale. In
this theory, one of God’s days is 1000
of our years, His week is 7000 years,
and His jubilee is 50,000 years. Each
of the seven creative spheres (all but
the Intellectual triad) dominates a
week, and the interpretation of the
Torah changes with each week. Thus
the time of the Patriarchs (Abraham,
Isaac and Jacob) was dominated by
Kindness, but Moses’ receiving of the
Torah on Mt. Sinai marked the begin-
ning of the week controlled by Law.
This conveniently explains why the
early Jews did not have to follow all of
the various restrictions in the Bible
(particularly the deitary laws), and
expresses the hope that in the future
these rules will be less harsh. After
each of the spheres has had its week,
the Messianic Age begins and all the
souls are forgiven. There is then a
millenia of reshaping, in which a new
physical universe is created complete
with a new set of souls and the process
starts over. The number of cycles,
while limited, is not known.

An important principle in Jewish
mysticism is the power contained in
letters, words, names and especially
the Torah. While the Jews did not
invent the alphabet, they were one of
the first peoples to use it and even to
this day tend to be obsessed with it.
Each letter was originally a symbol for
a word (similar to hieroglyphics), but
soon became a symbol for the first
sound in that word. In addition, the
Semitic  alphabets also serve as
numerals. Thus was established the
principle of secret meanings behind
each letter.
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The Kabbalistic view of the letters in
the Hebrew alphabet is that they
represent the 22 ‘“‘gates” or ‘“‘path-
ways” between the ten spheres of
emanation. Thus letters can be used to
“enter” or understand the emanations.
Diagram 1 shows one interpretation of
which letters correspond to which
pathways. It should be noted that
since there are only ten emanations,
Knowledge should be ignored (alterna-
tively, Crown could be ignored and
Knowledge take its place).

The 22 letters of the Hebrew alpha-
bet are also linked to different parts of
the universe, parts of Man, or other
symbols. The Hebrew alphabet is often
divided into three classes: the three
mother letters, the seven double letters

mother letters each correspond to a
different element (Earth was not con-
sidered an element by most Kabbal-
ists), as well as the three triangles of
the tree of emanations. The double
letters each represent a different day
of the week, facial orafice, direction,
noble metal and heavenly body (only
five planets were known then). Each
single letter represents a different sign
of the Zodiac, month, complex direc-
tion, ancient Israelite tribe and stone
in the breast plate of the High Priest.
These are all shown in Diagram 2.

One line of mysticism, called Gema-
tria, interchanges letters based on
order of numeric value. For example,
the tetragrammaton is sometimes
spelled with the letters which come

example is that since the name of the
demon Ashmodai (Asmodeous in
Latin) has a numeric value of 355,
which the same as Pharaoh, it is
believed that Ashmodai is a king of
demons. Many similar associations
between words or phrases have been
found by Kabblists. In addition, some-
times the values of the letters cycle
around from 1 to 9 and then back to 1
again, or the value of the letters’
names spelled out is used, or the values
of the letters are squared and then
compared to the value of a word
whose letter values were not squared.
Of course this form of mystical analy-
sis requires fluency in Hebrew. Hebrew
has a special advantage over many
other alphabets in that frequency of

and the twelve single letters. The  directly after the true letters. Another use varies little from letter to letter.

Diagram 2:
THE HEBREW ALPHABET
Alphabet:
X EA aleph oxhead 1 20X oyed hand 10 7P Q kuf back of head 100
a2 B,V beys house 2 | 5 K,Kh kaf palm 20 3 R resh head 200
A G gimel  camel Jrvl ol lamed goad 30 W Sh = shin teeth 300
7 D dalet  door 4 in M  mem water 40 N Th tof (cross) 400
nH heh window 5 1 N nun fish 50 | 1 KhK final kaf 500 or 20
Y VO voy nail 6 ol samekh support 60 o M final mem 600 or 40
T Z zayin  sword 7 y A ayin eye 70 1 N final nun 700 or 50
h Kh khes - fence 8 2 PF fey mouth B | o F final fey 800 or 80
b7 tes snake 9 ¥ Tz tzadi . fisher 90 | y Tz final tzadi 900 or 90
Mother Letters:

element  soul triad body new planet emanation temperature  universe
N air ru‘akh moral chest Pluto Intelligence moderate ether
n water nefesh natural belly Neptune Wisdom cold earth
v fire neshomah intellectual head Uranus Crown hot heaven
Double Letters:

day direction orafice  heavenly body  metal foundation emanation person heaven
a2 Sunday height (h) Reye Sun nnh gold wisdom  Beauty Messiah  Araboth
2 Monday depth (d) Leye Moon  n3a% silver wealth Kingdom  Joseph Vilon
T Tuesday east (e} 1 Rear Mars DYIRn  iron fertility  Victory David Zebhul
D Wednesday west (w) L ear Mercury 2915 mercury life Foundation Isaac Rakia
8 Thursday north (n) R nostril Jupiter pI¥ tin dominion Law Moses Makhon
9 Friday south (s) L nostril Venus nx%1 copper peace Glory Jacob Shekhakim
n Sabbath middle mouth  Saturn haw lead beauty Kindness  Abraham Ma’on
Single Letters:

zodiac month direction activity body part tribe stone stone’s power
N Aries N0 Nisan 73 n.e. sight R hand Judah carbuncle strength.
1 Taurus MY yar Bl s.e. hearing L hand Issakhar  sapphire constitution
T Gemini QRIRD Sivan 1170 h.e. smell R foot Zebulan  emerald prosperity
N Cancer W07 Tammuz 719N d.e. speech L foot Reuben  ruby fertility
U Leo R Av AR h.n. taste R kidney Simon topaz sensuality
? Virgo n%na  Elul 29K d.n. coition L kidney Gad amethyst  will
% Libra 03180 Tishri 79un n.w. work liver Levi smaragd wisdom
1 Scorpio 27y Kheshvan 11¢0 s.w. movement spleen Joseph onyx charisma
0 Sagittarius nwp  Kislev ~1b0d h.w. wrath gall Benjamin jasper stops bleeding
Y Capricorn 7a  Tevet nav d.w. mirth stomach Dan jacinth overturns idols
¥ Aquarius %97 Shevat vaY h.s. meditation colon Asher beryl good digestion
P Pisces nYat  Adar Bl ds. sleep bowels Naphtali agate dexterity
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The main use that Gematria is put to
by Kabbalists is understanding the
hidden meanings of the Toreh. The
Torah is perceived by Jews as Man’s
interpretation of God’s blue-print for
the universe. Because of Man’s and his
languages’ inherent inability to grasp
the complicated secrets of the uni-
verse, many details were hidden in the
words transmitted to Moses at Mt.
Sinai. Thus the words themselves, as
well as the ta’amim (musical symbols),
nekudot (vowels), Tagim (seriphs), and
Otyot (letters), all contain hidden
meanings. The anagram Pardes (lit.
orchard but translated into Latin as
paradise) was used to describe this
principle. Every phrase, word, letter or
stroke has four meanings: poshit
(simple), remel (hint), drash (concept)
and sod (secret). The mystics were, of
course, more interested in the latter
meaning.

It is believed that the spiritual Torah
(i.e., not translated into any human
language) existed before the created
universe. Some even state that the
physical universe was created to give
life to the Torah. As mentioned
earlier, it has been postulated that the
Torah changes every cosmic week.
This change has been described as the
re-assembling of the letters of the holy
books, and thus their numeric values
would remain unchanged.

Names are of particular importance
in Judaism, especially those of the
Deity. It is often held that the entire
Torah is simply one long name of God.
Most names, however, are much
shorter, and thus often refer to only
one aspect or view of God. Probably
the best known name of God is the
tetragrammaton, represented in
English as YHVH (because the printing
of certain holy names on anything
which may be destroyed is considered
blasphemous, all names given here are
transliterated; refer to Diagram 2 to
see how the letters appear in Hebrew).
This name is often mistranslated as
Yahweh or Jehovah. Neither of these
translations are really Jewish, for
YHVH is not pronounced in Hebrew
(the word HaShem, meaning ‘‘the
name,” or in praver Adonai is substi-
tuted instead). The tetragrammaton is
often linked to the ten emanations as
follows: the serif of the yod is Crown
and its body is Intelligence; the first
heh is Wisdom; the vov, which has the
numeric value of six, stands for the
next six spheres; and the second heh is
Kingdom.

Another system used by Kabbalists
links a different name of God to each
sphere. Thus Crown is EHYH, pro-
nounced Ehyeh, which refers to being,
and Intelligence is linked to YH (Yah),
a simple name for God. The name

winl?>
3d
| 7 a
Diagram 3
VARIOUS
TYPES OF AMULETS

spelled YHVH but pronounced Elohim
is linked to Wisdom, and stands for the
emanations. Kindness’s name is ELHI
(Elohai), literally “my God.” The
name EL is also associated with Kind-
ness, and is often appended to the
names of angels to signify their servi-
tude to God. Another misunderstood
name is ELHIM (Elohim), which is
linked to Law. The name itself refers
to God as the unifying force behind
the universe’s multiplicities, but it is
often mistakenly interpreted as a sym-
bol for multiplicities within God Him-
self. The tetragrammaton is placed in
the middle of the tree of emanations
with Beauty. Victory is symbolized by
the name YHVH TzBAOTh (Tzeva’ot)
and its counterpart Glory by ELHIM
TzBAOTh; Tzeva'ot refers to the
angels as a group or army. Both the
names EL KhY (El Khai) “living God”
and ShDI (Shaddai) “the all-powerful”

are associated with Foundation, and
Kingdom’s name is ADONI (Adonai),
which means “my Lord.”

The names just mentioned are recog-
nized as God’s names by all Jews.
Several others, however, were intro-
duced by Kabbalists and have mean-
ings only to them. Four of these are
known as the names of 45, 52, 63, and
72. All of these spell out the letters in
the tetragrammaton in different ways,
and the numbers refer to the total
numeric value of the letters in each
name. Another popular name consists
of 42 letters and is often used in
charms. Its pronunciation is uncertain.

A major area of Kabbalistic magic
consists of amulets and seals. It is
important to note that these terms are
used differently by Jews than by
others. The term amulet refers not to a
container of a demon’s soul but rather
to an enchanted item bearing various
names of God and of angels in an
attempt to bring their desired charac-
teristics into play. For example, an
amulet for protection in child birth
will often bear the names of the three
angels who once captured the demon-
Queen Lilith, who swore she would
kill all human children. On the other
hand, a seal of a particular angel or
demon can be used to gain some (but
not absolute) control over them. In
the case of angels it is possible that
they comply with the wishes of the
seal-bearer out of respect for their
knowledge, as evidenced by their
writing of the seal, and not because
the seal itself holds power.

Amulets can be designed in a variety
of ways to appeal to the beings listed
thereon. One of the simplest is the
magic triangle. As shown in Diagrams
3a and b, these can be used to expand
or contract the object’s influence. The
amulet in 3a contains the world
HaKodshah, which means ‘“‘the Holy
One,” and expands it. Notice how it
begins at the top and starts with the
first letter. The amulet shown in 3b
has the name of the demon Shebriri
shrinking down to its first letter.
Sometimes an entire passage from the
Bible is taken and each word is placed
in a magic triangle. It is also possible
to select a word whose meaning
changes as one lops off or adds on
letters. A famous example of this prin-
ciple is one version of the golem story
where the word emet (truth) was
written on the golem’s forehead, and
in order to deactivate it the first letter
was taken off so that it read met
(corpse).

Another, more complicated con-
struct is the magic square, In its most
straightforward form, the magic square
contains a name and switches the posi-
tions of the letters, as shown in 3¢
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with God’s name Ehyeh. A more com-
plicated version involves the use of dif-
ferent words and names so that no
matter which direction one reads,
there is a word or name. A small
example is 3d, which contains the
words lakhash (amulet) and bayit
(house) across; and leyv (heart), khai
(life) and shos (foundation) going
down.

Popular among later mystics were
amulets in the shape of a hexagram,
also known as mogen David (shield of
David). A few centuries ago this
became the symbol for Judaism,
replacing the more cmplicated meno-
rah, or seven branched candelabra,
which is now believed to be what King
David really did have painted on his
shield! The hexagram symbolized (1)
protection from the six direction
(north, south, east, west, up and
down); (2) a man’s body (head, two
arms, two legs, and either soul or
female aspect); and (3) Heaven. The
latter association is comewhat compli-
cated. The word for Heaven in Hebrew
is Shamayim, while the Hebrew for
fire and water are esh and mayim.
Thus it is believed that Heaven is made
of fire and water. The alchemical sym-
bol for fire is a triangle, and water’s
symbol is an upside-down triangle, and
if they are super-imposed on each
other one has a hexagram. These amu-
lets are commonly found with the
names Dovid Melekh (King David),
Mogen Ben-Dovid (shield of the son of
David, i.e., the messiah), and Yerusha-
lem (Jerusalem).

Other amulets are drawn in various
shapes (especially hands or menorahs)
and contain names, words or combina-
tions of the letters of a particular bibli-
cal passage.

In the Middle Ages no distinction
was made between devices of protec-
tion and holy items. In order to fulfill
the commandment ... these words,
which I command thee this day ...
thou shalt bind them for a sign upon
thy hand, and they shall be for front-
lets between thine eyes, and thou shalt
write them upon the door posts of thy
house and upon thy gates” (Deut. VI,
6-9), Jews place boxes containing this
passage on their door posts (called
mezuzah) and in morning prayers
place smaller boxes on their left arm
and forehead (called tefilin). It was
often believed during Medieval times
that these devices warded off demons,
and so Jews often wrote additional
names and symbols upon the parch-
ment containing the biblical passage.
This belief was held by many Chris-
tians as well, for they called the tefilin
phylacterys, Greek for amulet, and
often tried to purchase these protec-
tion from Jews!

A variety of creatures are mentioned
in mystical works. There is adne hasa-
deh, a man-life creature with an umbil-
ical cord attached to the ground.
These beings die when their umbilical
cords are cut, and are probably a sym-
bol for how Man’s ultimate ancestor is
the Earth (even today’s scientists
believe that life started from chemicals
in the ground). Another strange crea-
ture is the barnacle goose, which grows
on trees using its bill as a stem until it
finally breaks off and flies away. The
shamir is a tiny worm which splits
even the hardest rocks, and the tak-
hash is a type of unicorn which is
spiritually clean (kosher). Among the
largest animals are the leviathon, king
of the fishes; sis, the largest of all birds
(rocs); and the behemoth or reem,
which are fantastically huge oxen.
These oxen are so large that their
hoofbeats cause earthquakes. The
female of the species always gives birth
to a male and female set of twins, and
both parents die in the reproductive
process, for if there ever were more
than two behemoth at the same time,
the other species would be placed in

jeopardy. Other animal myths devel-
oped along the same lines or were
adopted from other cultures. Se’irim
or satyrs are goat demons, basilisks
and cockatrices can kill all but weasels
with a touch or a glance, the rahab or
tannim is an evil dragon, and a were-
wolf is a sorcerer incognito.

Three groups of beings mentioned
most often in Kabbalistic works are
angels, demons, and souls. Belief in a
soul is probably the oldest religious
idea, dating back 10,000 years or
more. Jews believe in three souls, each
successively more spiritual. At the top
of this hierarchy is the neshomah (lit.
life or spirit), which is linked with the
intellectual triad of the spheres of
emanation. It is believed by some that
these souls never leave Heaven, but
move closer to God as their associated
humans become more pious, and move
away from God when the human
breaks commandments. Next is the
ru'akh (lit. air), related to the moral
triad, and responsible for sentience.
After the body dies, the ru’akh stays
on Earth for between a week and a
year, and then goes to Heaven. The
lowest form of soul, which even the
animals have, is nefesh (lit. breath),
which stays on Earth and haunts the
location of its body’s death. It is con-
nected with the natural triad of
spheres.

At the time of Creation, only a
limited number of souls were made.
Their purpose is to reunify God’s char-
acteristics within the physical universe,
and they do so by fulfilling the 613
mitzvot (commandments) of the Bible

(the souls of Gentiles are not required
to fulfill some of the commandments
which are unique to the Jewish reli-
gion). Those souls which do not suc-
ceed perform gilgul (transmigration)
and reappear in a body of a human
infant. If a soul has but one command-
ment left to fulfill, it may become an
tbur, which means that it takes tem-
porary possession of the body of one
who is in a position to fulfill that com-
mandment. On the other hand, a soul
which is very wicked may be banished
from God’s presence altogether, and in
order to become corporeal, take pos-
session of another’s body by force
(generally while that person is ill) and
is known as dibbuk. When this occurs,
the victim must undergo an exorcism,
and in order to prevent the evil soul’s
regaining of control, the victim’s name
is changed, since names are external
reflections of one’s soul.

It is believed that the original souls
are complete, i.e., both male and
female. These two sections split when
they incarnate, but if the correspond-
ing humans find and marry each other,
they will have a perfect marriage. It
should not be assumed, however, that
a male soul always takes a male body
and a female soul a female body. If the
genders are mixed then some imbal-
ances occur, and the body is usually
barren or impotent. If, however, a man
with a female soul weds a woman with
a male soul, then procreation is pos-
sible. The institution of marriage itself
1s seen as an important part of the
soul’s work, for the union of two
people and their souls is analagous to
the unifying of God’s characteristics as
well as the unifying aspect of God
(Elohim).

Death is usually interpreted as a
natural and necessary part of life.
There are, however, two forms of
death with supernatural implications.
One is known as the Kiss of Death,
whereby God rewards those who are
extremely wise (as in Moses) or those
who are so pious that they have com-
pleted 613 commandments in an
unusually short time (this explains the
eaily demise of certain sages). Oppo-
site to this form of death is karet,
whereby one’s soul is removed by the
Angel of Death as punishment for
grave sins.

Another form of unnatural death is
that of sorcery, or biting off more
knowledge than one can chew. It is
difficult to say whether this form of
death is bad or good, for the soul is
liberated from the body by the know-
ledge which has just been learned,
similar to the Kiss of Death except
that it is enacted from below instead
of above. On the other hand, the Tal-
mud and other works forbid the teach-
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ing of mystical works to any younger
than a certain age, usually between 20
and 40, in order to prevent this form
of demise.

Related to humans in a sinister way
are the demons, called sheydim (vio-
lent ones), mazikim (destructive ones),
and ru’akhim (spirits). It has been pos-
tulated that demons come either from
the left-hand side of the tree of emana-
tions, called Sitra Akhar (the other
side), or from a perverted opposite of
the tree of emanations, composed of
impure kelifot (shells) instead of
spheres. It is widely held that Lilith is
the Queen of demons, and that she
was created for Adam as his wife.
However, it was found that two sepa-
rately created individuals were incom-
patible, so she flew off (she has wings)
and God created Eve from Adam’s rib.
Lilith never forgave Adam, however,
and she seeks revenge by killing infants
and women during and shortly after
child birth. Lilith is associated with
Kingdom in the tree of impurity.

The physical make-up and attitudes
of demons differ greatly, though they
are all mortal. Some are quite physical
but also cold and can become invisible;
these are said to be the offspring of
Adam and Lilith, and they carry on
the tradition by mating only with
humans. Others are said to be formless
spirits, made solely of fire and air, and
feed on incense and flames. The latter
are particularly useful to witches, for
black magic can be learned from them.

Those demons who have wings are said
to live in the upper atmosphere and
“speak” with the Princes of the
Zodiac, and therefore know in advance
what will be.

The main king of demons is Sem,
also known as Samael (lit. blind to
God), who is associated with the equi-
valent of the emanation Glory in the
sinister tree of emanations. He is quite
evil, often committing the sins of
adultery and murder., However, it
should be noted that not all demons or
demon kings are evil. They, like Man,
have both good and evil inclinations,
called yetzer tove and yetzer ra, res-
pectively. The best known example is
Ashmodai, who studies Torah with
God. While he is still rather mischie-
vous, he has perfect foresight and is
generally beneficial.

Different from both men and
demons are the m’lakhim (angels). The
term m’lakh literally means messenger,
and the angels are the servants of God.
Unlike demons and men, angels have
no free will, tend to specialize in their
functions, and can assume both spirit-
ual and physical forms. It is believed
by some mystics that the gods of the
pagan religions were actually angels.

Angels can take on a variety of physi-
cal forms. The Torah often mentions
angels who take the form of men, and
Ezekiel describes ofanim, angels in the
shape of wheels. In addition to these
there are serafim with six wings, sym-
bolized by fire or snakes and serve as

God’s messengers; cherubim who are
part human, lion and bull, and accom-
pany God; and khayot (lit. living
things) who surround God on His
throne.

