


Prices  for  the  Roaring  20�s
A way to measure PCs� purchasing power
by Glenn Rahman

The early twentieth century is the setting
for more than one popular fantasy role-
playing game. The 1920s is the prescribed
time period in Chaosium�s Call of Cthulhu®

game, while many scenarios of TSR�s
GANGBUSTERS� game, Fantasy Games
Unlimited�s Gangster, and Flying Buffalo�s
Mercenaries, Spies and Private Eyes can be
set within that decade. Each of these games
provide price guides for equipment that an
adventurer might find useful, but in each
case the number of different items listed
must be restricted because of space limita-
tions and other considerations. This article
offers an extensive listing of clothing, tools,
devices, and accessories available in stores
and by mail order in the mid-1920s. This
article is specifically modeled as a supple-
ment to the �Prices and Cash� chapter of
the �Sourcebook for the 1920s� in the Call
of Cthulhu game, but by its nature shall
prove useful to any early twentieth-century
adventurer.

The sheer number of items manufactured
in the 1920�s rules out any attempt at a
comprehensive listing. This writer has made
selections on the basis of what is both inade-
quately covered in existing price lists and
what would potentially prove handy to a
gangster or monster-hunter during the
period in question. Firearms and other
weapons have been omitted because of the
degree of attention lavished on them in
most existing rules systems. Other things
such as farm machinery, silverware, toys,
china, infant care items, etc., have been
ignored because the space required to treat
them cannot be justified by the likelihood of
their use in a role-playing scenario.

For many of the listed items, a range of
prices is given. Different prices for the same
basic item can occur because of differences
in size, quality, material, workmanship, and
so forth. A table radio may be reasonably
priced, while a cabinet-style radio that
complements the decor of a room would
cost much more. All listed prices, however,
may be assumed to represent products
within reach of the average consumer. The
extra expense of rare imports or luxury
items is not considered. Where only a single
price is given, this indicates the writer�s
judgment of what an item of average quality
and durability most usually cost in the
1920s. From one locale to another � even
one store to another � prices could and
often did vary considerably.

Women�s clothing & accessories
Coat, winter, high quality . . . . . . . . . $ 35.00
Coat, winter, ordinary . . . . . . . . . . . . . 10.00
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Coat, muskrat fur . . . . . . . . . . . . . . . . 200.00
Coat, collegiate, opposum . . . . . . . . . . 129.00
Raincoat, oilskin . . . . . . . . . . . . . . . . . . . 4.00
Raincoat, rubberized . . . . . . . . . . 4.00 - 7.00
Rain hat . . . . . . . . . . . . . . . . . . . . . . . . . 1.30
Galoshes . . . . . . . . . . . . . . . . . . . . . 1.70 - 3.25
Daytime frock . . . . . . . . . . . . . . . . 2.00 - 3.50
Dress, wool . . . . . . . . . . . . . . . . . . . . . . . . 7.00
Dress, silk crepe . . . . . . . . . . . . . . . . . . . 17.00
Skirt, pleated . . . . . . . . . . . . . . . . . . . . . . 4.00
Blouse, sport . . . . . . . . . . . . . . . . . . . . . . 3.00
Hat . . . . . . . . . . . . . . . . . . . . . . . . . 1.00 - 4.00
Sweater . . . . . . . . . . . . . . . . . . . . . . 2.00 - 9.50
Scarf, winter . . . . . . . . . . . . . . . . . 1.35 - 2.50
Breeches, riding . . . . . . . . . . . . . . . . . . . . 3.60
Hose, winter (1 pr.) . . . . . . . . . . . . . . . . . 0.75
Shoes (1 pr.) . . . . . . . . . . . . . . . . . 2.50 - 5.00
Purse . . . . . . . . . . . . . . . . . . . . . . . . 1.00 - 5.00
Umbrella . . . . . . . . . . . . . . . . . . . . 1.50 - 6.00
Gloves (1 pr.) . . . . . . . . . . . . . . . . . 1.00 - 3.75
Wig . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 27.00
Stockings, cotton (1 pr.) . . . . . . . . . . . . . 0.20
Stockings, silk (1 pr.) . . . . . . . . . . . . . . . . 0.75
Wristwatch . . . . . . . . . . . . . . . . . 10.00 - 50.00
Ring, platinum/diamond, 1 carat . . . 515.00
Ring, 14 carat gold/onyx . . . . . . . . . . . . . 8.00
Compact . . . . . . . . . . . . . . . . . . . . . 2.00 - 3.25