The four archangels, associated with
the khayot, are Michael (lit. who is
like unto God), Raphael (lit. God has
healed), Gabriel (lit. strength in God),
and Oriel (lit. light of God). Though
interpretations vary, these four corres-
pond to the different Greek elements,
directions, colors, precious metals and
worlds. Michael, made of snow, is the
angel of south, gold, fire, World of
Emanations, red and symbolized by
the lion. Oriel is the angel of east,
copper, air, World of Creation, yellow
and symbolized by the eagle. He is also
known as the angel of mercy, and is
believed to have taken the form of a
lion and accepted offerings made to
God. Raphael is the angel associated
with west, iron, earth, World of For-
mation, green, symbolized by the ox,
and is the angel of healing. Last and in
no way least is Gabriel, whose symbols
are north, silver, water, World of
Activity, blue and man. Gabriel is an
avenging angel, made of fire and res-
ponsible for the destruction of Sodom
and the taking of the souls of kings
when their time has come,

Many angels serve as guards for spir-
itual places and the heavens, while
others have specific tasks. The angel
Sandalfon weaves a crown for God out
of the prayers of the faithful. The

. Angel of the Heavenly Bodies:
Diagram 4:
VARIOUS ANGELS BY GROUP Name Heavenly Body
; : Raphael PLOR! Sun nnn
e = ' Gabriel  PR772x Moon  naab
~ Rulers of the Angels: ; Michael 83" Mercury 3913
- Name Subject’s Name - Eniel OR71Y Venus nata
Metatrone 11700 Khayot HaKodesh vpn nivh Somael o Mars  O77TMD
Ratziel 589¥1  Ofanim 07388 Tzadikiel DR*>7%  Jupiter PN
Tzafkiel ~ 5X*pay  Arelim 0Y5RINR Kaftziel 2RYNAD  Saturn  7haw
- Tzadikiel RPN Khashmalim 0% onwh : & ;
o] e Coraphil: iyl Angels_ef.the Living Creatgres.
Michael ~ 5%9'm  M’lakhim D29KoM Name Creatures
Haniel IRTIND Tarshishim Drwrwan Raphael oRa9 ox: king of herbivores
- Raphael N0 Beni Elohim 07*9% 712 Gabriel 28792 man: king of all animals
 Gabriel OR7932 Cherubim 02312 Michael 2RO lion: king of carnivores
- Sandalfon 1185710 Ishim DN Oriel IRININ eagle: king of birds
- Leaders of the Angels (According to the Essenes): Dark Angels:
Nagme = Occupation Name Occupation
Oriel DRITMIN guards the abysses Satan § (617 prosecutor of Mankind
~ Raphael =~ 5x90 controls human spirits Belial 2yiha angel of darkness
 Raguel takes revenge Gabriel HRITAA angel of death for kings
~ Michael 589 watches over lsrael Kaftziel PR&A b)) angel of death for youths
~ Sariel 5R7W (not specified) Mashbir 2 angel of death for children
Gabriel HN7722 rules the Garden of Eden Mashbit navn angel of death for animals
- Yeremiel WM guards souls in the abysses Khemah nn angel of death for men
fnterpretations and spellings may vary widely.
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infamous Satan (lit. adversary) points
out the faults of Man to God, and
encourages their punishment or exter-
mination. The angel Samael, some-
times identified as the demon Som, is
the main angel of death. The angel pri-
marily responsible for the revealing of
secret knowledge is called Raziel (lit.
mysteries of God), and the heavenly
scribe is Metatrone (lit. in Hebrew,
keeper of the watch; in Greek, behind
the throne).

There are also angels who guard over
and personify the different nations.
The Kabbalists believe that there are
70 nations, each descended from a par-
ticular son, grandson or great-grandson
of Noah (the nations which existed
previously were wiped out in the Great
Flood). Whatever activities occur on
Earth between nations are preceded by
similar activities in Heaven between
the respective guardian angels. Micheal
is the guardian of the Jews, and often
intervenes on their behalf. Satan, on
the other hand, is the guardian angel
of Rome, for the Roman Empire was
the agent of the Diaspora (exile),
which is widely held to have been
imposed on the Jews as punishment
for their infidelity to God.

One work divides the angels into two
categories: the angels of God’s name,
lead by Totarkhiel, and the angels of
God’s countenance, lead by Suriyah. A
listing of some of the angels and their
specialties is shown in Diagram 4.

To the dimensions of height, width,
length and time the Kabbalists have
added the dimension of spirituality. In
the positive spiritual direction are the
seven heavens. Farthest from Earth is
Araboth, which contains uncreated
objects and is the permanent residence
of men’s souls. It is associated with the
emanation  Greatness  (Kindness).

MURDER AT THE MISSION
I T R
TWELFTH NIGHT MURDER

Most intriguing! Two new fascinating,
mystery party games from Jamie Swise,
the creator of WHO KILLED ROGER
ELLINGTON? and MURDER By PROXY.
Different characters, difierent clues,
acted out by you and your guests.
Don't forget only the murderer is
allowed to lie. Includes special
invitations, 33 R.PM. record to set
up the murder and more.

M 1983 GAMES 100 and Omni Top Ten Games I

$17.00 each, includes shipping and handling
New York State residents add $1.00 each
Check or money order, Visa and Mastercard
JUST GAMES, 133 Meadbrook Road,
Garden City, NY. 11530, 516/741-8986.
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Makhon, the second heaven, contains
the precipitants rain, snow, hail, fog
and dew. Makhon is presided over by
Moses the Law Giver and the emana-
tion Law, and emits a lightning bolt
into Ma’on, the third heaven, presided
over by Father Abraham who alters
the bolt into four ‘“rays of founda-
tion” corresponding to the four
spheres of emantions along the central
axis and are colored black, white, red
and green. The third heaven is filled
with harmonizing lights and sounds
that sing praises to God, and is sym-
bolized by the emantion Beauty.
Above this is Zebhul, a spiritual Jeru-
salem corresponding to the emanation
Victory which is the positive aspect of
cosmic power. In this city is a taber-
nacle, personified by Metatrone, with
Michael as high priest, surrounded by
the souls of martyrs. There is also a
heavenly tribunal of seven lights. The
fifth heaven is called Shekhakim and is
associated with Glory. It contains mill-
stones which grind manna for the
righteous and is presided over by
Jacob and the twelve heads of the
Israelite tribes. It is surrounded by a
river of fire wherein reside the angels
of destruction, and this river is held
back by colorless light of monotheism,
which is fueled by prayers from below
and is projected out from Shekhakim
as an archetypal alphabet of 22 colors.

Next is Rakiya, the firmament. Sym-
bolized by the emanation Foundation,
this heaven supports the heavenly
bodies, which are endowed with divine
knowledge. The lowest heaven is called
Vilon (lit. veil), which shields the
heavens during the day and “rolls”
down each night. It is associated with
Kingdom, is the main source or
prophetic visions, and is presided over
by Joseph, the interpreter of dreams.
Below the Earth spiritually are seven
abysses, known as Gehenna, Death’s

Shadow, Death’s Gate, Filth, Destruc-
tive Whirlpools, Place of Perdition and
Sheol. Interpretations on these vary
considerably; however, it is generally
held that they are made up of tohu
(impure earth), bohu (impure water),
and darkness (the opposite of fire).

Associated with the heavens, and per-
haps above them, are the seven hek-
halot (palaces) in the merkavah
(Divine Chariot). The seventh palace
leads to the Throne of God, symbol-
ized by sapphire and emerald. Here the
souls of mystics travel outside of their
bodies and rise up to the Veil of God.
The veil is not physical, for God has
no physical form; it is a symbol for the
limitations of Man’ comprehension
of God.

These palaces are dangerous, and the
mystics who travel them must carry
with them the seals of the two angels
designated for each gate to show to
the eight angels who guard each of the
seven entrance ways. Those that do
not have the proper seals are said to be
swept away in a fiery tornado. The
sixth palace is particularly hazardous,
for it is made of sparkling marble, and
if the traveller mistakes it for water
the angels chastise and punish him for
his ignorance.

The goal of Kabbalah is to obtain a
complete understanding of God, the
universe and their inter-ralationships.
It strives to achieve this understanding
through the use of symbols and analo-
gies, particularly from the Jewish holy
books. These symbols and ideas are
useful to fantasy role-playing games
and fantastic literature as a source of
magical concepts. Rejuvenating old
ideas through new uses has long been a
means of keeping a genre alive, healthy
and growing. The Jewish Kabbalah can
and should be used to expand the
horizons of the fantasy role-playing
game and modern fantasy in general.
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Alien Worlds

Every world is a universe.

Every world is a unique and com-
plex environment, and there are
thousands in the Traveller universe.
Traveller boxed modules are designed
to demonstrate the immense scope
for adventure of a single world,
described in detail. The world of the
first module, Tarsus, has a gigantic
axial tilt and a year only 70 days
long, a diverse population with a
lengthy history, and much more.

Alien Minds

In Traveller, aliens aren’t just
people in funny suits.

They're different in the way that’s
important to a roleplaying game:
they come supplied with their own
highly unusual thought patterns,
customs, and civilizations.

Each Traveller alien module
describes one race in detail, in-
cluding extensive explanatory
material, a complete character
generation system, and an alien

Alien Mystery

The Secret of the Ancients:

Who were the mysterious An-
cients? They appeared suddenly
300,000 years ago possessed of
unguessably high technology, ruled
the known universe for a few thou-
sand vyears, and then destroyed
themselves in a great war which left
behind the shattered remains of
worlds. They carried humans to the
stars, created the Vargr, and left
behind a few puzzling artifacts. Each

TRAVELLER:

BeltStrike is the newest module; its
subject is the sparsely settled Bowman
asteroid belt, a lawless collection of
(potentially valuable) rocks. It in-
cludes detailed information on
Bowman's history, inhabitants,
and mysteries, plus extensive
rules for prospecting and mining the
asteroids. Also included are a map of
the asteroid settlement Koenig and four
folders with scenarios ranging from a
claim-jumping attempt to an archeo-
logical dig. Each boxed module is $12.

adventure. Asfan covers a race of carni-
vores, with males and females divided
nearly into separate cultures: males
are warriors, fighting ritualized clan
wars, while females take care of
almost everything else. K’kree (or
Centaurs) are militant and aggres-

sive vegetarians, their society strict-

ly controlled with a complex caste
system. Their social unit is not the indi-
vidual, but the “'family’” with members
of several castes; each player controls
a ‘'family”’. Each alien module is $6.

known Ancient site is different, as if
there were hundreds of independent
super-races, each with its distinctive
technology, but everything fits the
hands and bodies of the Droyne,

an unassuming race inhabiting

a few worlds in the Spinward
Marches. Who were they? Why did
they disappear? A band of adventur-
ers has the chance to find out as they
discover a functioning Ancient base.
The Secret of the Ancients: an adven-
ture for Traveller. $5.
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A Solo Scenario For a Troll Player-Character

The Setting: You are a warrior in Srak Arhan, a
troll village deep in Troll Woods. It is a fairly
prosperous town as troll centers go, with about
thirty huts built from stone, wood, and a rela-
tively high class of debris and mud. Among the
inhabitants are a powerful shaman and at least
five warriors with fierce reputations.

At the moment, the town leaders are con-
cerned. The weekly shipment of ham-beetle meat
and turnips has not arrived. Ogmar has always
been prompt, so foul play is considered a possi-
bility. As an up-and-coming warrior of the tribe,
you are being dispatched to determine the reason
for the lateness of the shipment.

Ogmar lives with her husband and three troll-
kin in a clearing two days away. Two of the troll-
kin are slaves and the other is a free worker who
usually brings the shipment, carried in a cart
drawn by a giant beetle. Since Ogmar trusts the
trollkin and treats him well, and since the trollkin
has proved reliable in the past, there is little
reason to suspect he has absconded.

The Player-Character: You can either generate
your character using the stats given in the Rune-
Quest 3 Creatures Book, or you can use a troll
player-character of your own, or you can select
one of the character on the opposite page. As a
responsible fighter being sent alone on a serious
mission, this player-character should be somewhat
better than the basic RuneQuest dark troll.

How to Use the Characters: First select weapons.
BC is the basic chance of the weapon, listed in the
Troll Base Chances for Weapons Table. Do not
include the character’s attack and parry bonuses,
these are incorporated in the other term.

Next select the spells from the Srak Arhan
Spell Table. Your character cannot know any
spells not on this list. He or she may know fewer

than the maximum number of points of the vari-
able spells, such as Bludgeon 2 or Heal 4.

Your character will speak Darktongue at Com-
munication Bonus plus 30% plus (except for the
great troll) 3D6 additional percentiles.

Now pick your character’s gender, primary atti-
tudes, personality traits, and appearance. Select a
name full of k’s and g’s and any other gutturals
you wish to invent.

Your character can wear cuirbouilli armor. To
get metal will take money. To get money, you
will have to be either a merchant prince or an
adventurer.

Calculate current Fatigue points by subtracting
total ENC from STR+CON.

After all these preparations, you are now ready
to leave your village in the direction of Ogmar’s
ham beetle ranch. Go to 1.

TROLL BASE CHANCES

FOR WEAPONS TABLE

Weapon Attack/Parry

Dark Troll Mace 25/25
Sling 25—
Maul 20/20
Kite shield —/25
Thrown rock 25/—

Trollkin Mace 25/25
Sling 25/~
Spear 20/20
Target shield —125
Thrown rock 25/—

All other weapons as per RuneQuest 3 Combat Book.

SRAK ARHAN SPELL TABLE

Countermagic 1  Protection 3 Demoralize (2)

Bludgeon 4 Bladesharp 2 Speedart (1)
Darkwall (2) Heal 6 Repair (2)
Slow 2 Disruption (1) Fanaticism 1

Detect Enemies (1)

M2
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TROLL

PLAYER-
CHARACTERS

For UseWithThis Scenario

SUPERIOR TROLLKIN 1

STR 13  Hit points; 14. Fatigue points: 30,

CON 17  Bonuses: Manipulation 6%, Agility 0%,
SIZ 12 Perception 10%, Stealth -8%, Knowledge
INT 14 ° 4%, Communication 5%.

POW 17  1H weapon (BC+22%) att, (RC+4%) par.
DEX 11 = 2H weapon (BC+24%) att, (BC+15%) par.
APP 6  Shield (BG+29%) parry. Sling 29% att.

Damage bonus: +1D4.

Perception skills: Listen 49%, Darksense Search 38%,
Darksense Scan 39%, Track 24%.

Other skills: As for Dark Troll 1.

Armor: 1 point skin + cuirboilli.

Spells: Heal 3 plus 3 more points from Spell List.
Base strike rank: 2 (SIZ) + 3 (DEX) = 5.

This trollkin would be an exceptional member of his
race.

DARK TROLL 1

STR 14  Hit points = 15. Fatigue points = 28.

CON 14 = Bonuses: Manipulation 7%, Agility -4%,
SIZ 16  Perception 9%, Stealth -10%, Knowledge
INT 15 5%, Communication 6%.

POW 14  1H weapon (BC+28%) att, (BC+2%) par.
DEX 10 2H weapon (BC+28%) att, (BC+12%) par.
APP 8  Shield (BC+18%) parry. Sling 39% att.

Damage bonus: +1D4.

Perception skills: Listen 45%, Darksense Search 38%,
Darksense Scan 38%, Track 22%.

Other skills: Add a total of 50 percentiles distributed
among Agility and Stealth skills (to the character’s
BC). All others will be at BC.

Armor: 1 point skin + cuirboilli.

Spells: Heal 2 plus 5 more points from Spell Table.
Base strike rank: 1 (51Z) + 3 (DEX) = 4.

This troll is small and weak for his race, but is smart
and healthy.

SUPERIOR TROLLKIN 2

STR 9  Hit points: 12. Fatigue points: 25.

CON 16 Bonuses: Manipulation 17%, Agility 10%,
SI1Z 9  Perception 11%, Stealth 9%, Knowledge
INT 17 7%, Communication 7%.

POW 12  1H weapon (BC+18%) att, (BC+7%) par.
DEX 20 2H weapon (BC+20%) att, (BC+21%) par.
APP 10  Shield (BC+36%) parry. Sling 38% att.

Damage bonus: 0.

Perception skills: Listen 50%, Darksense Search 39%,
Darksense Scan 40%, Track 25%.

Other skills: As for Dark Troll 1.

Armor: 1 point skin + cuirboilli.

Spells: Heal 3 plus 3 more points from Spell Table.
Base strike rank: 3 (SIZ) + 1 (DEX) = 4.

This trollkin will almost certainly never be content
with the limited role allowable to his race in a troll
community. :

DARK TROLL 2

STR 18  Hit points: 15. Fatigue points: 30.

CON 12  Bonuses: Manipulation 11%, Agility -1%,
SIZ 18  Perception 4%, Stealth -6%, Knowledge
INT 12 2%, Communication 4%.

POW 13 1H weapon (BC+33%) att, (BC+5%) par.
DEX 15  2H weapon (BC+26%) att, (BC+15%) par.
APP 14  Shield (BC+19%) parry. Sling 43% att.

Damage bonus: +1D6.

Perception skills: Listen 29%, Darksense Search 31%,
Darksense Scan 30%, Track 9%.

Other skills: As in the case of Dark Troll 1.

Armor: 1 peint skin + cuirboeilli.

Spells: Heal 2 plus 5 more points from Spell Table.
Base strike rank: 1 (SIZ) + 3 (DEX) = 4.,

This troll is strong and agile, but just a little slow.

GREAT TROLL

STR 22 Hit points: 20. Fatigue points: 37.

CON 15 Bonuses: Manipulation 4%, Agility -19%,
SIZ 25  Perception 1%, Stealth -17%, Knowledge
INT 8 -2%, Communication -4%.

POW 12 1H weapon (BC+15%) att, (BC+10%) par.
DEX 10 2H weapon (BC+25%) att, (BC+20%) par.
APP 3  Sling 20% att. Large shield 45% parry.

Damage bonus: +2D6.

Perception skills: Listen 27%, Darksense Search 27%,
Darksense Scan 26%, Track 6%.

Other skills: As for Dark Troll 1,

Spells: Heal 2 plus 3 more points from Spell Table.
Armor: 2 point skin + cuirboilli.

Base strike rank: 0 (SIZ) + 3 (DEX) = 3.

When this one hits, it hurts. Nevertheless, the slow wits
and low esteem in which great trolls are held by the
general troll community are drawbacks which counter-
balance the physical power of this character.
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Start with 1
below

1
The first evening of your journey is
uneventful. You are walking through a
familiar forest, beneath a protective
canopy of trees which makes it com-
fortably dim even during daylight
hours. By shutting out much of the
light, the trees also suppress the
growth of underbrush, so you make
good time. About midnight, the trail
takes you into a line of low, rocky
hills. The downslope on the far side
travels through dense thickets of vines
and brush. You are beginning to get
hungry, and although you brought
some food, you were also prepared to
hunt for your supper; thus, when you
see a ham beetle scuttle away into the
bushes, you follow with weapon in
hand, hoping for a little fresh meat.
After about 30 meters, with you in
hot pursuit, the beetle breaks from
cover and tries to fly away. The beetle
flies at 50%. Roll it on D100, If it flies
successfully, you get one slingshot at
it. If it did not fly this round, you get
one weapon hit at it while it tries to
fly again next round. The beetle has 5
hit points, one hit location, and a 2-
point shell. If it flew successfully and
you didn't knock it down with a sling-
stone or thrown rock, it gets away.

Whether you get your meal or not,
you discover that your chase has led
you along an unfamiliar cliffside. One
cleft in the hill is filled with a small
but dense stand of trees. And in
among the trees, well concealed, is a
compact, rugged stone building. It is
roughly rectangular, what you can see
of it, with a smaller enclosed room
projecting from the middle front.
There is a door in the side of this room
facing you. There are no windows
visible to you.

Try your scan. If you succeed, go to
5. If you fail, go to 2.

2

Are you going to advance into the
tress and approach the door? If so, go
to 8. Are you going to cast Detect
Enemies? If so, go to 26. If you are
returning to the trail, go to 3.

3

The rest of the night passes without
incident, As the sun is rising, you are
back in friendly forest again. It is time
to find someplace to rest. Are you
going to remain hidden during the
day? Try your Hide. If you succeed,
go to 4. If you fail, go to 6.

4

You awaken as the sun is falling
behind the hills. Chewing a hunk of
head cheese and a liverwurst-and-
honey sandwich, you set out on the
trail for Ogmar’s beetle ranch. A
couple of hours after midnight, you
observe that the forest is thinning out,
and know by this that you are
approaching your destination; you
have been at Ogmar’s once before. In
fact, the main building should be just
past that little copse there. Try your
Scan. If you succeed, go to 11.If you
fail, go to 7.

5

Beside the ‘“‘gatehouse,” you see two
standing skeletons. They are roughly
average humanoid size, and are holding
maces and shields. Their bones are pro-
tected by cuirboilli armor. The heads
turn in your direction. If you are going
to cast a spell at one of them (decide
which: the larger one with the heavy
mace or the smaller one with the
light mace), go to 8. Otherwise, go
to 2.

6

During the day, while you are asleep, a
python takes an interest in you. How
soundly are you sleeping? Attempt a
CONx5% roll. If you fail the roll, you
were sleeping lightly, and wake up the
round just before the python casts its
coils around you. Otherwise, you slept
peacefully through its approach and
will not wake up until it makes its first
attempt to loop you.

THE PYTHON

STR 28 Hit points: 16.

CON 11 Armor: 3-point skin.

SIZ 21 Loop attack, SR 9, 50%;

sleeping target 70%.

POW 3D6 (Roll POW when and if
you cast a spell at it.)

DEX 10

The loop attack cannot be parried, but
you can try to Dodge it. If the attack
is successful, you are enveloped. You
cannot escape except by a STR vs.
STR roll against the python on the
Resistance Table. Starting on the first
round, you take 3D6 damage/round.
Chest armor absorbs this damage.

Hit location Tail  01-06 3/6
Body 07-14 3/8
Head 15-20 3/6

If you kill the python and chop it
open, you will find a jewel wedged in
its digestive tract. If you Evaluate it
correctly, you will receive 700 p for it,
when and if you return to your village.
If you failed to Evaluate it correctly,
you will get 100 p for it.
In any case, if you survive, go to 4.

. What
Ever

Happened

- To
Ogmar

2 2

L] .

7

You don’t see anything out of the
ordinary, but you also don’t hear any
of the usual sounds of troll habitation.
Perhaps something is amiss. Try to
Listen more closely. If you succeed, go
to 10. If you fail, go to 12.

8
You are attacked by two skeletons.

DARK TROLL SKELETON

STR 20 Armor: 3 pts everywhere.
SIZ 16 One hit pt per location.
DEX 10 Magic points: 2.

Heavy mace (D10+D6), 10 hp, SR 6,
50%/50%.
Medium shield, 12 ap, 50%.

SUPERIOR TROLLKIN SKELETON

STR 14 Armor: 3 pts everywhere,
SIZ 11 = One hit pt per location.
DEX 17 Magic points: 1.

Light mace (D8+D4), 6 hp, SR 6,
85%(85%.
Medium shield, 12 ap, 85%.

If you were throwing a spell at one of
the skeletons, the other attacks you;
they both do if capable of it.

If vou were unaware of the skeletons
and just advancing toward the stone
building, you get sufficient warning to
parry and cast a defensive spell this
round, but no offensive spell.

If you were aware of the skeletons,
you may do whatever you wish, but as
soon as you take any offensive action,
they will both attack you if capable
of it.

Remember that skeletons do not
take damage from impaling weapons
except on a critical hit.

If you defeat the skeletons, go to 13.
If they defeat you, go back to the
beginning  and generate a new
character.
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-10 i e
You hear a clackmg sound vcry dry,,. ol
i almost ‘metallic. The sound is. getting -

closer "W,hnlmg to face: the ‘source ofi: -

‘ the seund, you see a young giant .
1 tis, about to strike at you. In this
'_hrst'-rcxund _you. can _paxry once (or
‘| Dodge) and cast an unfocused speil e
| - but not attack exther swith rnaglc OF e -
i phys1r:a}1y Go to. 12

: ’i.711 o

| In the hlgh brush, you sce-a young

. | glant " mantis agploachmg you, evi-
| dently with hoestile: ‘intent. You have

| “and. you cannot parry or Dodg _Li 1f youi'_
_heard it coming, you can parry. once or -
.. Dodge, and try to cast an unfocused

ks, -You fmd plenty of footprmts, 8

‘but itis difficult to determine which
';__'are lea\nng Lthe clcarmg 'Iry your -

ack. If you succced go to 14, If you

| fail, gof to 15 If you Fumble, you
too}cuthe wrong direction, got lost; and .

: épcnt 'so.much time trying to reorient

‘| yourself that there is nothing left to

- | “do but to return to: Srak Arham g0
. '_'to 25 : :

time for one missile shot;. unless you

_can succ,essfully cast Slow at it. That_
- ¢wouId give you one more sling shot
_bchI‘C_lt ‘closed. Otherwise, the first .
"_.jround proceeds normally, with both
“you . and . the mantis attackmg “at
- normal strike ranks. Go to 12. . :

you I'ortunateiy, it is a young onc

e Adult: giant mantlses are gu‘affe size,
"'f_"but_,hm one is a.bout the size of a g-reat :i_: :
: 16 L e :

: Follwmg the tra,cks you maove rdpld]y
- along a trail leading toward the edge 6f
- Troll: Woods. Just in time you sce: the
~ camp. I you: quickly found'the tracks.
~ back at Ogmar s clearing, it is still a= =

“couple hours till dawn. Otherwise, it is.

spells i you saw it coming, you have

- more i')pfions as deseribed in 11.

- GlANT PRAYlNG MANT'S
5 ,'STR 24 H1t Points; 15.

= Armnr A-point-chitin.

20:

cn-cle the vﬂ]age lookmg for =

'_'_:Because of the tlme 1t took you to.
- find ‘the r1ght set of tracks, it will be

A

Foreclaw (D3+2D6) SR 6 -

_yoﬁr S1Z. If it succeeds, it lifts you to

its mouth, and will bite at you in sub-

. sequent rounds. You cannot Dodge
.the Bite attack. The bite will destroy
- armor, chewing through it to get at

your flesh. The mantis begins to chew

“on_a randomly determined location,
. feeding there until the location is des-

troyed, then moving on to a second
location. Armer protects only until it

- is chewed through.

- Lopping off one leg will not func-

* tionally incapacitate -the mantis, but
_cutting off two will immobilize ‘it. A
“hit in the leg does at most 3 ptsito its
“total hit poeints,

Roll its POW if you cast a spellat it.
Hit Location R hindleg 01 = 4/3

e i ~Lhindleg - 02 4/3

‘Abdomen  03:05 4/6
Right wing 06 . 4/4
Left wing 07 -4/4

L foreleg . 09 -4/3
‘Thorax  10-12 " 4/6
Right claw 13-15 4/b
Lefticlaw 1618 “4/5

Continued next page :

Sy

If you are going to enter the bulldmg,
- go to 7. If you are gomg to return to
: the trall 20 to 3. :

14
“The tracks are qulte fresh You realize

you are going to. overtake your quarry

; before daybreak Go to 16

‘morning before you can overtake Your

:""quarry Go to 16.

alittle after daybreak.

n the Llearmg are two elves a largc 2
cart pulled- by Ogmar’s tame giant
‘beetle, and a large burlap sack on the
" ground. One of the elves is standing
: guard.-The other s either sleepmg (1f it
s still night), or eating (if it is morn-

ing). The elves have spears and:bows.

: They are wearing ‘cuirboilli armor, If
_you think they" are too. tough for.you,
- you may return to your village of Srak

'Arhan bearing the news and the mfor-‘_

Riforeleg 08 ~4/3

Head . 19:20° 45
Foa R s . wire. Grashing fto the ground, you -

mation about the chlprits, in which

wcase, go to 25. If you aren’t geing

home vet, and wish to move closer to
the camp’ to look it over, try .your
Search. If you suceeed; go to 19. If
you fail, go to 18.

17 '
As you enter the door, you are attack-
ed by Fearshock. No amount of Coun-

* termagic will ‘block the attack. Roll its-

effective MP. of 18 against vour CON
on the Resistance Table. If the roll is a
critical or special success, you will be
killed or disabled by the attack, and
sacrificed, your spirit bound into this
building as a ghost. Return to the
beginning and choose a new character.
If the roll is a normal suceess, you flee
back to the trail; go to 3. If the roll is
a failure, you are unaffected by the
Fearshock. and may either return to
the trail (go to 3) or continue on into

i the building (go to 24).

i85
You tnp and fall over a concealed

make a whole lot of noise. If you leap
immediately to your feet and flee

~ without looking back, you will escape
“and be: able to return to Srak Arhan;

g0 to: 26, If YOu are not runmng away,
g0 to 21

19

You 'spot a_tripwire  concealed in the-
brush : Feeling smug about your ability
to spot their traps, you creep closer to

* the elves’ camp. Try your Sneak. Tf

you succeed, go to 22, If you fail, go |

- to 20. If you tumble, go to 21.

20
The eif on guard Listens at 40%. Did -

‘he hear you? If so, goto 21. If the
~ other elf is awake, she Listens at 60%,

but she only has a half chance, because

*she isn’t paying close attention. Iff she

succeeds at Listen (at 30%), go to 21.

If 'ngi'phg:r elf heard you, go to 22:

,'21 :
“You have been makmg noise. If it is

night, the guard elf casts Light in your -
direction, and you stand out like coal
in: the snow. It s time ‘to flght -Go
to 23 :

22

The _elves don’t know you 're coming.

-~ Unless it is:a missile attack, or unless

you cast a spell at one of them first,
your first round attack is from surprise

“and you get a 20% add the flrst round
Go to 28. ; : :

: : 2 Msr
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12 (continued from previous page)

If the mantis wins, it eats you. Go
back to the beginning and start
another character.

If you kill or disable the mantis, you
continue on into the compound. There
a dismaying scene greets you. Ogmar’s
fine mud hut is smashed and des-
troyed. The ham beetle pens have been
pulled down. Ogmar’s famous turnip

. bed looks like it was looted by a hun-

dred gophers: not a single plant
remains and the ground is all piled and
scattered. There is a large heap of dirt
in the center of the clearing. With sink-
ing heart, you dig into it, and find the
bodies of three trolltkin, Ogmar’s hus-
band Quirg, many ham beetles, and
three dismembered giant mantises.
Only Ogmar is missing. You now
understand why the young mantis
attacked you. Probably the offspring
of Ogmar’s riding mantises, it has not
been fed for at least a day.

The bodies have been pierced many
times, as if by arrows or spears. They

appear to have been dead for about
one day. Doing some hasty rites over
the victims, you find that Quirq tastes
pretty good. When vou get back to
Srak Arhan, you will be able to sum-
mon the shaman to conduct the
proper rituals for the dead.

You continue to search through the
rubble of the village. It looks to you as
if Ogmar’s hut collapsed, trapping the
inhabitants within, which were then
slaughtered without much chance to
resist. Down in the rubble, you find
the shattered remains of a glazed pot-
tery medallion, well known in the
community for its beautiful enamel-
ing. It was a Darkwall matrix, but alas,
its magical power vanished when it
was broken.

You look more closely at the pieces
of the medallion. Try your Search. If
you succeed, you mnotice that the
scratches suggest the medallion was
broken by a sharp pointed object
being thrust into the center of it.
There is, however, no blood on the
medallion, indicating that perhaps the
medallion was broken after the battle

was over. Who would intentionally
break a spell-casting matrix?

Try your Search again. This time suc-
cess means you found the shreds of a
small scroll. Digging deeper into the
rubble, you find larger scraps. When
you have time, you will be able to
piece the collected scraps together.
They will prove to form an essay in
Darktongue on the subject of Insect
Care. Insect Care is a Knowledge skill
with a basic chance of 0%. If you ever
read the scroll, it will improve your
level in the skill by 20%. In order to
sell the scroll, you will have to copy it,
which means you must read it first.
The scroll is worth 1000 p as an item
of treasure. Of course, if you didn’t
succeed at Search, you didn’t find it.

Now you have two choices. You may
return to Srak Arhan with the bad
news, to bring others to perform the
funeral rites. If this is what you want
to do, go to 25. Otherwise, you may
circle the clearing, looking for tracks
to tell you where the perpetrators of
this crime have gone. If that is what
you are trying, go to 9.
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28
: CYMRYG '
| Elf male, initiate of E1f Mother.
[ STR " 9

'/ Hit points: 10,
| JCON-12  Fatigue points: 13,
" SIZ." '8  Armor: -3-pt cuirboilli,
INT 14 ENC4: :
= POW 16 - Skills: Scan 41%, Listen
 DEXC10 "4'0% Dodge 28%.
APP 16 '

ol 2HE shortspcar (D8+1), 10 ap, SR 8,
. 50%/50%, ENC'2.. .
Bow (D8+1), 6 ap, SR 3/9, 55%; ENC

. (including arrows) 2.

i Spells Light, Speedart, Heal 3, Protec-
tion' 2, Repair 2, Detect Enemles,
Food Song. :

Cymryg ‘had one use of Summon Small
| Gnome, which he used to undermine
|+ Ogmar’s hut,. making 1t possible” for

h1m and Shanda to defeat the trolls. .
The . gnome’ also helped to tharvest

the turnips.

If" attacked at night, Cymryg hrst'r;.

'~ tries. to cast Light, then Protection.

Gymryg will- be happy. to exchange"

- missile: fire, casting Spéedarts. « If
Shanda is sleepmg, he will yell in. order
to wake her up. i

“SHAN DA
Elf female, lay member of EIf Mother.

STR 11 - Hit points: 11.
GON 11 . Fatigue points: 13.
- SIZ 11 Armor: = 3-pt Cmrboﬂh,
INT 11 ~ ENC4.»
"POW 11  Spells: Speedart Blade-
‘DEX 16 sharp 1, Food Song, Heal
APP: 7L o)

* Selfbow #(D6+1), 5 ap, SR 2/7, 35%,
ENC (including arrows) 2.

2H: short .spear, 10 ap, SR 5, 30%:’35%,.

S EINGE 2 5
_Skills: Search 50% Listen 60% Dodge
33%.

,If Shanda is awake when' you attack
(i.e.; ittt is daytime) and your attack
* is not from surprise (i.e., one of them

‘| heard yiou), the first thing Shanda does:

is-to plunge her spear into_ the big sack

~ lying on.the ground. The tip: comes;

. out-bloody:.

e Sy on are attackmg at mght and
0 Cymryg didn’t hear you, Shanda is
~|" asleep: ‘when. you attack. She gets a

- 45% chance to wake up the first

“ |- round, 56% chance to wake up the sec-

“ond round, and 67% chance every sub-
sequent tound: She will attack you the
. round after she wakes up. She is sleep-
ing in her armor (and-will have lost 7
more fatigue points because of it).

If you fell over the tripwire at might,

you: to 'spare his life.
~ Shanda herself, if she gets the chance.

her wake-up chance begins immedi-
ately,. with twoe rounds before you
reach them to attack. If she succeeds
in waking up in the very first round,
s_hé_ will stab the bag before engaging

_you.

When she begins fighting you, Gym-
rye will cast Protection on her, as long

“ as he is still capable of it.

-Cy.mryg & Shanda
~ Hit Location

: Melee  Missile/Spell
Right leg

01-04 .01-03 4/4

Leftleg 05-08 0406 4[4

Abdomen 09-11 07-10 4/4
_ Chest 12 1115 © 3/5
_Right arm 13-15 ° 16-17 4/3
- Leftarm 16-18 1819 - 4/3

Head = 19-20 20 3/4

In the bag is, of course, Ogmar.

‘OGMAR

Troll female.

STR 11 - Hit points: 12.

CON 10 * Current hit points: 5.

SIZ 14 No armor.

INT 11 - Gurrent MP: 2.

POW 12 = Unhealed damage: 4 pts

DEX 11 rightleg, 3 ptsin chest.
APP 17 = e :

Spells: “Heal 4, Repair 2, Slow 1,

Glamour 3.
Skills: ‘Speak Trade 50%, Orate 30%,

~ Insect (beetle) Breeding 90%, Speak

D_:frk 80%, Fast Talk 61%.

By casting Glamour on herself, Ogmar

managed to convince Cyrmryg to keep

her alive, in return for a large ransom,

over Shanda’s vehement objections. If
you win the battle and Cymuryg is dis-
abled but not dead, Ogmar will ask
She will “kill

However, if Shanda got a'chance to
push her spear into the bag, ‘Ogmar

o s dead

If vou defeat the elves, you find the
treasure. that they looted frem

~ Ogmar’s. farm: 700 pennies,” 4 gems,

and 3 doses of potency 12 spider
venom antidote. Try your Evaluate on

“the gems. They are worth 800, 85, 35,

and 300 p respectively. You get 300,
65,-10, and 120 p, respectively if you
fail your Evaluate roll; roll once for
each gem:

If ©Ogmar is still alive, she  will
demand that you return all this trea-
sure to her, except for one dose of
spider antidote. If you agree; go to 29,

. Otherwise go to 27. Of course, if she is

not alive, yvou get to keep it all; go

{0 28,

24
This- place is a secret temple of a

bloody ‘troll death god (e.g.,. Zorak

Zoran). The priest inside, supported
by four burly warriors, tells you: that
you must become an initiate of the
god if you wish to live: If you agree
but later desert the cult, you will have
to leave troll society. If you stay to be
initiated, go to 30. If you refuse to be
initiated, you are killed and your spirit
is bound into the temple as a ghost.
THE END

25

The trolls of Srak Arhan are outraged
by the news and are disappointed you
did not kill those responsible, but you
still receive 80 hours of weapons train-
ing' for going out by vyourself to
investigate.

THE END

26

Five, apparently behind the building
unless- it - is deeper than it looks.
Return to 2 with the same options.

o

Well, Ogmar knows you did rescue her,
so she will unhappily let you keep the
treasure. :

THE END

28
In addition to the treasure you get 80
hours of weapons training, plus all the
elf salad you can eat.

THE END

29 ’ ;
For returning Ogmar safely and not
extorting. her treasure from her, you
receive, through your shaman: 2 more
points of spirit magic, selected from
the ‘'list at the beginning; a suit of
bronze chainmail; 120 hours of wea-
pons training; 60 hoeurs of Perception
skills ~training; 5% Evaluate training.
Not only ‘that, Ogmar recovers from
her grief at the loss of her family, she
give you the 500 p gem as a reward.
Finally, if you are a trollkin, you gain
2D4 percentiles in Fast Talk because
of the big impression you made on
your community, and the resulting
boost in your confidence.

THE END

30

You receive b0 hours of weapons

training, and are taught the spell Fana-
ticism by the temple’s shaman-priest
(unless you already know it). You will
not get out in time to do anythmg
about Ogmar, however.

THE END - B ¥
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T[H]E L?_,) A[IZL A@DUM THE PALLADIUM BOOK OF WEAPONS

& ASSASSINS explores the assassin societies

throughout history (such as the Ninja and

WEA @ Thuga), examining their method, weapons,
tools, and poisons.

Why did these societies come to exist?

D How deadly were they? What is myth

and reality? What secrets made them

the powers they were? The answers are
unlocked in the pages of Weapons and Ass-

@@[N] | HN&D E@ assins. Over a hundred illustrations depicting
weapons, tools, armour, special construction,

costumes, and more fill this 50 page playing
aid. $4.95 (post paid).

PALLADIUM BOOKS 5669 CASPER
DETROIT, MICH. 48210

NEW! 1
THE _PALLADIUM BOOK _OF _WEAPONS I\Illllllllll!llllll&l\\lIII: L
AND CASTLES OF THE  ORIENT! Explore s

the castle palaces of fuedal Japan with

all their tricks and secrets revealed. Examine | ' A Ml

the Noble Samuri, his methods, arms and ; mﬂ[iﬁ'ﬁﬁﬁﬁﬁul\umﬁ
armour, Compare them with their Chinese |
counter—parts.

This excellent reference book contains

dozens of detailed illustrations and castle
floor plans. ONLY $4.95 (post paid).

THE PALLADIUM BOOK OF WEAPONS THE PALLADIUM BOOK OF WEAPONS
& CASTLES outlines the development of & ARMOUR contains 35 types of armour,
European castles, each illustrated and com- each clearly illustrated with annotations.
plete with floor plans, Armour types span the world and include
Containing two weapon sections; the European, Asian, Indian, and Japanese.
first details a variety of bows and crossbows, The weapons section depicts over
including the Chinese repeating crossbow. 600 different weapons, from knives and
With information on size, mass, pull, rate swords to pole-arms and axes.
of fire and other points of interest. The This beautifully illustrated 50 page
second section is devoted to siege equip- book is the ideal reference tool for anyone.
ment and their use. Over a hundred illustra- $4.95 (post paid)

tions. $4.95 (post paid).

NEW!
*@Wﬂpﬂrﬁ!ﬂ | S :

, THE PALLADIUM BOOK OF CONTEMPORARY
WEAPONS contains over 300 hand-held
weapons from around the world. Included
are revolvers, pistols, sub-machine guns,

machine guns, rifles and various attachments.
Each weapon is illustrated with many detail-
ed cut-away diagrams, pertinent information
and notes of interest. $4.95 (post paid)
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Game Reviews

Chivalry & Sorcery/MS&PE/Lands Of Adventure/

The Traveller Adventure/Cthulhu Companion/Dark Assassin/

Witness for the Defense/Island of Dr, Destroyer/Chilling
Chambers/The Undersea Environment/Famine In Far-Go

CHIVALRY
AND SORCERY

By Ed Simbalist and Wilf
Backhaus (FGU, $20)
Reviewed by Reid Hoffman

The second edition of Chivalry
And Sorcery is in many respects a
marvelous redemption of the first
edition, The physical structure of
its rules (perhaps encyclopedia
would be more descriptive) has
improved a thousandfold,
although many inherent problems
remain. Expanded into three
staple-bound volumes, the second
edition is hardier than the glue-
back first edition. The second
edition also features such luxuries
as a character sheet, legible print
instead of the reduced four-page-
in-one format of the first edition,
accurate cross-referencing, and
(gasp)} an index. In these respects
the second edition is far and
beyond the first edition; one
small step for fantasy role-playing
games, one large step for FGU.
The second edition, however, is
still rife with many of the intrin-
sic problems of the first edition,
Principally, C&S is complex. The
first volume contains general
aspects of role-playing, and char-
acter developement and advance-
ment. The section on the general
aspects {(how to play your charac-
ters, how to gamemaster, develop-
ing your scenarios, creating a C&S
world, running a game session) is
becoming part of the standard
issue in fantasy role-playing
games. This part is decently
written and presented. When one
enters the character development
puddle, however, the water begins
to muddy. C&S has 9 characteris-
tics: Dexterity, Constitution,
Strength, Intelligence, Wisdom,
Bardic Voice, Piety, Apearance,
and Ferocity. The player has a
range between 70 and 187, aver-

aging 120, Character Prime Requi-

site points to divide among his
characteristics. The player then
consults his astrology chart to
determine, by sign and luck in
aspecting (good, poor, or neutral),
which professions are good for
him in terms of improved in-
creased experience gain. There are
some 17 general character classes
with some, like mages, haeflings,
elves, and dwarves, having a
myriad of character class divisions
beneath the General class, Follow-
ing this is a section on being a
monster player-character, from
such original choices as Kobolds,
Goblins, and varied Orcs to an

@b gsinibalist
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assortment of Trolls and Giants,
Vampires and Were-critters, To
enliven this, there are four pages
of social background tables which
even after running a C&S cam-
paign | was not fully able to deci-
pher, Briefly, a word that does
not apply to C&S, the pages con-
tinue to include size tables, expla-
nations of all the characteristics
and their functions, psychological
options like phobias, eye color,
complexion, eyesight, hair color,
special traits, and character
attitudes.

C&S’s experience system, also
contained in the first volume,
works on the theory of levels. It
closely resembles the Dungeons &
Dragons experience system with
one major exception. First, the
character rises in general levels of
experience, like D&D, which
improves his body level (hit
points) and personal fighting
factor or personal magic factor
(capability in those respective
areas). Then the character ex-
pends experience points (gone
forever) to raise his ability in
specific skill areas. The skill list is
realistic and expansive: armor
wearing, counting past the ten
fingers on your hands, languages,
a broad list of thief and general
skills, various fighting skills, and
(for magicians of any sort) assort-
ed magical skills, The presentation
of these skills is not clear, though
it can eventually after some sweat
be understood, and would benefit
tremendously from a series of
examples with one character like
Cormac in RuneQuest.