Men�s clothing & accessories
Coat, winter . . . . . . . . . . . . . . . . $6.00 - 16.50
Coat, fur . . . . . . . . . . . . . . . . . . . . . . . . . 38.00
Coat, hunting . . . . . . . . . . . . . . . . 3.00 - 5.25
Raincoat . . . . . . . . . . . . . . . . . . . . . 3.75 - 8.00
Hat . . . . . . . . . . . . . . . . . . . . . . . . . 2.50 - 8.00
Cap . . . . . . . . . . . . . . . . . . . . . . . 1.00- 5.00
Cap, hunter�s . . . . . . . . . . . . . . . . . 0.75 - 2.50
Business suit . . . . . . . . . . . . . . . 12.50 - 25.00
Shirt, dress . . . . . . . . . . . . . . . . . . . 1.00 - 2.00
Gloves, dress (1 pr.) . . . . . . . . . . 1.00 - 4.50
Pants, dress . . . . . . . . . . . . . . . . . . . . . . . . 6.00
Pants, riding . . . . . . . . . . . . . . . . . 2.00 - 5.00
Sweater . . . . . . . . . . . . . . . . . . . . . . 2.00 - 8.00
Socks (1 pr.) . . . . . . . . . . . . . . . . . . . . . . . 0.30
Shoes, dress (1 pr.) . . . . . . . . . . . . . . . . . . 4.50
Pants, work . . . . . . . . . . . . . . . . . . . . . . . . 2.25
Shirt, work . . . . . . . . . . . . . . . . . . . . . . . . 1.00
Socks, work . . . . . . . . . . . . . . . . . . . . . . . . 0.15
Shoes, work (1 pr.) . . . . . . . . . . . . 1.75 - 5.00
Boots, cowboy (1 pr.) . . . . . . . . . . . . . . . 11.00
Boots, rubber (1 pr.) . . . . . . . . . . . . . . . . 4.00
Slippers, house (1 pr.) . . . . . . . . . . 1.00 - 2.00
Wristwatch . . . . . . . . . . . . . . . . . . 3.00 - 50.00
Pocket watch . . . . . . . . . . . . . . . . 1.50 - 62.00

Office, study, laboratory
Lamp, table . . . . . . . . . . . . . . . . $2.25 - 18.00
Bookcase, 32 x 54, glass doors . . . . . . . 18.00
Writing desk . . . . . . . . . . . . . . . . . . . . . . 18.75
Roll-top desk . . . . . . . . . . . . . . . . . . . . . . 33.00
Cement, household (3 oz.) . . . . . . . . . . . 0.20
Paste, paper (7 oz.) . . . . . . . . . . . . . . . . . 0.30