The second volume presents the
feudal world as interpreted by
C&S. The information on knights,
clerics, and tournaments, along
with the enormous list of con-
sumer goods for your happy-go-
lucky adventurer, is the most
valuable material contributed to

the fantasy role-playing world by
C&S. The social system and siege
rules are too complex in some
areas, lacking in others, and
generally poorly explained,
Individual combat in the last few
pages depicts two alternate
systems which are really not
different from each other. The
“‘fast” combat system uses a D20
and bases all its percentiles of
hitting on that, while the
“‘advanced” combat system
exactly mirrors the ““fast’ one
except it uses D100 and 5%
integrals. Effectively, C&S
attempted to combine D&D's
combat with RuneQuest's when it
would have been far simpler and
easier to comprehend had they
only used one. Again a character
example engaging in a complete
combat would help immensely,
As the combat system stands, a
reader has to wade through all the
muck of body bashing, criticals,
regular bashing, blows (number of
actions in a combat round), the
great blow, ferocity, beserker
rage, and more. Then, as a sort of
apology, comes a good lengthy
list of weapons which can enliven
interest in some areas of play.
The third volume contains 46
pages teeming with different
classes of magicians, cabbalists,
enchanters, sorcerers, warlocks,
power word magicians, and so
forth. These pages are lengthy and
difficult to understand, but would
be great for a languid and pro-
tracted world-spanning campaign.
Once again, the grinding fact is

that an example of a character
going through all the processes
would make the rules much easier
to comprehend. This sounds like a
cure-all and would also probably
add some pages in toto to the
manuscript, but it is an enormous
time-saver and aid to understand-
ing C&S. The next 33 pages are
about natural and super-natural
monsters and are neither exciting
nor original, although as it stands,
it is well done and complete. The
selection on Trolls and the Norse
is the best but the other monsters
lack culture.

By this point C&S is obviously
cumbersome reading. C&S would
be a superb Lord of the Rings
campaign, extremely prolonged
and drawn out. It plays slowly,
and is rarely well explained, and
would be helped greatly by a
character example spread
throughout the whole volume.
Though, like all games, most of
C&S's problems could be solved
by a creative gamemaster, the
effort would border on the
Herculean. The material is expan-
sive, though some areas such as
monsters could use some supple-
ments to keep the game interest-
ing. For a player interested in
quick and easy play, simple rules,
and not the C&S type of cam-
paign, avoid C&S like the Black
Plague. For a player looking for
material to enliven his fantasy-
feudal campaign with culture and
breadth of information, or willing
to give a lot of effort to a cam-
paign, C&S is quite good. a

MERCENARIES, SPIES
& PRIVATE EYES

By Michael A. Stackpaole

(Blade, $10)
Reviewed by William A. Barton

With most of the different angles
one can take for a swords &
sorcery fantasy or a starships &
aliens science-fiction role-playing
game played out, a lot of
publishers are turning to other
subjects as the basis for role-
playing games. Among those
subjects are espionage, modern
combat, and detection, One of
the best of last year's entries—one
which manages to cover all three
of these subjects—is Mercenaries,
Spies & Private Eyes, created by
veteran game designer Mike Stack-
pole and published by Blade, the
role-playing game arm of Flying
Buffalo.
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As its title suggests, MS&PE
does indeed set out to cover in
role-playing game terms all three
related, but separate, topics—
mercenary actions, spying, and
the art of detection. And while it
may not completely reach the
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depth of such specialized games as
FGU's Merc in its area, it quite
adequately—and playably—accom-
plishes its task. And accomplishes
it at least as well as, if not better
than, some other recent entries in
the espionage role-playing game
field, including Hero Games’ Espi-
onage and Victory Games'
vaunted James Bond 007.

MS&PE is one of those games
that is based on an existing
system, in this case FBI's Tunnels
& Trolls. It uses the same basic
character attributes—strength,
luck, intelligence, dexterity, con-
stitution, and charisma, adding
speed—all rolled up on the stan-
dard 3D6. The values of a char-
acter’s luck, dexterity, and intelli-
gence either add to (if higher than
12) or subtract from (if lower
than 9} his combat adds, or the
extra damage he does in hand-to-
hand combat, and his luck does
the same for missile adds for
missile combat (mostly guns in
this game as opposed to T&T's
arrows),

However, to this basic character
generation, MS&PE adds a wide
range of skills available to a char-
acter depending on his 1Q level
and, with some, the levels of
other attributes. Skills range from
1Q 4 skills such as Archery,
Brawling, Bladed Weapons, and
Firearms (the latter two subdi-
vided into several further cate-
gories} all the way up to 1Q 16’s
Poison and Cryptology—with a
wide variety in between, including
advanced educational degrees in a
chosen field. There are also
several “open” skills—available at
any IQ—which include certain
Psychic skills, a well-crafted
Martial Arts skill and the possi-
bility of a non-American char-
acter having a title, There are
more than one hundred separate
skills available to the MS&PE
character, enough to allow the
portrayal of character types as
diverse as Simon Templer or Dirty
Harry—quite a nice and versatile
grab bag from which to choose.
Two of the most interesting of
the skills offered are the catch-all
skills of Occupation Skill and
Special Interest, two of the open
skills. These allow for the addi-
tion of skills not specifically
covered by the game’'s ample list.
The first of these covers any skill
that one might pick up while
employed in a certain profession
or craft—0.S. Reporter being a
good example {although a
reporter would also wish to pick
up Jounalism as a college degree,
too), 0.S. Auto Mechanic
another. The Special Interest skill
is to allow for those odd bits of
information that make a character
a living, breathing entity rather
than a cardboard stereotype—
knowledge derived from hobbies,

personal studies, etc. Sherlock
Holmes’ encyclopedic knowledge
of tobacco ashes is an example of
such a Special Interest skill. These
catch-all skills are especially
useful in rounding out the back-
ground of a character, and can
come handy at the oddest times,
much like the Trivia skill in
FASA's Star Trek role-playing
game.

Characters may purchase a
number of skills in initial genera-
tion equal to their 1Q points
(though some skills require more
than 1 point). Most skills have
levels, and if the player is willing
to spend extra points, these skills
may be purchased above first level
in character generation. After
this, new skills may only be
learned if a character’s |Q is
raised, though maost leveled skills
may be raised through earned
experience (more on this later).
Some special skills—Psychic skills
and titles—may only be purchased
in initial generation and cannot be
picked up later at all. Skill levels
may be used to increase char-
acters’ chances of succeeding at
certain saving throws when the
skill seems applicable. Several
skills may be combined for this
purpose if all apply.

Which brings us to MS&PE's
saving throws. |f you are familiar
with T&T, you'll be familiar with
these already. For those who are
not, the MS&PE/T&T saving
throw system is elegantly simple
and eminently workable for deter-
mining whether or not a character
is successful at a particular task,
be it hitting a target with a burst
from an assault rifle or cracking a
tough computer code. All saving
rolls are made on 2D6. Saving
rolls themselves have various
levels—usually set by the game-
master based on the difficulty of
the task. For a first-level saving
throw, a character must roll 20 on
2D6, adding whatever attribute
would be the governing one (DEX
if firing a weapon, LUC if
checking to see if he missed step-
ping into a hole, etc.), plus any
skill levels that would apply. Any
time doubles are rolled, these are
added in and the dice rolled again
until doubles fail to come up.
Second-level throws require a
total roll plus attribute plus skill
levels to add up to 30, A third-
level saving throw requires a total
of 35, and so an, There is also a
“'zero level saving throw’’ that
requires only a roll or 5 or more
on the two dice for extremely
simple tasks that still might have a
slight possibility of failure due to
sheer chance (any level throw in
which the dice fail to add up to 5
or more fails). In addition to the
set level values, saving throws may
be required against other figures—
against damage done by bullets to

see if the character is knocked
down by the force, against the
difference in Speed between two
Martial Artists to see who strikes
first, etc. Overall, it's simple, play-
able, yet versatile enough to cover
all situations that might arise in

a game,

Combat in MS&PE is again
based on the T&T system, but
with refinements and additions
for the modern scope of the
game. Basic hand-to-hand combat
is essentially the same as in T&T.
Characters in melee with one
another rol! their damage and add
their hand-to-hand combat adds.
The one with the highest total
score wins the combat and the
other takes the difference
between the rolls in-damage.
Armor (in this case flak jackets,
etc.) and certain skills (Brawling,
Street Fighting) will absorb
damage. While not overly realistic,
and probably the least satisfying
aspect of the game’s combat
system, it does work. Especially
since, as opposed to T&T's
lumping of all attacks by
everyone on one side into a single
attack, MS&PE encourages one-
on-one melees.

Missile.combat in the game is
handled differently. While one
melee combat round takes 30
seconds of game time, each
missile combat round is only 15
seconds long, allowing two to a
melee round. Up to three shots
(or bursts from an automatic
weapon) may be fired each missile
combat round, with modifiers to
hit for recoil—or an auto-fire gun
may dump an entire clip. This
makes a lot more sense than in
games such as Traveller where
only one shot or burst may be
fired each 15 second combat
round (slowest trigger fingers in
captivity). The level of the saving
throw to hit a target is deter-
mined partially by weapon type
(there are two separate tables—
one for pistols and one for rifle-
length weapons) and the rest by
cross-referencing range with the
actions of both target and firer;
the two numbers derived from the
latter are added for the final
to-hit number, Again, this is fairly
simple, but it works. And while a
bit abstract, it is more realistic
than a lot of other systems, yet
avoids the flow-chart require-
ments of some games that empha-
sizes extreme realism. The game's
method for determining a hit
when dumping a clip from an
auto-weapon—the number of
bullets let loose divided by 3
being subtracted from the number
needed to hit—is one of the better
ways |'ve seen utilized in any
game 1o reflect the higher chance
of hitting when more lead is
flying.

Martial Arts combat is also

treated separately from regular
hand-to-hand combat, Martial
Arts combat takes place during
the missile combat rounds and,
unlike regular hand-to-hand,
allows a Martial Artist to strike a
target before the target can fire
on him, if he makes his Speed
saving throw. Martial Arts levels
may also be applied to attacks
with certain weapons if normally
used by that particular style of
martial art, and the damage done
{1D6 per level) can be split up
among more than one target,
While somewhat abstracted,
Martial Arts skill in MS&PE is
actually much more effective and
realistic than similar types of
unarmed combat or so-called
“’martial arts” in a lot of other
game systems, if only in its allow-
ance of more than one attack per
round for higher levels of the skill
and its ability to kill with a blow
—a reality with proper training,
yet near impossible in most other
games, If you are looking for a
game in which you can really do
something with martial arts, akin
to some of the feats of Bruce Lee
or TV’ The Master, MS&PE is
definitely the game to check out.
(In a recent session of our local
gaming group, one fifth-level
Martial Artist actually managed to
down a Blue Thunder-type heli-
copter—by taking out the pilot.)
One more thing that should be
noted about combat in MS&PE—
it's deadly. Most guns are capable
of killing with one shot if the
damage rolled is high enough and
the character has no protective
armor (a few do enough damage
to kill most unprotected char-
acters even on low rolls). Hand-to-
hand combat will only kill if the
player states his character is
trying to beat his target to death,
but guns will always kill—or at
least do serious damage. There are
still chances to survive excessive
gunplay with proper modern
medical treatment and, if all else
fails, with a special "‘megadeath
saving throw'’ on the character’s
luck, which will allow him to
emerge from a hail of bullets
unscathed. However, players used
to games such as Traveller in
which a character can take hit
after hit and still live through a
battle may have a rude awakening
if they use similar tactics in
MS&PE. A good way to teach
reckless players the value of
thinking through their moves
before charging in guns blazing.
A final major area in which
MSE&PE follows its fantasy role-
playing game ancestor is in char-
acter improvement through the
use of Adventure Points (T&T's
experience points). Successful
completion of an adventure earns
a character a certain amount of
these Adventure Points (APs),
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which can be used to raise the
character in levels—at 1000
points, the character becomes a
second-level adventurer; at 3000
he becomes third level, and so on,
the number of points necessary to
raise a level increasing as the level
does. With each new level
attained, the character is awarded
2 points to be added to any one
attribute {or 1 point to any two)
he chooses. The obvious value of
this is to make higher-level saving
throws (and thus tasks) easier as a
character progresses. Plus, with 1Q
increases, more skills may be
learned. APs may also be awarded
for making saving throws, missing
saving throws (learning the hard
way), taking extra risks, and for
other factors at the gamemaster’s
discretion. Normally, I’m afraid,
I’'m not overly taken with games
that use character-level increases,
as this can often lead to high-level
characters that are ridiculously
powerful, especially when the
level boasts artificially raise the
amount of damage a character can
take (as in D&D's hit dice
increases) or allow increases in
skills, etc., never used in the
adventure. | don’t mind it so
much in MS&PE, partly because
of the high quality of the rest of
the game system and partly
because, if used properly, it can
reflect physical and mental attri-
butes honed by use. What saves it
is that skills, when used success-
fully (or misused poorly enough
to teach a lesson) can earn APs
themselves, which allow the same
skills to be raised in levels. Thus
jumps in skill levels are tied to
their use, not artificially to level
increases of the character. This is
a good {and completely accept-
able to me) compromise between
straight character-level-based
games and those in which only
skills increase through use.

MS&PE further updates the
T&T system to the game’s
modern subject area with rules on
car crashes and ramming. Like the
rest of the rules, these are
presented simply and are playable
without being complex. Other
modern areas of play dealt with in
the game include the use of
various explosives, modern
poisons, character income,
specific hit locations, and non-
fantasy beasties. The animals list
is a bit brief, but the samples
provided are varied enough to
allow a gamemaster to extrapolate
other creatures from the stats of
those included. The equipment
lists, on the other hand, especially
those of weapons, are almost
exhaustive and more than
adequate for almost any merce-
nary, espionage, or detective
scenario one could devise (special
spy gadgets such as 007 used in
the movies are omitted, though

these wouldn’t be hard for a
gamemaster to design, given the
simple, clean approach of the
rules). The list of hand weapons
and other items do include such
semi-exotics as shurikens, boom-
sticks, chains, tasers, and shock
rods, And the firearms are broken
down into twelve different cate-
garies, from muzzle loaders to
military machine guns, with
ample examples of each (though
the shotgun list is a bit skimpy,
having only three examples—
fewer than the muzzle loader list).
There are a few curious omissions,
particularly of guns that are illus-
trated in the book, such as the
Ruger assault rifle {favorite of
TV's A-Team). And, according to
a local gun enthusiast | know,
some of the ammo prices are too
high, apparently off a decimal
place, Overall, though, quite
impressive.

There are other interesting
sections in the MS&PE rulebook,
including one on using live clues
in a game and an oddity called
“Tunnels & Thompsons'' that
integrates the fantasy worlds of
T&T—underground labyrinths,
vampires, and magic—with
MS&PE, should a gamemaster be
of a mind to run such a combina-
tion. (It seems that MS&PE grew
from such a T&T session once
upon a time.) The only omission
here was the lack of guidelines on
converting a T&T creature’s
Monster Rating to MS&PE CON
points for damage purposes—rela-
tively easy for someone familiar
with both games. A section on
law enforcement agencies gives
“‘attributes’” for such organiza-
tions and rates the FBI, CIA,
KGB, Interpol, and the Royal
Canadian Mounted Police in each
area. It also provides guidelines
for characters who are part of an
official police organization.

The heart of MS&PE, however,
at least for the gamemaster, is to
be found in the areas outlining
the creation and running of
mercenary, spy, and mystery
scenarios. The section on merce-
nary missions is relatively brief
(two pages) and straightforward.
After all, it doesn’t take much
instruction on how to run a
mercenary scenario for anyone
who has ever watched the dozens
of war movies available on the
late, late show. (For greater depth
in this area, games such as Merc
are recommended.) The guidelines
on spy scenarios are somewhat
longer and more detailed, though
again relatively brief, You may
find more on espionage adven-
tures in Top Secret, Espionage, or
the Bond game, but then, again,
anyone who has followed the
movie career of England’s top
secret agent, or was a Man from
U.N.C.L.E., ! Spy, or Avengers

aficionado during TV's spy craze
days, will have plenty of source
material for such scenarios
already in mind, Where MS&PE
really shines is in the section on
how to run mystery/detection
scenarios, entitled “The Art of
Detection.”

Creating a good mystery
scenario has to be one of the
hardest tasks to face the average
gamemaster. One whom | know,
who has no trouble running
straight combat scenarios, can’t
lay a detectable string of clues
worth a hill of .357 Magnum
slugs. Designer Stackpole takes a
good eight pages of text outlining
in as much detail as possible
(without writing a textbook on
the subject or losing the less-
interested gamemaster entirely)
how to set up and carry out a
mystery scenario, with several
good examples of the genre. (In
fact, he could have done a better
job only by actually including a
complete mystery scenario right
there and labeling each step along
the way—hardly feasible in a rule-
book.) This section alone is

almost worth the price of the
entire game (which makes the rest
of it a real steal), and should be
reqguired reading for any game-
master of any game system who
intends to introduce mystery
elements in his scenarios.
Summing up, Mercenaries, Spies
& Private Eyes is one of those rare
gems—a system that is both play-
able and detailed enough to cover
almost any situation likely to
come up in play in its subject
areas. Along with FASA's Star
Trek, a game which shares its
design concepts of elegant simpli-
city, MS&PE was one of the high-
lights of 1983's roster of role-
playing games. It shows that a
game doesn’t have to be either
overly simple and incomplete to
be playable nor overly complex to
be realistic and still cover every-
thing conceivable about its
subject. If you have any interest
at all in the modern role-playing
of mercs, spies, detectives, or
soldiers of fortune, | highly
recommend you invest in a copy
of Mercenaries, Spies & Private
Eyes, Go ahead—make your day!0]

LANDS OF

ADVENTURE
By Lee Gold (FGU, $12)
Reviewed by lan R. Beste
If you have recently visited a
game store that sells FGU
products, you have probably seen
a box with a striking cover. It isa
brilliant watercolor that evokes a
sense of sadness and contempla-
tion, mature drama that stuff of
high fantasy is made of. This is
the cover to Lands Of Adventure
no brawny bare-chested fighter,
or overly-developed she-barbarian
fighting some hackneyed monster.
Artist Bill Willingham has out-
done himself with this cover.
But, as the saying goes, you
can't judge a book by its cover.
L OA was written by Lee Gold,
who has done an excellent service
to role-players through the 'zine
she edits, Alarums & Excursions.
She also designed FGU's Land of
the Rising Sun, a role-playing
game set in samurai Japan. Ms,
Gold has worked on LOA for
several years, aided by suggestions
from readers and contributors in
A&E. Despite this solid back-
ground, LOA has some problems,
and while no one of them ruin the
game as a whole, several combine
to make it much less of an enjoy-
able game than it could be. LOA
attempts to be an unusual sort of
role-playing game, and for that
reason deserves critical attention.
Physically, the production
values are good. The text is
cleanly laid out, broken by the
usual decorative illustrations.
Examples are set apart from the

rules by italicized text within
boxes, as in RuneCluest. Read-
ability is good, anc typos are rare,
a wondrous accomplishment for
any set of rules. There are two
sample character sheets on the
back cover of the rulebook; the
one an the inside has a sample
character filled in (the one used
within the rules for examples, an
adventurer named Hirondel) and
the one on the outside has rules
section numbers in the appropri-
ate places for quick reference
{this was also done in Rising Sun).
The rulebook. is 32-pages long; the
“Mythic Greece and Medieval
England” culture pack is 28-pages
long. The boxed set also includes
a sample character sheet, two tiny
and unreadable D20s, and two
D6s.

The first thing | noticed in flip-
ping through the rules was all the
charts—lots of ‘em, scattered
throughout the rulebook. No pull-
out pages of charts and tables in
the middle of the rulebook to
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reduce the time spent by the
gamemaster turning pages. The
rules are no credit to Ms, Gold's
writing skills. They read like
notes, with none of the narrative
found in other FGU games such
as Aftermath! or Chivalry & Sor-
cery. There, the narrative between
the actual rules and tables often
explained why a rule was written
as it was, and served as a sort of
‘‘designer’s notes'’ that wargamers
have been accustomed to. Not in
LOA—reading the rules is uncom-
fortable, with short choppy para-
graphs, packed with capitaliza-
tions and cross-references. On the
other hand, the intent of the rules
are usually clear, and | ran across
few ambiguities, one of which |
will refer to below. The more
interesting reading is in the cul-
ture pack, but more on that later.

Once into the system the
quality of the game emerges.
Characters are all generally
human, with the culture pack
giving specifics on other races.
There are four characteristics
rolled on 1D20: Craft, (Magical)
Talent, Appearance, and Strength.
These four plug into the formulae
that generate the other seven
characteristics: Dexterity, Voice
{which also includes writing
ability), Intelligence, Prudence,
Augility, Constitution, and
Charisma. Agility is based upon
Appearance due to “gracefulness
of movement,”’ a silly rationale.
The player also rolls for height
and weight. There are modifica-
tions for non-human races. The
player also chooses his character’s
Piety, a measure of the normal
level of respect towards a given
deity, Piety can change depending
on the character’s actions, as can
Charisma. The player can also
choose to specialize his or her
character, trading off Craft, a
measure of the ability to under-
stand and create physical items,
for Talent. In fact, in several
other places in the rules these two
characteristics are distinguished as
opposites. This would explain the
lack of rules for alchemists, the
sort of person most likely to com-
bine these two abilities.

The section on ““Measuring
Vitality'' discusses three types of
“hit points,”” The first type are
Energy Points (EP) which are a
measure of fatigue. They are
expended through casting spells,
fighting in combat, carrying heavy
loads, and so on. They are lost
quickly, but are regained quickly.
Zero EP means total exhaustion.
Body Points (BPs), the second
type, represent accumulated
bodily damage—how much of a
character can be sliced away. Zero
BP means a comatose character.
The third type, Life Points (LPs)
represent how close one is to
death. LPs are hard to lose, and

hard to gain. Zero LP means
death. The difference between BP
and LP is subtle, but can be put
roughly this way: a person who
has been through a hard melee
may be low in BPs but still full of
LPs, while a gravely ill person
may be nearly whole in terms of
BPs but almost bereft of LPs. A
player of mine who has worked in
emergency medical services said
that this system gave a good feel
for “real-life’” injuries.

The rules for skills are well-
intentioned but poorly-executed.
As in RuneQuest, player-
characters do not progress via
levels, but through improved
skills, measured through percen-
tage ratings (i.e., Tracking at
50%). Each gamemaster is
supposed to write up the skills
appropriate to their own cam-
paign. Some general rules are
given, many of them familiar to
RuneQuest players. Skills are
divided into ten categories:
Knowledge, Magic, and Miracle-
Invoking are classified as “Hard”’
and take longer to learn; Manipu-
lation, Movement, and Persuasion
are “Normal’’; Communication
and Observation are “‘Easy’’ and
are the quickest to learn; and
there are two sets of combat
skills, Melee Weapons and Missile
Weapons. Individual weapons are
rated as to difficulty. Each skill
category has a major and two
minor factors that are used to
calculate the player-character's
basic rating, except for Magic and
Miracle-Invoking which are calcu-
lated differently. There are rules
for “maximum success' (i.e.,
criticals) and fumbles. Only
player-designated ““specialized”
skills may be improved, thus
preventing player-characters with
twenty skills all at 100%. The
number that may be chosen as
specialized skills are limited
within each skill category. As a
result, there are a plethora of
little tables and formulae in this
part of the rulebook, frustrating
attempts to quickly master the
skills rules. For the Communica-
tion, Knowledge, Manipulation,
Movement, Observation, and
Persuasion skill categories, Ms.
Gold presents a few standard
skills, then gives a list of names of
others as suggested other skills.
Big help; use the RuneQuest skills
list and expand from there.

The rules for combat are badly
organized. They cannot be under-
stood upon the first reading
because the relevant rules are in
seven different sections. In actual
use, | had to draw up my own
summary of combat rules. The
rules individually are not
complex, they just aren’t drawn
together too well. There are many
little details in them such as
silhouetted targets, holds, break-

ing holds, and bashing. The cate-
gorization of weapons into
“gasy,”” “‘normal,’” and “hard,"”
with consequent advantages and
disadvantages, is a good way to
prevent all players from wielding
powerful weapons. Weapon
damage is ‘‘static,’’ one damage
point given out per half-pound of
weapon, modified for efficiency if
it is a missile weapon. This is
ridiculous—a seven-pound broad-
sword gives the same damage to a
man'’s chest as a seven-pound
stick? Rolling for damage puts an
extra edge of uncertainty into
combat. An interesting rule allows
the victim to decide whether he
wants to take all of his damage in
BP, or to take up to half in EP
the rest in BP. This forces the
players to really think about how
they wish to fight—the berserker
keeps on hacking, keeping his EP,
and losing his BP, while the more
prudent save their skins and
expend EP. The effect of armor is
to reduce the EP and increase the
BP of the wearer. A parenthetical
note says that this was “‘easier
than multiplying each blow’s
damage by an Armor Factor and
taking fractional BP damage."”
What's wrong with armor absorb-
ing BP damage, an idea based on
the RuneQuest system? Consider-
ing how many of the other
combat rules are strongly reminis-
cent of RuneQuest, |'m surprised
that this approach to armor was
not used.

Interestingly, the weapons list
lists three kinds of swords and
five kinds of axes. Some fantasy
role-players delight in producing
numerous ‘“‘sword’’ types—
katanas, nodachis, tulwars,
scimitars, claymores, ad infinitum
—with some dubious claim to
superiority produced for each.
Historically, axes are a much
older and frequently-encountered
weapon, but fantasy role-playing
gamers relegate them to Viking
types and dwarfs. Ms. Gold classi-
fies the flail and the morningstar
as missile weapons, an intriguing
design point that is not explained.

Magic rules are in three sections:
“Magic Rating Category" (i.e.,
magic skills); “Determining a
Spell's Power Level and Effect”;
and “Spellcasting.” The skill
rating with any given spell is the
player-character’'s Magic Rating
minus five times the Power Level
(PL) of the spell. The spell's PL is
determined by its duration, inten-
sity, range, and area affected.
There are four spell categories,
each with a corresponding charac-
teristic that influences a spell’s
intensity: Charisma affects Com-
pulsion spells, Intelligence affects
Illusion spells, Prudence affects
Enhancement spells, and Talent
affects Energy spells. The greater
the characteristic, the higher the

Intensity, and the higher the
Intensity, the higher the PL.
Thus, the higher the correspond-
ing characteristic, the harder it is
to cast the spell. Why? | would
think that the higher the charac-
teristic, the better attuned to that
sort of spell the magic-user is, and
therefore he would be able to
better cast that spell. This rule,
and the rule that says that if a
spell does not succeed in being
cast, it automatically backfires
(““Backlash’’), makes magic an
unpredictable and dangerous
thing to play around with. Players
become hesitant to use the
stronger spells. A list of standard
spells is given, plus some standard
spell combinations; the game-
master is encouraged to add new
ones or leave some out. As with
the skill ““descriptions,”” there are
no real descriptions of the stan-
dard spells given, outside of the
raw data of type, units, PL,
volume (in feet—I think), inten-
sity, and range in feet. There are
some general descriptions under
the headings for each of the four
spell types, but these are a poor
substitute.

Poor rules-editing occurs under
“Spellcasting.”’ The brief
sequence of events includes 3.
End casting; check for Success.”
There is no specific rule that tells
how to *‘check for Success.”
Success in spell-casting is not
getting a Backlash. Therefore to
say ‘‘check for Success’’ is mis-
leading. The rule should say “3. If
there is no Backlash, the spell was
Successfully Cast.”” That's how |
played it. One of my players is
sure that there is indeed a
“‘Success’ roll that got left out of
the rules. QOur disagreement
stopped the game for some time,
a clear warning to companies to
edit their game rules.

The rules for Priests are clearer.
Priests try to get their deities’
attention so as to obtain a
Miracle. Deities must be designed
by the gamemaster who assigns to
them Aspects—specialties, like
Hunting or Smithing. There are
also Daemons, who are Nature
Spirits, and Demons, whom Ms.
Gold defines as displaced, older
deities who are enemies of the
newer gods. There is a deity name
generation table, a bit of fluff
that should have been placed at
the end of the main rules. Priests
can get the attention of their
deities via Ritual, slow but effec-
tive, Thought, fast but rarely
effective, or Prayer, sort of fast,
sort of effective. Group prayers,
more maney, and sacrifices may
improve a Priest’s chances. Once a
deity is invoked, a Priest can ask
for Inspiration, a hint, likely to be
granted, or a miracle, more help-
ful, but much less likely to be
granted. Miracles granted may be
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gifts, forces of nature, spirits or
transformations. Holy Items can
be consecrated and are useful in
protecting characters,

There are two short sections on
Thaumaturgists, mages who serve
a deity, and Diabolists, necroman-
tic types who sacrifice Life Points
in order to command demons. As
I mentioned above, there are no
rules for Alchemists. There are
rules for poison, a stock-in-trade
of most fantasy role-playing
Alchemists, but there is no infor-
mation about who makes it, or
even how much it costs. | suppose
such specific information would
appear in culture packs.

The rest of the basic rules cover
gamemaster-characters and
monsters. The section on birds
requires that the gamemaster
know how a given bird flies in
order to calculate its movement
rate—is it a flapper, a glider, or a
hoverer? This is a ridiculous
amount of detail to impose upon
a gamemaster. “‘Basic Human-
oids"” includes Dwarves/Gobilins,
Elves, Humans, Giants, Ogres/
Trolls, SkinShifters/Weres, and
Ghouls—quite a potpourri. A large
chart of typical stats for the vari-

ous monsters is given, very useful
considering the time required to
create characters and critters. The
dragons of LOA seem to me to be
a bit wimpy; their Strength and
Constitution should be increased
by at least 25%. There are rules
for ghosts, skeletons, vampires,
and goblins, plus a handy section
on gamemaster-character
possessions. The encounter table
on p. 31 is crummy; Ms. Gold
admits it and says that game-
masters should make their own or
use the ones in the culture packs.
There is no listing of magical

items, except for the slim infor-

mation in the section on game-
master-character possessions. The
rulebook ends with an index that
would be more useful if the index
words and phrases more often

matched rules section titles,

The culture pack included in the
game is actually two separate
packs, one on Mythical Greece
and another on Medieval England.
As | am not a specialist in either
of these two periods, | cannot say
for certain how well either was
done. | did note that the suggested

reading list for Mythic Greece,
obviously set in pre-Homeric

Greece, included “plays by
Sophocles and Aeschylus,”” many
of which are definitely post-
Homeric. Yet Homer's /liad and
Odyssey are not listed, not is the
classic Bulfinch’s Mythology. Ms.
Gold has a preference for Robert
Graves (author of I, Claudius)
whose interpretation of the Greek
myths is certainly not the defini-
tive work on the subject. Medieval
England gets a richer treatment;
the author's association with C&S
serves her well, though even here
the reading list includes Kipling's
Puck of Pook’s Hill and Gordon
Dickson's The Dragon and the
George. There is a separate read-
ing list for Arthurian England.
Overall, both culture paks are full
of interesting period information,
but | kept getting the feeling that
more straight historical
chronology would be nice. Some
of the special rules are great—you
can have a Greek god for a parent,
or get skilled with a “‘rope-cocked
trebuchet.’”” The scenarios given
are more like scenario suggestions.
I hope that whatever pack is done
on Japan will be up to the high (if
admittedly unplayable} standard
of Rising Sun.

In summary, Lands Of Adven-
ture has a good idea—a game
system with some specifics left up
to individual gamemasters—that
suffers from poor editing and
some strange rules. None of these
obstacles are beyond repair, and
the attractive aspects to this
game, that it is close enough to
RuneQuest to serve as an expan-
sion and that it is well-suited to
an inventive gamemaster, makes it
worth saving. If you are willing, as
the gamemaster, to put in the
hours necessary to write up the
skills, devise the spells, design the
deities, fill in the background,
design a few unique monsters, and
write yourself a combat rules
summary sheet, then get Lands Of
Adventure. The work will be
worth it. If you are a “rules-
basher,” borrowing from any and
all sources to put together the
perfect system, you shouldn’t
miss LOA. This may seem odd
after all the negative things I've
said so far, but these criticisms
were made because they stood
out from an otherwise profes-
sional, solid effort of design and
rules-writing.

a

THE TRAVELLER
ADVENTURE

By Frank Chadwick, et al
(GDW, $12)
Reviewed by Tony Watson

The Traveller Adventure is an
impressive new playaid from
GDW for use with their science-
fiction role-playing system. Like
the series of adventure books
GDW has published, it is intended
to provide the gamemaster with a
preplanned adventure for use in
his campaign. Unlike these
previous offerings, this is an
adventure of considerable scope,
linking together a number of main
episodes that advance the plot,
along with side adventures and
red herrings. The term “epic” is
certainly too strong, but The
Traveller Adventure is perhaps the
most ambitious playaid of its type
for any role-playing system.

This adventure bears some
resemblance to the hardcover
version of the Traveller rules.
Adventure was originally going to
be hardcover, but for some reason
GDW chose to issue it paperback,
Now, | have never been much of a
fan of these larger format GDW
products, having an affinity for
the digest size that most Traveller
books come in, but | can see the
necessity; Adventure runs over
154 pages and is full of
information.

Adventure is a number of
separate episodes linked together
to form a campaign of sorts. In

The Traveller Adventure ™

fact, the book contains 12 major
episodes, along with several

smaller scenarios that can be used
at the gamemaster’s option and a

considerable amount of support-
ing background material.,

The story is set in the Aramis
subsector of the Spinward
Marches. Both the Marches and
the subsector are mapped; a
historical essay accompanies the
map of the Marches and a short

gazetteer appears with the Aramis

subsector map. The player-

characters are the crew of the 400
ton, subsidized merchant, the
March Harrier. Deckplans and a
complete explanation of interior
details of the starship are
provided,

The action begins on Aramis in

its underground capital city. The
characters come to the aid of a
Vargr attempting to recover a
stolen brooch, an item that will

prove of increasing importance
and mystery as the story
develops. Their flight from
Aramis will take them to the
Palantir asteroid belt and eventu-
ally to the world of Pysadi, Pysadi
is dominated by a theocracy,
described in some detail, and the
homeworld of the anolas, crea-
tures that will have a fair amount
of impact on the characters.

After Pysadi, the March Harrier
journeys around the subsector
traveling to Zila and getting
involved in an effort to break the
wine trade monopoly of the
megacorporation Tukera Lines, an
event that leads to a kidnaping
and a rescue. They will gain
friends in high places and
subequently find themselves in
the middle of a trade war between
two of the giant transport and
trade companies operating in the
subsector,

Vargrs are important as game-
master-characters within the
story. A group of Vargrs eventu-
ally prove to be an important
factor working against the
adventurers. The book supports
this facet of the adventure by
supplying six and a half pages of
material describing Vargr culture,
common starships (with some
nifty illustrations), and a
complete set of Vargr character
generation tables. The Vargr are
not particularly alien; the
generation tables are not much
different than those used for
humaniti characters and their
motivations are readily under-

standable, Still, having an alien as
an integral part of the party isa
nice touch.

In addition to the Vargr, several
other sapient races appear in the
book. None are given the detailed
treated afforded the Vargrs, but
all are interesting.

The gamemaster who already is
running an established campaign
may balk at getting involved in
such a long and complex adven-
ture, Despite the related nature of
most of the scenarios, several of
them, with a little tinkering, can
be made to stand alone, Similarly,
the gamemaster may choose to
unravel the multiple threads of
the plot line and concentrate on
just one aspect for a shorter, less
convoluted series of adventures.
The designers have also included
several patron encounters, set up
like those in 76 Patrons and short
scenario outlines, like Amber
Zones, to fill out the campaign
and these stand on their own.

To aid the administration of the
adventure, a gamemaster’s
synopsis and a list of capsule
biographies for principal game-
master-characters has been
provided. The gamemaster can
look at the section entitled
"Administering the Adventure”
for tips on how to smoothly
manage the task of running the
adventure.

The Traveller Adventure is
really a nice piece of work. The
campaign described has all the
elements of a good adventure
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story and would serve for several
months’ worth of game playing
for even the most dedicated
group. It is full of scenario ideas
and information for the game-
master who wishes to use it as

more of a sourcebook. Given the
price, it is only a little more than
a pair of GDW'’s regular adventure
books, it is a bargain considering
that it is well designed and
interesting. ]

CTHULHU
COMPANION

Edited by Yurek Chodak
and Sandy Petersen
(Chaosium, $8)

Reviewed by Steve Marsh

Aberrant to zymotic. Sounds
depressing and obscure, well it is
as depressing and obscure as a
work about the Great Cthulhu
should be while remaining some-
thing that about half the Call Of
Cthulhu keepers should seriously
consider purchasing.

Cthulhu Companion is 64 pages
long and contains 15 articles, The
introduction is quite short and is
followed by a variety of rule
changes and clarifications
including a “fairer” way to
generate beginning characters and
a semantic change that should
make some parts of the rules
easier to use without changing
play.

The first article is “The Cthulhu
Mythos in Mesoamerican
Religion.” In five pages it adopts
the pantheons of the Meso-
american groups to the Cthulhu
Mythos. While it is a crisp piece of
work it lacks a bibliography and
needs an accompanying scenario,
It also could have used a correla-
tion between Outer Gods and the
Mesoamericans as well as between
the well known Great Old Ones.
Several of the longstanding
conflicts would fit well into that
pattern and are strained
otherwise.

“Further Notes on the Necro-
nomicon® is three pages of
scholarly fluff. While it provides
interesting flavor for a keeper to
drop into a campaign, its value for
the money depends much on the
type of game being run.

“Sourcebook Additions’ covers
two new skills (photography and
lock picking) with their extrapola-
tions. It also describes three
prisons and does so well. The
basic descriptive texts of the
prisons are useful for campaigns
other than Call Of Cthulhu and
are almost essential given the
willingness of many investigators
to resort to armed violence, The
final addition is a ""Lovecraftian
Timeline.” While short, it is
relatively solid and useful to any
keeper wishing to integrate the
books into the adventures.

““Rulesbook Additions” includes
expanded phobias and insanities.
These are well described, the
phobias in terms that a keeper or

an investigator can use to control
play and the insanities are clear. A
suggestion to actually describe
what the investigator sees in terms
of the fantasies should have been
included.

"Additional Deities, Races and
Monsters" are also given. In most
brands of supplements this would
have been the largest portion and
would have included all of the
monsters and such from previous
scenario packs. Instead, all of
these are new. However, there are
only six pages of descriptions and
over half of the described entities
would quickly destroy any group
of investigators.

Two pages of excerpts from
Mythos prayers and commentaries
follow. While nice, they are all
available from the Mythos books
in print as paperbacks.

The last portion (over half the
book) consists of scenarios and

some errata (Lovecraftian poems
and a list of the modifiers he used
to describe the Mythos that
ranges from aberrant to

zymotic).

The scenarios vary quite a bit.
The first one, ""Paper Chase,” is
quixotic and well done. | wish
that | had thought of it and it
does credit to the designer,

“The Mystery of Lock Feinn™ is
eight pages long and a good
example of a well thought out
Cthulhu Mythos horror
adventure. In it the investigators
can save a portion of the world
from greater discovery or (much
more likely) die in screaming
horror. While all the clues are
provided, foolishness is as fatal
here as it is in any war zone. My
only objection to the scenario is
the inclusion of a “'save or die”
spell where there is no resistance
or saving, just dying.

"The Rescue” is a nice opportu-
nity to remind investigators of
thing they should have done. It is
also a seripted adventure that will
run the course of the script in
spite of anything the investigators
do unless they totally miss the
boat. This is one of the few
scenarios of this type that | have
seen where this does not provide
either a weakness {as the investi-
gators invariably step outside the
script) or a reduction of roles (as
the investigators become second
fiddles). It also includes rules for
a substrain of lycanthropy.

““The Secret of Castronegro” is
the longest (fourteen pages) of
the scenarios and the one most
likely to require raw violence. It
shows traces of Sandy Petersen
(especially in Puddock, the toad-
like demon familiar, and in the
new magic items), | liked much of
it, but am still dissatisfied that we

could not find a non-raw violence
solution in spite of several
attempts.

The book finishes with the
afore mentioned poetry (available
from Arkham House and such)
and word list. An elder sign illus-
tration covers the last page.

| liked the Cthulhu Companion,
For a keeper who uses a great deal
of background and whose investi-
gators live for giblets of lore, it is
easily worth the price. For a
keeper who uses preset scenarios
(I rarely do but will use some of
these) it isn’t bad deal excepting
for the hack-and-slash elements of
the last scenario. Pricewise a
keeper might be better off
purchasing one of the scenario
packs available for Call Of
Cthulhu if not inclined to use the
material in the Companion—
except such are by far too rare.

Had the flash type material been
incorporated into something else
{the prayers and such could have
been tied into a short interlocking
scenario) it would have been a
much better buy, Had the Meso-
american material been tied with
some wild animals, some descrip-
tions of natives and climate, and a
scenario with branching sugges-
tions, it would have been worth
the price of the book instead of a
guestionable part of it. Finally, if
the last scenario had included an
additional solution, it would have
been much stronger,

However, on the net, it is a good
buy for the money. It meets
Chaosium’s demanding physical
product standards. Every article
can be easily understood, Every-
thing does have a use even if
requiring a bit of work. Its only
failure is that it is merely a good
solid work instead of the brilli-

ance | was expecting. a

DARK ASSASSIN

By Dave Tennes

(FASA, $7.50)

Reviewed by Paul Ryan O'Connor
Dark Assassin is FASA's third
adventure for Chaosium’s Thieves’
World adventure pack. Dark
Assassin is a 48-page adventure
that embroils the players in the
midst of an ancient blood feud
between two Rankan royal
families.

Dark Assassin is by far the
smoothest of the three adventure
packages FASA has so far released
for Thieves” World. While the
supernatural element is heavy
here, this adventure does a good
job of maintaining the atmos-
phere of the original anthologies.
Two characters from the antholo-
gies—Enas Yorl and Meloit the
scribe—make appearances. Dark
Assassin is very nearly everything

a Thieves” World adventure should
be.

Dark Assassin uses the same
generic approach to gamemaster-
character attributes seen in
FASA's first two Thieves” World
efforts. The product is prefaced

by an essay on gaming Sanctuary
that should provide some hints to
gamemasters uncomfortable with
city situations, -

The book is layed-out reason-
ably well. The brown ink used
throughout is as annoying as ever.
The artwork is generally quite
poor, and some of the character
illustrations are genuinely embar-
rassing. The maps are clear, save
for the omission of a scale on the
maps of the Governor’s Palace.

Dark Assassin begins in the
grand tradition of most Thieves”
World adventures. The player-
characters find themselves in the
Vulgar Unicorn, short on silver
and with a long bill to pay. The
characters are approached by a
patron, who needs some muscle
to help collect a debt owed him
by a magician. Being hungry, the
characters will naturally accept,
and the adventure is on its way.
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Things get complicated when
the characters arrive at the mage's
residence. |t seems that the mage
was busy summoning a demon
from another plane when he was
interrupted by the characters. A
brief confrontation follows,
finishing with the mage and the
demon fleeing the scene. An
examination of the wizard's
abode, and a certain amount of
checking around town, reveals
that the demon was summoned to
assassinate a minor Rankan noble
that is due to visit Sanctuary.

It was at this point that |
encountered the most glaring
error in Dark Assassin. The author
pretty much takes it for granted
that the characters will wish to
thwart the assassination attempt.
The adventure ends before it has
begun if the characters don't get
themselves involved at this point.
It has been my experience that
most Thieves” World characters
wouldn’t throw a rope to a

drowning Rankan, much less
track down a demon for one, A
firm lure of reward money or
other means of personal profit
needs to be inserted at this point
to insure the scenario’s survival.
This is really a minor problem,
and one easily dealt with if the
gamemaster can see it coming.

The majority of the adventure is
spent interpreting the clues and
equipment found in the wizard's
lab. While figuring that the demon
was summoned to kill someone
isn't very difficult, learning how
to use the strange gear the wizard
left lying around is a different
kettle of fish. The gear, if used
correctly, provides the means by
which the demon can be tracked,
confronted, and bound. If the
characters don’t take proper
advantage of this opportunity,
their eventual fight with the
demon won't last long.

This can involve tracking through
the sewers of Sanctuary, or
simply following the supposed
target of the assassination and
waiting for the demon to show
up. This part of the adventure is
pretty straightforward, and the
characters aren’t likely to explore
much of Sanctuary along the way.
The author provides some useful
clues for getting the characters
back on track if they stray over-
much from the path of the
scenario.

Dark Assassin’s contribution to
the Thieves’ World adventure
pack are details about the Gover-
nor's Palace. Despite its imposing
size, the palace grounds received
very little attention in the
Thieves” World adventure pack,
leaving a big blank spot in the
middle of Sanctuary for any
gamemaster that didn’t want to
detail the place for himself, Dark

When all is ready, the characters Assassin provides general maps of

must go after the demon itself.

the area and touches upon some

details of palace routine. There
are still many blank spots left for
the gamemaster to fill in, but the
information provided is sufficient
to run the scenario.

Dark Assassin avoids the redun-
dancy to FASA's previous
Thieves” World efforts, giving the
customer a good quantity of
information for the dollar. Unfor-
tunately, not much of this adven-
ture has application (aside from
the detail of the palace grounds).
The purpose of Dark Assassin,
however, isn't to provide informa-
tion about Sanctuary, but to
detail an interesting adventure for
Thieves’ World players. In this
task, Dark Assassin succeeds
comfortably.

Dark Assassin is recommended
reading for anyone wishing an
enjoyable adventure set in
Sanctuary. Hopefully, FASA's
further adventures will follow the
example set by Dark Assassin. O

WITNESS
FOR THE DEFENSE

By Guy W. McLimore, Jr.
(FASA, $6)
Reviewed by Barron Barnett

This adventure scenario is for the
Star Trek role-playing game. The
book has 40 pages of information
including 16 graphic art displays
with maps and technical read
outs. There are six main game-
master character sheets ready to
go for use as he sees fit. These
types of gamemaster aids really
pay off in the long run as the
game play goes much smoother.

The start of the adventure, as
pointed out by the “Adventure
Requirements’ section, states
that this scenario is tailored for
the Enterprise crew. However, if
desired, you should be able to run
this game scenario easily with any
group of serious players with only
a little imagination on the part of
the gamemaster.

The only flaw in this marvelous
scenario is the practicality of
Captain Kirk retaining the oppres-
sive cloak of judicial impartiality
throughout the game. Possibly a
gamemaster-character could play
that part of judicial mumbo-
jumbo thus freeing Kirk to do his
own investigations like the rest of
the characters should.

The heinous act of mercilessly
killing an adult mother Horta
really made my blood boil with
anger and disgust. Not to mention
the murder of old crusty Louis
Handy, a well known miner in
Janus VI. What about all those
baby Horta without a mother to
show them the way of Horta life
in co-existence with people? Are
the tunnel runners the only ones

_WITNESS
R THE

able to outrun the sizzle bugs?
What will Dr. Laurel Levine

discover from McCoy during the
private rendezvous? Which one of
the following doesn’t match:
Pergium, crystals, Horta acid, Lt.
L. Delancy??

Please note that | will not
divulge clues or events because |
hate reviews that tell all and ruin
it for others by exposing critical
datal

The plot in this adventure has
all the necessary trimmings as well
as the beef to make it a most
enjoyable and playable role-
playing game. Therefore, this
critic believes that Witness for the
Defense is an excellent investment
for the new or old role-player and
gamemaster alike. | personally
recommend this game. (]

ISLAND OF
DR. DESTROYER

By Steve Peterson

and George MacDonald

(Hero Games, $4.95)

Reviewed by Russell Grant Collins
Dr. Destroyer has created a device
which will allow him to control
the world. Only a small band of
superheroes can possibly hope to
stop him in time. This is the
concept of the first Champions
adventure. |t boasts a “Fortress
island, eight supervillains and
much, much more!ll”

This adventure is well layed out.
After an introductory briefing
section that can be read to the
players, the various defenses of
the island are described in the
order that the heroes are likely to
encounter them, along with
suggestions on what powers could
be used to counter the automatic
sensors, The mercenary troops

CHNPIRDVNIRE VENEED |
THE YSLAN

b 0f

that Dr. Destroyer has hired are
so particularly wimpy that the
main problem most heroes will
have with them is how to avoid
accidentally killing them. In fact,
if a dependant gamemaster-
character is along, he or she will
probably be able to take on these
agents (except that they're

armed). The combat strategy of
the agents is covered and then the
vehicles which are on the island
are explained. Then mention is
made of the supervillains and how
they're employed as launch of the
Hypnoray Satellite approaches.
The placement of the other char-
acters (including Dr, Destroyer) is
gone into and then the island is
mapped out, followed by maps of
Destroyer's bungalow and then
the underground complex and
launch center. Finally, there are a
few options to alter the adventure
to personal tastes and stats on all
the participants.

This module was written using
the first edition rules, which
causes a few problems to those
using the revised rules. The
biggest problem is that the
method of Breaking Things
currently used in the system was
introduced in their second
module, so none of the things in
this module are given a Defense,
just a Body value. The characters
are built with the old edition
rules, so that their costs don't
quite match up with the ones
you'd get using the revised rules.
Also, the Headquarters and
vehicles aren’t built using the
material in Champions I, nor
does anyone pay the points for
them (1'd give Dr. Destroyer the
mastermind option, have him pay
for everything, and increase his
villain bonus to cover this).

Speaking of Dr. Destrover, | was
bemused to note that his armor is
listed as being an Accessible
Focus. Does this mean that it's
designed to breakaway if grabbed
or that it has an obvious design
flaw which allows anyone to short
it out at any time or what? An
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explanation would have been
appreciated.

Except for Dr. Destroyer, the
supervillains are not detailed at
all. Their stats are given, but
nothing about their origins or
motivations, beyond their disad-
vantages, is given. Since all these
villains reappear either in the
original rulebook or in Enemies,
this isn't too bad. It still doesn’t
explain why they're working for
Dr. Destroyer and it requires the
consumer to pay twice for the
same character stats. Since this
scenario is so short anyway, a
better idea might have been to
develop an entirely new set of
villains for this module and give
details on them here as well. At
the very least, they ought to have

explained that Raccoon’s wife, as
mentioned in his disadvantages, is
Panda, not a gamemaster-
character that got omitted.

Also, there aren’t any stats for
the Hypnoray Satellite, aside
from the fact that it has 8 BODY.
Does it have umpteen hundred
points in an armor-piercing area
effect Mind Control or does it
work in some manner that makes
it as effective against a man with a
hundred point Ego Defense as
against a moron with a
vulnerability to mind control?

The options are all intended to
make the adventure easier on the
heroes through some sort of unex-
pected assistance. No thought is
given to how to toughen up the
adventure if the heroes appear

able to mop the floor with the
villains provided witout working
up a sweat. For example, if Dr.
Destroyer had a prototype of his
Satellite to use on some of the
heroes as they came bursting in to
stop him, but it doesn't have
enough power to get them all,
half of the heroes work for the
villains unless they can shake off
the effects of the mind control in
time. | admit that this isn't likely
to be a problem, but it should
have been considered.

No consideration is made of
what would happen if the heroes
fail. Even if all the options are
used to make the villains weaker,
it's still possible that the heroes
will blow it, if only through bad
luck. If the device works equally

well on everyone, then Dr.
Destroyer can rule the world with
no opposition at all, which would
tend to ruin most campaigns. If
there'd been a note to the effect
that heroes with Ego Defense
might be resistant to the power of
the satellite, this problem would
not have been so bad.

Overall, | find it difficult to
recommend this module. The
maps and details of this adventure
are rather well done and an
evening's enjoyment is possible
with this adventure, but the game-
master will have to work on it to
get ready to run. Hero Games has
since produced a few good
modules, but unless you're really
hurting for a villain’s secret hide-
out, skip this one, B

Places of Mystery 1:
CHILLING CHAMBERS

Edited by William John
Wheeler {Companions, $5)
Reviewed by Anders Swenson

Chilling Chambers is an adventure
gaming supplement consisting of a
number of empty room descrip-
tions for the gamemaster to use in
the course of an adventure. The
product itself is an unbound,
shrink-wrapped collation contain-
ing two heavy-stock cover pages
(front and back), 24 three-hole-
punched text pages, and two
double-sized folded map pages.

The text contains the following
material: an introduction which
explains the intended use of the
product and describes the univer-
sal fantasy role-playing descriptive
system used by the Companions;
ten room descriptions; six traps;
four exotic poisons; and 25mm-
scale plan-view drawings (with
some elevations) of the rooms
described in the text. The room
descriptions are organized in the
familiar general-to-specific detail
pattern used by the better authors
in the hobby.

The rooms are a Barracks—long
deserted; a Bower—a formerly
rich and well-decorated bedroom;
a deserted Chapel with nearby
Crypt; a Gaol with dark and dis-
turbing tools strewn about; a
Kitchen in utter decay; an
Alchemist's laboratory; and the
abandoned chambers of a halfling
adventurer. The appendix of traps
describes in detail five chest traps
and a device to slow down unwel-
come visitors. The poisons are
useful sounding chemicals not
found in the standard pharma-
copia, but more subtle than the
usual fantasy role-playing lethal
preparations.

Each room is described with the
following headings. The Entrance
and the first Rapid Glance bring
the characters to the scene and
give first impressions. The
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Detailed Look and Brief Search
paragraphs cover the contents of
the room and the details of
individual items. The Thorough
Examination of the room reveals
its last details, Suggested times for
all this looking around are given.
For example, the Alchemist's
Chambers require five minutes for
a detailed look, one hour for a
Brief Search, and two more hours
for a Thorough Examination.

The descriptions of the rooms,
traps, and poisons are given as
much as possible in terms of real-
world concepts and measures.
While the Companions have
developed a simple system for
noting fantasy role-playing stats,
the only direct references to game
mechanics in this text are some
saving-roll instructions for the
poisons.

The rooms are intricately
described with as much detail as
anybody could possibly require.
The intent of the authors is to
provide enough information on
the contents of the room to allow
the exploration of one of these
rooms to occupy the bulk of a
gaming evening. Because the
rooms are supposed to be usable
in a wide variety of circum-
stances, no specific monsters or
large treasures have been
provided, nor is there the sugges-

tion of more than a rudimentary
plot development.

One way to use the material
would be to design a plot where
the player-characters would want
to search one of these rooms for a
particular object. The gamemaster
would naturally have to figure out
what the object would be, and
why it would be in the room.
From there, it would be relatively
straightforward to develop the
history of the room and the
building it is placed in, placing the
building in the same physical and
social/historical contest with the
characters, and finally make a
situation which will inspire them
to go ahead and check the place
out. The history surrounding the
room (which you have created)
will suggest other items to be logi-
cally included which could be

treasure for the party. Monsters
might either be guarding the room
(or some place which covers the
only access to it) or be encounter-
ed at the end of the adventure,
after the end of the search. Most
of the chilling chambers are too
small to contain a good melee.
Chilling Chambers is a well-
executed new concept in fantasy
role-playing game aids. While
many gamemasters who normally
use published scenarios may be
put off by having to actually con-
struct a scenario just to use this
product, experienced game-
masters certainly know by now
that any commercial scenario
needs more or less the same sort
of preparation before it can be
used for maximum effect in a
campaign. For its price especially,
this is a good buy. ]

THE UNDERSEA
ENVIRONMENT

By J. Andrew Keith
{Gamelords, $5.95)
Reviewed by Tony Watson

Gamelords is a relative newcomer
to the ranks of Traveller playaid
producers. In this new, “approved
for use with Traveller' offering,
they have, however, teamed with
a familiar name in the field of
Traveller, J. Andrew Keith, to
produce a detailed and interesting
supplement.

The Undersea Environment is
devoted to covering underwater
adventures, including rules, equip-
ment, and encounters that apply
to that unique setting. Adventures
on distant worlds need not be
limited to their land surfaces;
many planets, like our own Earth,
are likely to be largely covered by
water. Given advanced technol-
ogy, it is not unreasonable to
expect that the underwater
habitat will be exploited; after all,
if vacuum worlds and planets with

THE
UNDERSEA
ENVIRONMENT

by J. Andrew Keith

Cametimns, L *‘\-

insidious atmospheres are
colonized, watery environs could
be colonized as well, and may
actually be preferable.

If you are a gamemaster consid-
ering fleshing out one of your
water worlds for some extended
adventuring, this book may be
just what you need. This supple-
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ment is detailed and complete,
and should answer many of the
questions that crop up when
running such an adventure.
Undersea is divided into three
sections: rules, equipment, and
encounters. The first section
covers skills and special circum-
stances of undersea activity. Two
new skills are introduced, and
they, quite naturally, are directly
related to the topic at hand. The
skill of swimming is available to
any character, at least to some
degree, whereas the diving skill is
less common and a derivative of
swimming expertise (which seems
to make a great deal of sense),
The diving skill is broken down
into specific types of diving:
scuba, free, and umbilical. The
rules also cover the use of other
Traveller skills under water,
grouping them into unaltered,
modified, and useless categories.

For example, hunting and leader
skills can be used normally,
electronics or pilot fall into the
modified group and can be
applied only with negative die
modifiers, while forgery, street-
wise, and gambling are considered
useless.

The first section also considers
the specialized aspects of under-
water activity. Notes are provided
on various vehicles: grav vehicles,
such as an air/rafts are likely to
suffer electrical shorts if used
underwater; and ATV designed
for land use probably could not
stand undersea pressures, more
evolved is the section dealing with
diving: undersea pressures,
gravity, temperatures, decom-
pression, communications, and
environmental effects on the
senses. The information is quite
detailed; there are, for example,
two pages of decompression

tables. Having grown up in the
desert, | can't vouch for Keith's
accuracy, but it does appear to
have been backed up with a
considerable amount of research.

The second section of the book
is a catalog of equipment for
underwater adventures. Many of
these items are predictable:
snorkels, several varieties of wet
suits, scuba rigs, and artificial
gills. Various specialized equip-
ment appears, along with spear-
guns, bangsticks, and electric
prods. Tables summarize the die
modifiers for these weapons at
various ranges and against
different kinds of armor in the
standard Traveller format. Other
types of equipment range from
diving armor to mini-subs and a
small undersea dome accommo-
dating up to 8 scientists and/or
adventurers.

The final sections of the booklet

deal with special encounters,
events, and guidelines for
adventures. The events are brief
paragraphs describing something
like an undertow or a reef colony,
and formatted to fit into an
encounter table. The guide to
adventures offers some very short
ideas on how to utilize the under-
sea environment for adventures,
rather than scenario outlines.
Using the sea as a site for
archaeological activities, salvage
operations, rescue, or military
missions are suggested, Given the
wealth of background informa-
tion contained in this volume, it
should not be too difficult for a
gamemaster to set up and run an
adventure or two under the sea. If
your Traveller campaign might
benefit from such a setting, this
book may prove extremely useful,
and may in fact find applicability
for other role-playing systems. O

FAMINE IN FAR-GO

By Michael Price
(TSR, $5.50)
Reviewed by Russell Grant Collins

TSR's second module for Gamma
World is an interesting quest to
discover the cause of the terrible
famine that is plaguing the area
and a cure for it. It is ideal for the
gamemaster just starting out, as
the frame of the adventure is that
of a rite of passage and the area
has much to explore beyond the
bounds of this adventure,

The 32-page module also
features six new creatures, two
new robotic units, three new arti-
facts, five new mutations, and
some new rules to make Pure
Strain Humans more viable char-
acter types, which appear in the
revised Gamma World game.

The adventure is well thought
out and the Far-Go area makes a
good campaign setting, as | said.
There is enough danger to chal-
lenge most groups of adventurers
without being too threatening,
especially if they think.

The new rules tend to improve
some of the defects of the original

game, such as the weakness of
PSH as oppsed to mutants. The
new mutations, however, lack any
clue about how they can be inte-
grated into the charts in the
original game, thereby limiting
these powers to gamemaster-
characters and adventurers who
role the “player’s choice’ option,
A gamemaster can easily come up
with a system to do so, but he
shouldn’t have to.

Another factor for the begin-
ning gamemaster to consider is

that the areas of the map not
covered by the current adventure
are (presumably) to be explored
in later modules, In any case,
other than their names, nothing is
revealed about them so the game-
master will have to make things
up or delay the characters until
these modules come out.

The player’s map is backed by
maps for the gamemaster, limiting
its usefulness. Since it's a color
map, the obvious solution of
Xeroxing a copy won't work.,

Despite my gripes, however, |
recommend this module to any
beginning Gamma World game-
master and any other Gamma
World gamemaster willing to do
whatever work might be needed
to fit it into his campaign (which
may be nothing more than placing
the more vital encounters of the
adventure into her land). Even if
the gamemaster thinks he will
have to do a lot of fiddling to
blend this adventure into his land,
the new rules are valuable. O

NEVER Dip LIKE
VEGETABLES./
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Theatre Of the Mind
Enterprises, Inc.
mtroduces

GLOZEL EST AUTHENTIQUE

Two scenarios steeped in the tradition of H. P. Lovecraft await the Keeper of Arcane
Knowledge.

This volume is designed specifically for use with CALL OF CTHULHU, Chaosium,
Inc.’s fantasy role playing game of the macabre.

GLOZEL EST
AUTHENTIQUE

leads the adventurers to France where
they will try to solve a puzzling arche-
ological enigma. Strange secret socicties
watch their every move. The outcome
will be totally unexpected.

Secrets of the

Kremlin

probes the depths of the ancient citadel
and the mysteries of the early Czars.
What hidden truth can be crafted by
the Bolsheviks and translated into the
terror of today?

Illustrations, maps and photocopy-ready
props are included to vividly portray these
lwo scenarios.

$8.00

Im'cmei pipings drift on WHISPERS
the wind . . . The ancient IN FROM
heralds gather. LAt DUNWIC]{ THE ABYSS

comes again with mad and other tales
gibberings . .. An eon A Call of Cthulhu ) .
long journey that leads Adsartiivs Three Adventures design-

toa The nightmare continues €4 Jor use with Call

PURSUIT ... The police Aren’t of Cthulhu.
TO Talking The Coroner is WHISPERS FROM THE ABYSS
Terrified But it’s Business | SHIP WITHOUT SHADOWS

KADATH i dissidl i PRk, ON THE WINGS OF MADNESS

A Call of Cthulhu

Adventure Fully Illustrated Fully Illustrated
$10.00 $8.00 $10.00

Available at Better Game and Hobby Stores or send Check or Money Order to:

Theatre of the Mind Enterprises, Inc. (New Jersey residents add 6% sales tax).
Box 319 By Permission of Arkham House
Kirkwood, N.J. 08043 Approved by Chaosium Inc.




Doing [t With Class

FourProfessionsFor G ALL Of

By Paul Montgomery Crabaugh

C all Of Cthulhu is much more than
it alleges to be: rather than a spe-
cific system for a single author’s
works, it is really a quite good system
for all types of supernatural-tinged
adventuring in the 20th Century.

CTHOLA[)

Having realized that, it began to
occur to me that the professions avail-
able to investigators in the main rule-
book exclude several well-known char-
acters and types. (There’s more variety
in the sourcebook, but I generally

prefer my players to use the main rules
—for simplicity’s sake, if nothing else.)
That led to four new professions for
players to indulge in. a

CLERIC

~ Cleric designates any member of any of the Christian
churches. From the point of view of game mechanics,
there’s not a great deal of difference between them—
but the player should be required to be specific about
which sect he belongs to. The skills listed will describe
most possible positions: priest, monk, nun, minister,
and so forth. With some slight modification, one could
also describe officials of the other great religions
related to Christianity: Judaism and Islam. With still
more modification, other religions could be included.
Most churches can be persuaded to allow their officials
to wander off in pursuit of evil. Although the charac-
ters will tend to be somewhat impoverished, they can
receive aid and expense money by convincing their
superiors of the need. Whether this profession allows
any additional protection against (or vulnerability to!)
the denizens of the Cthulhu mythos is up to the
Keeper.
Skills: Read/Write Latin, Speak Latin, Library Use,
Psychology, Debate, Oratory, Occult, Anthropology,
First Aid.

Money: 1D3x $1000 per year.

EXPLORER

Explorer includes a wide variety of professional wan-
derers and adventurers, who were very common in lit-
erature during the period of the game and even some-
what common in the real world. This type of character
largely disappeared with the outbreak of the Second
World War. The archetypical British hunter is a mem-
ber of this profession; so, arguably, is Jake “Gold Mon-
key” Cutter. In real life, probably the best known
example of this sort of person is Richard Halliburton.
These characters frequently earn their living by writing
about their experiences—regardless of whether those
experiences end up in the Saturday Evening Post or
Weird Tales.

Skills: Speak Other Language, Anthropology, First
Aid, Linguist, Make Maps, Occult, Track, Climb, Ride,
Rifle.

Money: As author.

SCIENTIST

Scientist indicates a researcher, as opposed to a
Professor, who is primarily a teacher. Scientists can get
permission to engage in odd expeditions from time to
time, and, if the expedition reflects in some way on
their professional studies, may even get funding and
official recognition. Whether Indiana Jones is a scien-
tist or a professor is an interesting question.

- Skills: Read/Write Latin, Library Use, any three Know-
ledge skills as a personal specialty, Spot Hidden Object,
Electrical Repair, Debate, Psychology.

Money: Professional.

DOCTOR

Doctor indicates any reasonably competent healer.
Doctors should have an Education high enough to indi-
cate a degree, and will only technically be termed
“doctors” if they have an Education high enough to
indicate a Ph.D.

Of the four professions, the Doctor is probably the
most important. After all, when the Explorer can’t find
the way out, and the Scientist can’t understand, and
the Cleric can’t deter. . .

Skills: Read/Write Latin, Chemistry, First Aid, Library
Use, Pharmacy, Treat Disease, Treat Poison, Diagnose
Disease, Psychology, Credit Rating, Psychoanalyze.
Money: Professional. -
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HOLLYWOOD

continued from page 4

Resurrected. Cthulhu fans, if you
haven’t seen a Dr. Phibes, see this
one. Vincent Price is back. With
Vulnavia? One can only hope.
FROM THE PAST: Not too dis-
tant a past catchable on cable TV
was a little gem of a film called
T.A.G.—The Assassination Game.
Touting this film is yet another
example of Ye Ol' Sword eating
his words. Long. long ago |
expressed doubts about this
movie, which tells the tale of
college students playing a Killer-
type game on campus, which
becomes deadly as one of the
participants starts using bullets
instead of rubber darts. | feared
the worst, another mad-killer
movie. But when | saw T A.G.,
well put quite simply it was great.
Its story was light, breezy, roman-
tic and filmed with great style. In
fact the movie could have been
made without the mad-killer plot.
And yet, the that plot melds
beautifully, because we see the
crazed college student gradually

erode and it's made clear that it is
not so much the game he’s play-
ing that causes it, it's just that this
maniac is plain bonkers. He goes
from a total creep to a suave, tux-
edoed killer very believably. |
don’t want to give away the flips
and flops of the film, but if you
are a gamer, | think you're going
to like it. You’ll see a spirit you'll
recognize and get a lot of laughs
and thrills along the way. It stars
Robert Carradine and a luscious
lady whose name, curse my veins,
| cannot remember. |t might even
put Killer games in perspective for
you. It'll sure tell you when you
have gone too far. Again con
organizers, | beseech thee, how
many times can we sit through
Godzilla Vs. the Mecha-Monster?
Here's a film that might make con
attendees sit up in thought. |
leave it to you.

And now, adios muchachos. Ye
O!’ Sword must polish his blade
and face away into that techni-
color sunset. If you see me at a
con, say hello. Until next time,
good gaming, roll them dice and
hey, see a movie willya. | have to
keep the business going if | want
to buy RuneQuest 3, O
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WHAT'S NEW ters who live their imaginary lives
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and a page of rules. Based on the
Dungeons & Dragons cartoon
show, Playing time: 30-60
minutes.

COMPUTER GAMES

SunDog (FTL Games, 7907
Ostrow St, Suite F, San Diego CA
92111, $?) by Bruce Webster.
"Frozen Legacy: A ZoomAction
Adventure Game.” For Apple Il
with 64K, joystick, and color
monitor. The object of this
science-fiction adventure game is
to build a colony for a religious
group.

SOURCEBOOKS

The Adventurer's Handbook (Res-
ton, 11480 Sunset Hls Rd, Reston
VA 22090, $?) by Bob Albrecht
and Greg Stafford. "“A guide to
role-playing games.”” This 208-
page book "‘takes you to the
world of fantasy—a world of role
playing games in which the

in a specially made game land.”

ENDLESS QUEST BOOKS

These pocketbooks are 160 pages
each (TSR, $2.25 each) and are
based on the D&D game. ""Pick a
Path to Adventure.”

Book 15: Under Dragon’s Wing
by John Kendall. It isup to a
young boy to save his city from
the legions of the evil Crimson
Wizard with the help of his magi-
cal dragon ring and an ancient
sorcery book.

Book 16: The Dragon’s Ransom
by Laura French. A young boy
must face danger from fierce orcs,
trolls, hobgoblins, etc., to seek
treasure in order to raise the ran-
som that must be paid to the
Golden Dragon who stands guard
over the Land of QOon.

MISCELLANEOUS

DragonLance 1985 Calendar
(TSR, $6.95) by Larry D. Elmore,
et al. Featuring paintings based on
the AD&D world of Krynn. “The
Epic Quest.” (]
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From the designers of THIEVES’ GUILD

Rules and Adventures for
Warriors in Heroic Fantasy!

Gamelords, Ltd.

18616 Grosbeak Terrace
Gaithersburg, MD 20879

EVERYONE’S TALKING ABOUT...

TIMEMASTER™ ROLE-PLAYING GAME
. Adventures
¢ Crossed Swords

. The Cleopatra Gambit

Missing: PT 109 (TIMEMASTER Screen)

CHILL"™ ROLE-PLAYING GAME
Adventures
Village of Twilight

Highland Terror

Castle Dracula (CHILL Screen)

STATE OF THE ART ROLE- PLAYING
FROM

acesette .

Games $12.00 suggested retail Adventures $6.00 suggested retail

Auvailable through your local hobby store or from Pacesetter, Ltd. Dept. M POB 451 Delavan, WI 53115
Add $1.50 postage and handling when ordering from Pacesetter.
™ & © 1984 Pacesetter Ltd. All Rights Reserved.
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Books & Gaming

Reviews of books with interesting
world settings useful for creating
imaginative role-playing campaigns.

\

THE HERO WITH
A THOUSAND FACES

By Joseph Campbell
(Princeton University Press,
$7.95)

Reviewed by David R. Dunham

Is there any connection between
mythology and role-playing
games? | think not.

Already | can hear shouts of
protest, Sure, my fantasy role-
playing campaign has mythologi-
cal creatures like dragons and uni-
corns, too, It has no connection
with mythology, either, They are
just fantasy creatures, devoid of
meaning. A myth, by contrast,
does contain meaning. The Hero
with a Thousand Faces seeks to
explain the hero myth and the
symbols that appear in it.

According to Joseph Campbell,
the tales of all heroes boil down
to a single story, which he calls
the ‘monomyth.” In a nutshell,
this consists of the phases of sepa-
ration, initiation, and return. An
example of these phases is Moses
climbing the mountain, receiving
the law, and returning with it to
the Israelites.

There are of course some varia-
tions, Campbell examines the
path of the hero in detail, with
examples including King Arthur,
Buddha, the Frog King from the
Brothers Grimm, Gilgamesh, the
Sumerian goddess Inanna, the
Eskimo trickster Raven, and Rip
Van Winkle, To summarize (see
Figure 1), the hero is lured, car-
ried away, or voluntarily proceeds
from his mundane surroundings
to the threshold of adventure.
There he defeats a guardian and
proceeds alive, or, if slain, des-
cends in death. The hero then
journeys through a dream land-
scape "‘where he must survive a
succession of trials, Thisis a
favorite phase of the myth-
adventure.” Not everyone or
everything he meets is necessarily
an enemy: he may also receive
magical aid. He eventually arrives
at the crux of the adventure,
undergoes a supreme ordeal, and
gains his reward. This may be sex-
ual union with the World-
Goddess, atonement with the
Creator-God, or his own diviniza-
tion. In some cases the hero has
to steal his reward (bride, fire,
etc.). He then sets about returning
to the normal world (perhaps
having to flee pursuers and pass
more obstacles), Back at the
threshold, with external help or

BY JOSEPH

CAMPBELL

Bollingen Serien | Princaton

on his own, the hero is reborn
into the world, and brings it his
restoring boon.

The pattern of the hero myth,
repeated over and over in the
legends of different cultures,
doesn’t bear much resemblance to
many of the role-playing situa-
tions | have seen. While not every
scenario must result in the world
being restored, there are still lots
of possibilities for grounding a
role-playing adventure in the
foundations of the hero myth,

The hero's cycle is the basis for
the RuneQuest heroquests (see
for example “Waha's Quest” by
Greg Stafford in Different Worlds
4). Generally the would-be hero-
quester follows a path previously
laid out by a legendary hero. He
still faces a possibly dangerous
separation, initiation, and return,
but has an advantage over the ori-
ginal hero in that he knows more
or less what to expect. Of course,
the rewards aren’t as big the sec-
ond time around. While the hero
myth revolves around a single per-
son, rather than the group of
characters usually found in a role-
playing game, the group could
quite easily act as the helpers the
hero meets during the test phase
of the adventure.

Even if you don't want such a
direct connection with mythol-
ogy, the elements of the mono-
myth are relevant to just about
any kind of adventure, There's an
obvious similarity to the plot ele-
ments of literature (motivation,
rising action, climax), except that
the monomyth is specifically the
distillation of adventure litera-
ture, Try putting the same ele-
ments in your scenarios to add a
touch of the heroic. (For a more
general discussion of how to do
this, see Ken Rolston’s ““Adven-

Figure 1:
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Waking
EMANATIONS Dream DISSOLUTIONS
Deep Sleep

ture By Design’ column in
DW 30.)

The latter part of the book deals
with the cycles of the cosmos. It
begins in a blissful condition,
degrades to the current state, and
eventually improves again (see
Figure 2), The author connects
this to our own dreaming: con-
sciousness must be refreshed by
passing into deep sleep and back;
likewise, the cosmos must be
renewed, The job of the hero is to
make sure that the sycle is not
held up. This often means dealing
with a dragon or tyrant who
represents the status quo. This
section is not as useful for the
scenario designer, but will help
anyone designing a complete
campaign background.

Is there any use for mythology
today? Campbell says that myth
is killed by being interpreted as
biography, history, or science.
But he also points out the connec-
tion between mythology, dreams,
and psychology. Both dreams and
myths are symbolic “of the dyna-

mics of the psyche.” Dreams are
our private mythology, while the
psychologist is the ““modern
master of the mythological
realm.” “Mythology . . . is psy-
chology misread as biography.”
Campbell certainly seems to be a
follower of Jung and Freud. In
any case, he says that the intent
of myth is to transmit traditional
wisdom {which is not always
rational knowledge),

The Hero with a Thousand
Faces is not an easy book to read.
While it isn’t overly dry, it isn't
exactly entertaining, either, It
took me three starts to get
through it, This may be due to
the fact that | don"t usually read
scholarly books for entertain-
ment. But | think it was worth it
not only because | have used the
monomyth in my campaign, but
because | have a better under-
standing of how a mythology
should be designed. There were
lots of other insights, too. Perhaps
now | can write an acceptable
RuneQuest cult. , , a

I'M SUPPoSED TO <oOL-

OFF FASTER AND FASTER.
UNTIL- | BURST THRougH THE
ABSOLUTE ZERD BARRIER!?
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What's New

New products and publications for the adventure role-player.
Game companies are encouraged to send samples of their

new releases for announcement in this column.

NEW SYSTEMS

Element Masters (Escape Ven-
tures, Box 4330, Va Bch VA
23454, $7) by Kenneth D. Bur-
ridge, et al. This second edition is
160 pages and comes with a 17"'x
11" map of Vinya and a character
sheet.

Justice Inc. (Hero Games, 92A
21st Ave, San Mateo CA 94403,
$15) by Aaron Allston, et al.
““The Role-Playing Game of the
‘20s & '30s.” Comes boxed with a
96-page rulebook, an 80-page
campaign book, and dice. ‘‘Live
The Adventure!”

Ringworld (Chaosium, Box 6302,
Albany CA 94706-0302, $25) by
Sherman Kahn, et al. "Roleplay-
ing Adventure Beneath the Great
Arch." Comes boxed with a 60-
page Explorer Book, a 36-page
Technology Book, a 44-page Crea-
tures Book, a 48-page Game-
master Book, playaids, and dice.
Based on Larry Niven's science-
fiction novels. ““The Authorized
Roleplaying Game.”

Stalking the Night Fantastic (Tri
Tac, Box 61, Madison Hgts M|
48071-0061, $12.95) by Richard
Tucholka and Chris Beiting.
“‘Supernatural Role Playing,” This
second edition is 104 pages spiral
bound.

Star Trek (FASA, Box 6930,
Chicago |L 60680, $?) by Guy W
McLimore, Jr., et al. This second
edition basic game comes boxed
with a 40-page Star Fleet Officer’s
Manual, a 48-page Game Opera-
tions Manual, a 40-page Cadet's
Orientation Sourcebook, and dice.
TimeMaster (Pacesetter, Box 451,
Delavan W1 53115, $7) by Marc
D. Acres. ‘“Adventures in the 4th
Dimension.”” Comes boxed with a
64-page Traveler's Manual, a 32-
page Guide to the Continuum, a
16-page “Red Ace High: An

Introductory TimeMaster Adven-
ture,” a 27''x20%" double-sided
map, 140 counters, and dice. For
ages 12 and up. ““A Great Time
Any Time.""

FOR ADVENTURES

IN TEKUMEL

Swords & Glory, Vol. 2: Tekumel
Player’s Handbook (Gamescience,
01956 Pass Rd, Gulfport MS
39501, $20) by M.A.R. Barker.
“For Adventures in Tekumel.”
Comes boxed with a 244-page
rulebook, a 16-page Combat Sum-
mary, a 12-page Sorcery Sum-
mary, playaids, and dice.

FOR CALL OF CTHULHU
"“Glozel Est Authentique!”
(TOME, Box 319, Kirkwood NJ
08043, $?) by Stephen Rawling
and E.S. Erkes. A 64-page book.
Contains two scenarios. The title
scenario leads the investigators to
France where they will try to
solve a puzzling archeological
enigma. The second scenario,
"Secrets of the Kremlin,”" probes
the depths of the ancient citadel
and the mysteries of the early
Czars.

FOR CAR WARS

Expansion Set 5: Double Arena
(Steve Jackson Games, Box
18957, Austin TX 78760-8957,
$2.95) by Steve Jackson. Comes
with two double-sided 21"'x32""
maps of the Buffalo Municipal
Coliseum and the Dumbarton
Slalom Arena in Oakland, Calif-*-
ornia, 48 counters, and instruc-
tions. “They call the Buffalo
arena Murphy Memorial—if any-
thing can go wrong, it willl"’

FOR CHAMPIONS

Champions 111 (Hero Games, $10)
edited by Steve Peterson,
““Another Super Supplement.”
This 80-page book includes an
article on random superhero
generator, optional modifications
to old powers, new powers, new
power modifiers, new power
advantages, new power limita-
tions, new combat rules, cam-
paign aids, and various new record
sheets and forms.

FOR CHILL

Village Of Twilight (Pacesetter,
$?) by Gali Sanchez and Carl
Smith. A 32-page book, The
adventure involves the search for
a lost tribe of werejaguars, ‘‘Local
Indians were not sure where the
tribe had gone, but believed them
to be relocated somewhere in the
jungles of southeast Mexico. . ."”

FOR FRINGEWORTHY

Rogue 417 (Tri Tac, $5.95) by
Richard Tucholka, ""After Dooms-
day You Can Survive.” Thisisa
32-page campaign module. In
1994, a deadly bacteria is acci-
dentally released in a lab in Syria.
It mutates and quickly kills 60%
of the world population within
the year. The object of the game
is survival. “The Lucky Ones

are Dead.”

FOR LOST WORLDS

The following are all 32-page
booklets (Nova, Box 1178, Man-
chester CT 06040, $6 each) with
at least one playaid. They are all
by Alfred Leonardi.

Woman in Scale with Sword and
Shield.

Hill Troll with Club,

Fighter Mage with Magic Sword.
Also comes with five spell cards
and two sword cards,

Cold Drake.

FOR MS&PE

Raid On Rajallapor (Grenadier
Models, Box 305, Springfield PA
19064, $?) by Gary Pilkington.
For 4-6 players. ""The job seemed
easy enough; raid a heavily
guarded estate in northwestern
India and steal a valuable statue
... Yet, this is one mercenary
contract you are having second
thoughts about. Your employer
seems confident of your success,
perhaps, too confident.’”” A 48-
page book.

FOR

THE MORROW PROJECT
The Starnaman Incident (Time-
line, Box 11051, Lansing Ml
48901, $?) by C, Starnaman and
H.N. Voss. A 52-page book. ""One
hundred and fifty years ago the
people of Starnaman fought a
bloody war of liberation, For over
ten years they struggled against a

Faceseliex

reign of terror. Team H-9 finds
itself enmeshed in a legend of
horror and hatred passed down to
people that they do not know."”"

FOR OGRE AND G.E.V.

Shockwave (Steve Jackson

Games, $3.95) by Steve Jackson.
Comes with 224 counters, a 13"'x
14%" map that fits on any side of
the G.E.V, map, and instructions
which include 12 new scenarios.
New units include a Cruise
Missile, three new types of
G.E.V., and the Superheavy Tank.

FOR STALKING

THE NIGHT FANTASTIC
Module 1: Hellsnight (Tri Tac,
$5.95) by Richard Tucholka, et
al. A city dies at midnight.”” A
32-page spiral-bound book. Con-
tains seven scenarios: “‘Massacre
on Cass Ave,”” ""The Augmented
Man,"” “"The Happiness Plot,”
“Walk On Water,” “Roach
Hotel,"” “Serengeti USA,"" and
“The Last Panzer." Also includes
additional rules for the game.

FOR STAR TREK

The Klingons (FASA, $15) by
Fantasimulations Associates. "'A
sourcebook and character genera-
tion supplement.” Comes boxed
with a 64-page rulebook, 20 pages
of playaids, a 4-page “Intrusion”’
adventure, a 16-page ‘'The
Natural Order’ adventure, and
112 counters. "“The Klingon
Empire Wants You!"’

Trader Captains and Merchant
Princes (FASA, $6} by Fantasim-
ulations Associates. "“Included are
all the rules and charts needed for
the creation of various traders,
privateers, merchants, con-men,
and rogues. A complete system
for trading commodities, playing
the stock market, procuring a
bank loan, and the economics of
running a starship are presented.”
A 52-page book.

Ship Construction Manual

(FASA, $6) by David F. Tepool.
““Any ship from the mighty Enter-
prise to an Orion Blockade
Runner can be constructed and
the player reference panel drawn,
Basic data is included for the
Federation, the Klingon,
Romulans, Gorn, and Tholians.”
A 56-page book.

The Vanished (FASA, $6) by Guy
W. McLimore, Jr. and Greg Poeh-
lein, "It started as just a friendly
conversation—until suddenly
there was no one left to talk to!
The crew of the Federation Star-
ship must find out why—befare
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they too are among The Vanished
... Included are complete deck
plans for FDR 39 and a complete
crew roster for use with this
adventure. . ."” A 40-page book.
Denial Of Destiny (FASA, $6) by
Andrew Philip Hooper. “The
planet Aleriad, barred to Star
Fleet and independent vessels, is a
doomed world. Your mission:
take a rescue fleet and save as
many of the natives as you can.
Simple??? Not quite. The Alerians
are religious fanatics and believe it
is their destiny to remain on their
world.”” A 40-page book.

U.S.S. Enterprise Deck Plans
(FASA, $15) by Jordan Weisman,
et al. Comes boxed with a 12-page
Ship Recognition Handbook and
nine 22''x33%"" double-sided deck
plans for use with 16mm
miniatures,

Klingon D-7 Class Battle Cruiser
(FASA, $12.50) by Jordan Weis-
man, et al. Comes boxed with a
12-page Ship Recognition Hand-
book and six 22"'x33%:" double-
sided deck plans for use with
15mm miniatures.

Ship Recognition Manual: The
Klingon Empire (FASA, $7) by
Jordan Weisman, et al. This 32-
page book “‘contains 14 vessels of
the Klingon Imperial Navy. All
available data on each ship is pre-
sented in this volume, including:
Tonnage, Crew, Range, Warp
Speeds, Weaponry, and all game
information.”

Ship Recognition Manual: The
Federation (FASA, $7) by David
F. Tepool. This 32-page book
"contains 14 vessels of the United
Federation of Planets. All current-
ly available unclassified data for
each ship is presented in this
volume . . . along with all infor-
mation necessary to add these
vessels to your game.”’

FOR TIMEMASTER

Crossed Swords (Pacesetter, $?)
by Carl Smith. "With the Three
Musketeers.”” A 32-page book.
For 2-8 players. This adventure
simulates The Three Musketeers
story of saving the Queen’s repu-
tation by retrieving her diamond
pins from her paramour in Lon-
don and returning them to Paris
in time for the Royal Ball.

FOR TRAVELLER

Adventure 12: Secret of the
Ancients (GDW, Box 1646,
Bloomington IL 61702-1646, $5)
by Marc W. Mitler. “Set in the
Regina subsector of the Spinward
Marches, this adventure concen-
trates on a search for an archaeol-
ogical site which can reveal who
the mysterious Ancients were and
perhaps solve the puzzle of their
history.” A 48-page booklet.

Alien Module 1: Aslan (GDW, $6)
by J. Andrew Keith, et al.
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“*Adventure and Intrigue with a
Proud Warrior Race.”” "“Spinward
of the Imperium, a race of fero-
cious carnivores has evolved to
intelligence and rules hundreds of
star systems. They are the Aslan,
interstellar neighbors of the
Imperium."” A 40-page book,
Alien Module 2: K'kree (GDW,
$6) by J. Andrew Keith and
Loren K. Wiseman, “Encounter
with the Enigmatic Centaurs.”
"One of the Imperium’s inter-
stellar neighbors is a six-limbed
vegetarian race known as the
K’kree. Their empire includes
hundreds of star systems, and
their rule within their territory is
absolute.”” A 40-page book.

Beltstrike (GDW, $12) by J.
Andrew Keith, “'Riches and
Danger in the Bowman Belt.”
Comes boxed with 12 character
cards, 17''x11" map of Koenig's
Rock, 12-page Bowman System
Reference Book, 12-page Belter's
Handbook, and four 4-page
scenario folders: *'Lodes of
Adventure,” ““On The Rock,”
“Claimjumpers,” and
““Archeology.”

The Desert Environment {(Game-
lords, 18616 Grosbeak Ter,
Gaithersburg MD 20879, $6.95)
by William H. Keith, Jr. This 56-
page booklet deals “‘with the par-
ticular situations and problems of
travel and survival in a desert
climate.”” Includes rules on naviga-
tion, finding water, mirages, sun-
burn, heat stroke, flashfloods,
sandstorms, equipment, adven-
tures, etc,

Duneraiders (Gamelords, $6.95)
by William H. Keith, Jr. "'Riches,
danger, and mystery lie within the
arid wastes of Tashrakaar, a desert
world peopled by the savage and
inigmatic (sic) Duneraiders. The
players soon learn that desert
nomads and desert heat aren’t the
only enemies they face when they
find themselves trapped in the
midst of vicious inter-corporate
war!’" A B6-page booklet.
Disappearance On Aramat (Grena-
dier Models, $7) by Gary Pilking-
ton. For 4-6 players. “The x-boat
message from a group of archeol-
ogists on Aramat is long overdue.
The planet is seemingly peaceful
and uninhabited. What could have
happened?’* A 48-page book.

FOR V&V

The Dawn of DNA (FGU, Box
182, Roslyn NY 115786, $7) by
Kenneth Campbell, A 20-page
book with over a hundred cutout
counters. Dr. DNA has a diaboli-
cal plot to feed pills to human-
kind that will turn them all into
zombies.

From the Deeps of Space (FGU,
$5) by Stefan Jones. A 24-page
book with 84 cutout counters.
The Capellans has annexed Earth

to their Hegemony and is sending
an invasion force.

FOR WITCH HUNT

A Tyme of Darkness {StaCom
Simulations, Box 833, Bayonne
NJ 07002-0833, $5.50) by
Richard Driscoll. This 20-page
book includes two scenarios, rules
clarifications, and a rumor table.
The title scenario involves sick
cows in Salem, 1692. The second
scenario, ""Tragedy at the North
River," involves Cotton Mather
and a child drowning at a fall
festival,

FOR AUTODUEL GAMES

UltraForce (AutoVentures, 1002
Warrington Dr, Austin TX 78753,
$7) by Aaron Allston. A 32-page
book, includes AutoVentures'
Quick-Play Auto-Combat System.
Players are members of an elite
military service answering directly
to the Chiefs of Staff and the
President. The two scenarios
involve a huge armored combat
vehicle and a team of ambushers.

FOR ANY SYSTEM

Cloudland {Grenadier Models, $7)
by Tony Fiorito. For characters
of levels 1-4. "*You have heard
rumaors that Cloudland is a huge
castle built many decades ago by
a powerful mage. The mage is
long dead, but creatures still fight
for control of the castle’s awe-
some towers. Beneath the walls of
Cloudland, in its subterranean
expanses, are rumored to be
untold riches and strong, arcane
magicks.”” A 48-page book.
Citybook Il: Port o’ Call (Blade,
Box 1210, Scottsdale AZ 85252,
$9.95) edited by Liz Danforth
and Michael Stackpole. 22 fully-
developed seaside businesses for
use with any role-playing system
including over 70 completely
developed non-player personali-
ties to interact with player charac-
ters in over 60 suggested scenarios
for City adventures.”” A 116-page
book,

Treasure Vault (Blade, $6.95) by
Steven D. Howard and Stephen
Peregrine. "A compendium of 26
thoroughly described and very

interesting items (magical and
otherwise) plus 38 interconnected
non-player characters in 57 sug-
gested scenarios for use in any
role-playing game.”” A 40-page
book,

The Quest {lcarus Games, Box
834, Urbana IL 61801, $?) by
David Emigh, "’A Fantasy Role-
Playing Scenario Design Aid.”
This 64-page booklet discusses six
types of quests: the sword quest,
the broken sword quest, the uni-
corn quest, the dead companion
quest, the dragon guest, and the
bride quest, Also included is a
bibliographic essay.

MAGAZINES |

Simufant 2 (c/o Frank Lassak,
Margarentenstr, 21, 2000 Ham-
burg 6, West Germany, 2 DM)
edited by Frank Lassak. A 44-
page digest-sized German-language
gaming magazine. “Der Infor-
mator fur die Neue Spielkultur."”
This issue includes: an article on
“‘Astrologie in AD&D," game
reviews, a fantasy story, an inter-
view, etc.

OTHER GAMES

Globbo {Steve Jackson Games,
$4.95) by Allen Varney. "'A pecu-
liar game for two players.”’ This
16-page book comes with a 16"'x
21" map and 140 counters. The
game pits the exploding children
of Ticketa-koo against Globbo,
their cheerfully homicidal blob-
like babysitter in an alien playpen.
Judge Dredd (Games Workshop,
27-29 Sunbeam Rd, London
NW10 6JD, England, $?) by lan
Livingstone. "The Game of Crime
Fighting in Mega-City One.” For
2-6 players aged 8 to adult.
Comes boxed with a 22''x33""
map, 54 Action Cards, 21 Sector
Cards, 28 Perp Cards, 28 Crime
Cards, 6 Judge Cards, 6 playing
pieces, 24-page Umpty Candy
Card Album, a die, and a 4-page
rulebook. Playing time: 1-2 hours.

Quest for the Dungeonmaster
(TSR, $?) by ?. A fantasy adven-
ture game for 2-6 players, ages 6
and up. Comes boxed with a 17"'x
21%" map, 6 counters, 52 cards,
continued page 38
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FilmReviews

Reviews of outstanding feature films of interest
to adventure role-players. Good movies are
indispensable sources of gaming ideas.

Reviewed by John Nubbin

GREMLINS

Director: i i Joe Dante
Producer. . . . . . Michael Finnell
Screenplay . . . . Chris Columbus
Music. 2ok a0k Jerry Goldsmith
Photography. . . . . . John Hora
CAST

Rand Peltzer. . . . . Hoyt Axton
Kate .........Phoebe Cates
B 5 o ity Zach Galligan

A small town inventor wants to
give his son something really
different for Christmas. What he
finds is a small creature called a
mogwai. He basically steals the-
animal for his son giving it to him
just in time to destroy their
home, neighborhood, and town
for Christmas day.

The theme of Gremlins is a cross
between the old chestnuts, ““there
are some things man was not
meant to know,”” and “the only
thing worse than wanting some-
thing is having it.”” One may
assume the reason the movie has a
blending of two such vague
morals is that every facet of the
movie is merely a hodging of
handy bits, all of it thrown
together to help hold in place the
series of special effects which are
the film’s only distinguishing
feature.

Gremlins was made to sell toys;
greeting cards, puppets, figurines,
coloring books, T-shirts, and any-
thing else for which the producers
can sell licenses. It isa tacky,
senseless, cruel, bigoted, cold
motion picture, one filled with in-
jokes, self-congratulations, and a
greedy disregard for those who
pay to see it which rivals that of a
snake oil salesman.

Little in the film makes sense.
For instance: the three rules.
“Don’t get them wet.” Aside
from the fact that every time they
eat they will get wet {chicken fat
on their lips, etc.), we see these
creatures getting wet all the time,
and nothing happens. One has to
run through the snow to get to a
swimming pool to produce more
of his kind? Why doesn’t he
simply roll in the snow? Surely
snow is’closer to water than a
chlorinated pool.

“Never feed them after mid-
night.”” Midnight where? The term
‘midnight’ is just a concept. There
really is no such thing, excepting
the mid-way point between dawn
and dust, which is certainly not
12 o’clock every night. i

‘‘Keep them out of bright
light.”” If bright light kills one of
them at the end, why not both?
The bad gremlin, granted, falls
directly in the sun’s path, but the
good one is in the same room, and
after watching the same one
earlier freak out over a bathroom
light, it seems reasonable to
expect he should have gotten
fried at the end as well.

One can go on and on, tying
knots in the film's lack of logic,
but it is to little avail. The simple
truth is, the filmmakers simply
did not care to work at creating a
picture which made sense. They
have taken a relatively good idea
and explored only one aspect of it
—like so many others recently—
the special effects.

The town they created for
Gremlins, and the people they
brought to life to populate it are a
fantasy. Everyone is stiltedly half-
dimensional. 1t is the old Muppet

thinking; make the people awk-
ward, silly, and characterless, and
the puppets have to look as if
they have personality when
placed next to them. No attention
was paid to the people in the film.
They are all fools, and worse than
fools. No one is allowed to be
competent, unless they are nasty.
In the filmmakers' eyes—what
could it matter? Everyone on
screen is only there to be tor-
mented and murdered by the
Gremlins.

Of course, for those who are
willing to pay their money for
nothing but special effects,
Gremlins is perfect. The puppets
go through their paces most
expertly. When they are meant to
make the audience laugh, they do
it with ease. When their function
is to terrify, they accomplish that
with equal ease. There is plenty to
see in the film, especially if one is
into the Joe Dante brand of ‘real-
world intrusion’ humor he so
loves. One can watch Steven
Spielberg glide by .on a bizzare -
bike, and see Raiders jokes to
one's heart’s content. As in The
Howling, Dante has again failed to
keep any distinct line between the
humor and the horror.

The director’s main problem is
in realizing that for us to care
about the characters being
stalked, possessed, destroyed,
etc., in a horror film, we must
first care about them. In
Halloween, we want Jamie Lee
Curtis to escape because she is
intelligent, decent, and basically a
good person, We are still shocked
when her friends are killed, but if
she or one of the children had

died, the deaths would have been
senseless.

Dante does not understand this,
or at least, he does not care to
understand this. Here, as in his
segment of Twilight Zone—The
Movie, he has made his characters
little more than Warner Bros.
cartoon figures. We never care if
the coyote gets hit by a falling
rock, and we don't care if Polly
Holliday gets launched to a
smearing death in Gremlins.

All in all, it is just another
exploitation film. Trading'on
Spielberg’s name and reputation,
it is merely a money-maker—just
another summer film which in the
end has nothing to keep it in our
memories past Thanksgiving.

STAR TREK 11l

THE SEARCH
FOR SPOCK

Director . . . . . Leonard Nimoy
Producer-. . . . .. Harve Bennett
Screenplay . . . . . Harve Bennett
(1 B R R James Horner
Photography. . . .Charles Correll,
A.S.C.

CAST
s R R William Shatner
SPOCK: s Leonard Nimoy
Kruge. . . . . . Christopher Lloyd
o L S Mark Lenard
High Priestess . . . . Dame Judith
Anderson

I1t's one of those 'scratch your
head’ flims; you either like it, or
you don‘t. Interestingly enough,
unlike both of the previous films,
this time around one’s enthusiasm
can be directly determined by
one's enthusiasm for the entire
Star Trek concept. If you liked
the show, you'll like this movie—

=

Zach Galligan (left foreground) is awed by the small and highly-
unusual pet he receives from hjs father (Hoyt Axton, rt.) while his
mother (Frances Lee McCain) looks on with equally high interest.

: Copyright © 1984 Warner Bros. Inc.

Zach Galligan and Phoebe Cates, as the youthful residents of the

picturesque mid-American town of Kingston Falls, examine the

unexplained havoc wreaked on the bank where they both work.
Copyright ©1984 Warner Bros. Inc.
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if you didn’t, you won’t; it's as
simply as that.

The first one, Star Trek: The
Motion Picture, was as preten-
tious as its title. It was made pom-
pously, and in some ways desper-
ately. Trying to please fans,
critics, and everyone in between,
it failed miserably, pleasing no
one except the most die-hard
admirers.

The Wrath of Khan, on the
other hand, sought to correct the
mistakes of the first. Its efforts
were directed toward making, not
so much a Star Trek film, but just
a film. 1t succeeded. Wrath was a
success, with fans and non-fans, It
has its critics—the original King
Kong, motherhood, and chocolate
chip cookies have their critics—
but by and large it redeemed
everyone’s faith in the property,
and pleased all its audiences.

The Search for Spock, however,
seems to have been made solely
for the fans. The more in-jokes
one knows, the more facts one
has gathered about the Enterprise
and her crew over the years, the
more one will enjoy this film.
This is in one way a criticism, and
in another it is not.

In truth, any film should be able
to stand on its own. Everyone
should know why the audience
applauds when the camera rests
on the brown bundle of fur, or
the slightly middle-aged bionde,
or Dr. McCoy when he grabs at
the shoulder of the man in the
bar. It is cheap filmmaking to
hang the balance of one's efforts
on the audience's knowledge,
rather than on one’s own skill,
and yet, that is what we have here
by the bushel.

And yet, how can anyone
rightly expect the filmmakers not
to take advantage of such an
unique situation. Outside of
James Bond, no other genre story-
line, not even Star Wars, has as
many ‘in’ references as Star Trek.
On one hand they snub their new
viewers by pandering to the old,
and yet, if they do not, they snub

Copyright @ MCMLXXXIV by Paramount Pictures Corporation

those who made them what they
are in the first place.

In all honesty, those in power
did not rely too heavily on the
past in Search, but also, in all
honesty, they did not make a very
good film, either.

PLUSES: The special effects were
good; the music was excellent.
James Horner has done a better
job reblending his themes for
Search with a far surer hand than
John Williams did with his for
either Jedi, or Temple Of Doom.
The plotting of the storyline is
sure and true. Itis notonly a .
good story, it is a good Star Trek
story.

MINUSES: Nimoy'’s direction is
boring. Although he has some
clever ideas about the uses of
close-ups, most of the time he
wastes everything in front of his
cameras, including the good
performances of most of his
fellow actors. The humor is too
prevalent; there are too many
laughs, and they hurt the flow for
anyone expecting something in
the way of a serious adventure.

And lastly, there is no villain.

As odd as it may seem, The
Search for Spock has no real
adversary for Kirk to pit himself
against, which after all, is the
basic thrust of every Star Trek
story—Kirk {or some other Enter-
prise officer) against some evil.
This time out, the foe is ‘circum-
stance,” which is not really an
enemy at all. People are in the
wrong places at the wrong time,
doing the wrong things.
Christopher Lloyd’s bumbling
Kruge is no threat, nor Star
Fleet's tin commanders—everyone
knows Kirk can out-maneuver
such pawns with his eyes closed.
The real enemy here is fate—

Kirk is really fighting mortality
again, as he did in Khan. In Khan,
however, he was battling his own.
We already know Capt. Kirk can
cheat death, we've seen him do
the trick a thousand times. To
those who want more than re-runs
of the same old tricks, The Search
for Spock is fairly pedestrian fare.
It is by no means the failure the

Copyright @ MCMLXXXIV by Paramount Pictures Corporation

first film was, but it is also by no
means as good as the second.

The Search for Spock is only a
long TV episode. At $4 to $5 a
pop, even the fans may grow
weary of such productions. This is
not to say that the Trek phenom-
enon is over, or even dying. If it
can widen its horizons, give its
audiences more of the Star Trek
world, instead of less, it should
enjoy growth for decades
to come.

Search is a turning point. If it
goes from here to galactic war, or
troubles of planetary size, things
should do just fine. If it continues
to dwell introspectively on a
handful of individuals, however, it
will most likely tarnish quickly,
and that would be a shame,
indeed. m}

NEXT ISSUE:

A review of all the movies
we haven 't covered

Copyright © MCMLXXXIV by Paramount Pictures Corporation
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A Letter from Gig

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

™

v

Dear Tadashi,

Oh well, | didn't make it to
ORIGINS this year after all. My
Toyota broke down near El Paso
and as | was waiting for its repair,
this big Texan came along and
invited me to his ranch. One thing
led to another and | never got any
closer to Dallas. | had a lot of fun
but | still have saddle sores.

Among the winners of the
ORIGINS awards this year were:
Grenadier Model's Call Of
Cthulhu figure series, Victory
Games’ James Bond 007 role-
playing rules, Blade's Storm-
haven adventure, and the Dragon
magazine. And elected to the
Adventure Gaming Hall of Fame
this year was DAVE ARNESON.
Newlyweds get all the breaks.

Who was HOWARD THOMP-
SON waiting for at the bar in
ORIGINS and why didn’t he want
GREG STAFFORD to know
who?

TSR Rumeor Dept: Are D&D
sales down? . . . Is TSR on a 4-day
work week? . . . Did TSR file for
Chapter 11 in the Bankruptcy
Courts? |s DAVE ARNESON
worried about the status of his
contract with them? . . . Was
TSR offered $8 million for their

game company? Did TSR
counteroffer with $15 million?
Sounds affordable to me, all you
need is some big bank to bankroll

. Did TSR get the rights to do
a role-playing game based on the
TV series Dynasty? Shades of
Dallas. . . Check any of the above
with which you agree,

TOME's next Call Of Cthulhu
module is tentatively titled The
Toy Shop. Their first Storm-
bringer module due later this year
is now tentatively titled Blood
Lust.

A “Get Well Soon'" message to
RICHARD TUCHOLKA of Tri
Tac who was in an accident the
day after ORIGINS and will be
laid up ""for @ month due to frac-
tures and possible restructuring
surgery (too many hits lost and
no constitution saving roll).” No
further details available on the
accident.

Adventure Systems of Houston
TX has acquired the play-by-mail
rights for Car Wars from Steve
Jackson Games. SJG reported
gave them the rights when the
original licensee, Prometheus
Games of Austin TX, folded, SJG
has also been happy with Adven-
ture System's /lluminati PBM
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BUT WHEN WAS THE LAST TIME YOU ACTUALLY SAW HIM?

STOP SNIVELLING,
ME. CHTHULY. EVEN
ELDPRITCH HORRORS
HAVE TEOVBLE wWiTH
THEIR MoTHEERS,

game which they had licensed pre-
viously. Adventure Systems has
agreed to honor all existing
balances players had with
Prometheus, The Car Wars PBM
game will, however, be a com-
pletely new design.

Are GDW's Traveller sales down
because of FASA's Star Trek?

Bye, bye, Gameplay magazine.
After reaching a circulation of
only 3000 after 13 issues, the
magazine's venture capitalists
have fired JAKE JAQUET and
put the magazine on hiatus while
they plan a new direction, as well
as a new title. Anyone interested
in buying my collection?

Did West End steal Tadashi for
their magazine? | guess not.

For people who like page-flip-
ping fun: Nova is scheduled to
come out with one new Lost
Worlds (winner of this year's
ORIGINS award for best fantasy
boardgame!?) module a month
thru Nov '84. You can also now
subscribe and receive one free
module for every six you sub-
scribe to. Any they are also plan-
ning to release a Dragonriders Of
Pern book-game using the Ace Of
Aces system,

Steve Jackson Games' experi-
ment to split The Space Gamer
magazine has apparently failed.
The second magazine, The
Fantasy Gamer, after only about
half-a-dozen issues, has been dis-
continued. 78G, which used to be
monthly, will now be SJG’s only
magazine, and will be published
only bimonthly.

Grenadier Models will be
expanding their Call Of Cthulhu
miniatures series with 12 new sets
of three different figures each, all
new, with an equal mix of
monsters and humans.

Congratulations to PAUL &
RUTA JAQUAYS for their new
son, ZACHERY ALEXANDER,

Mother and child (and father) are
reportedly doing fine. Also, con-
gratulations to GREG &
CAMELIA STAFFORD for their
newly adopted son, JASON.

Message from LOREN WISE-
MAN: “If thou tootest not thine
own horn, who will toot it for
thee?”

Errata Dept: GEORGE
SCHUBEL did not die of a heart
attack as | reported in issue 34.
Apparently GEORGE SCHUBEL
SR. was the one who suffered
heart attack. He is reportedly now
almost completely recovered and
is doing well considering he is an
octogenarian.

Ral Partha is pleased to
announce that they will be
releasing a series of boxed Rune-
Quest miniatures this fali, The
first set will be player-characters
and the second set will be a selec-
tion of monsters. All are to be
sculpted by BOB CHARRETTE.
Trollkin Forge will continue to
import Citadel’s RuneQuest figure
line from England.

Steve Jackson Games has
announced the formation of the
American Autoduel Association.
Car Wars devotees will now be
able to attend local and regional
tournament. SJG will sponser the
national championships every
year at ORIGINS.

HENRY THOMAS, star of E. T,
used to play Traveller but doesn't
play games anymore. “My friends
asked me to play every day,” he
explains, “and | didn’t have time
for anything else."”

And please, hesitate before
calling.

Love,
v ¥
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TWO OF THE HOTTEST

GAMES FROM PALLADIUM BOOKS

by Kevin Siembieda

* MUTANTS

* ALIENS

e SPIES

* EXPERIMENTS

¢ BIONICS

* ROBOTICS

e PSIONICS

e AND SUPERBEINGS OF ALL
KINDS

You create them! You bring them to life in the exciting
new role-playing game HEROES UNLIMITED!!!

UNLIMITED

Heroes Unlimited is clearly written and plays quick and
cleanly for the fast paced adventure you'd expect to find in
a superhero comic book. Exact superpower descriptions,
designing a robot, building a bionic man, secret identities,
skills, gimmicks, weapons, and more are all explored in
this complete game book. Plus, an introductory adventure
scenario.

Steranko Cover
Gustovich Interior Art

$14.95 (post paid)
Dice not included

THE
PALLADIUM
ROLE - PLAYING
GAME

by Kevin Siembieda

THE PALLADIUM ROLE-PLAYING GAME
unleashes a fabulous fantasy world the likes of which have
never been seen. Dragons, Wizards, Knights, Orges, Orcs,
Trolls, Fairies, Theives, Rangers, Mystic Circles, Rune
Magic, Demons, Devils, and endless adventure await you!!

The Palladium Role-Playing game contains everything

players need to play:

e Thirteen different playing races including: Elf, Dwarf,
Human, Wolfen, Troll and Changling.

* Nineteen occupational character classes.

¢ Quick, playable combat system.

® An exciting NEW magic system, includes: Diabolist,
Summoner, Mind-mage, Wizard, Warlock and Witch.

® 2090 Magic spells plus wards and mystic circles.

e Creatures of magic, giants, dragons, and monsters.

* A three level adventure in the demon haunted ‘“Tombs
of Gersidi,”’ to start your game.

Over 290 pages
Beautifully Illustrated

82 x 11 trade paperback
$19.95 (post paid)

Dice not included

Send 50¢ (postage and handling) for our complete

catalog of Palladium products.

Palladium Books brings your imagination to life!!!

Palladium Books
Dept. S.

5669 Casper
Detroit, MI 48210




ARES BOND 007-

Role Playing InHer
Majestys Secret Service

'H. G. WELLS AWARD WINNER
- Best Role Playing Game of 1983

WARNING: Assuming these
adventures are exactly like the
movies can be dangerous to
your character!

Watch for additional supplements,
adventure modules and
other new products in
The World of JAMES BOND 007

W}ry Games Inc.

VICTORY GAMES, INC.

EXCLUSIVE FOREIGN DISTRIBUTORS
43 West 33rd Street, New York, NY 10001 UK: AVALON HILL GAMES, 650 High Road, North Finchley, London N12
ONL, England. Telephone 01-445-3044. Australia: JEDKO GAMES, 134
Cochranes Road, Moorabbin, Victoria 3189, Australia. Telephone (03) 555
’ 1022. Japan: POST HOBBY, 26-5, 5-Chome, Sendagaya, Shibuya-Ku, Tokyo,
©Danjaq S.A. (1961) ) o o Japan. Telephone (379) 4061. Sweden: TARGET/TRADITION, Storgatan 29,
©Eon Productions Limited/Glidrose Publications Limited (1984) 5-114 55 Stockholm, Telephone (08) 61 93 01.