Scissors . . . . . . . . . . . . . . . . . . . . . . 1.00 - 2.00
Fountain pen . . . . . . . . . . . . . . . . . 1.25 - 4.00
Mechanical pencil . . . . . . . . . . . . . 0.50 - 2.00
Microscope, 100x . . . . . . . . . . . . . . . . . . . 6.25
Thermometer, mercury . . . . . . . . 0.50 - 2.75
Thermometer, needle . . . . . . . . . 2.00 - 15.00
Typewriter . . . . . . . . . . . . . . . . . . . . . . . . 40.00
Typing ribbon . . . . . . . . . . . . . . . . . . . . . 0.50
Typing paper (1 ream) . . . . . . . . . 1.00 - 2.00
Envelopes (pkg. of 500) . . . . . . . . . . . . . . 2.00
Camera, folding . . . . . . . . . . . . . 4.50 - 26.00
Camera, box . . . . . . . . . . . . . . . . . 2.00 - 4.50
Camera, moving picture . . . . . . . . . . . . 90.00
Film (6 exp.) . . . . . . . . . . . . . . . . . . . . . . . 0.25
Film, moving picture (50 ft.) . . . . . . . . . 3.50
Camera case, moving picture . . . . . . . . 10.00
Projector, movie . . . . . . . . . . . . . . . . . . . . 54.00
Screen, movie (30� sq.) . . . . . . . . . . . . . 13.50
Magnifying glass . . . . . . . . . . . . . . . . . . . 1.00
Scales (25 lb. cap.) . . . . . . . . . . . . . . . . . . 2.00
Measure, steel tape (100 ft.) . . . . . . . . . . 5.00
Bottle (24 oz. cap., 1 doz.) . . . . . . . . . . . 2.00
Towels, paper (150 ft. roll) . . . . . . . . . . . 0.20

The kitchen
Stove, wood/coal . . . . . . . . . . . . . . . . . $ 8.75
Range, electric . . . . . . . . . . . . . . . . . . . . 80.00
Pail (8 qt.) . . . . . . . . . . . . . . . . . . . . . . . . . 0.80
Pitcher, milk (1 qt.) . . . . . . . . . . . . . . . . . 0.65
Pan, roasting . . . . . . . . . . . . . . . . . . . . . . 1.00
Pan, cake . . . . . . . . . . . . . . . . . . . . . . . . .  . 0.15
Pan, bread . . . . . . . . . . . . . . . . . . . . . . . . . 0.35
Plate, pie . . . . . . . . . . . . . . . . . . . . . . . . . . 0.10
Bowl, mixing . . . . . . . . . . . . . . . . . . . . . . 0.40
Dutch oven . . . . . . . . . . . . . . . . . . . . . . . . 2.50
Skillet with cover . . . . . . . . . . . . . . . . . . . 1.50
Skillet, no cover . . . . . . . . . . . . . . . 0.25 - 2.00
Kettle, cooking (1 gal.) . . . . . . . . . . . . . . 0.65
Kettle, tea . . . . . . . . . . . . . . . . . . . 0.90 - 4.00
Chair, kitchen . . . . . . . . . . . . . . . . 2.00 - 3.00
Table, kitchen . . . . . . . . . . . . . . . . . . . . . . 3.00
Cabinet, kitchen . . . . . . . . . . . . 30.00 - 45.00
Pail, dinner, tin . . . . . . . . . . . . . . . . . . . . 0.50
Can opener . . . . . . . . . . . . . . . . . . . . . . . . 0.30
Grill, electric . . . . . . . . . . . . . . . . 5.00 - 10.00
Percolator, electric . . . . . . . . . . . . . 2.75 - 4.00
Coffeepot . . . . . . . . . . . . . . . . . . . . . . . . . . 0.75
Toaster, electric . . . . . . . . . . . . . . . 1.75 - 4.50
Vacuum cleaner . . . . . . . . . . . . . 20.00 - 30.00
Clothes iron, electric . . . . . . . . . . . . . . . . 2.00
Clothes basket, willow stick . . . . . . . . . . 1.00

The home
Doorlock, with knob . . . . . . . . . . $0.50 - 7.00
Padlock . . . . . . . . . . . . . . . . . . . . . . 0.15 - 2.25
Dining table . . . . . . . . . . . . . . . . 18.00 - 45.00
China cabinet . . . . . . . . . . . . . . . . . . . . . 25.00
Chair . . . . . . . . . . . . . . . . . . . . . . . 2.00 - 4.00
Record player . . . . . . . . . . . . . 15.00 - 120.00
Record . . . . . . . . . . . . . . . . . . . . . . . . . . . . 0.25
Radio . . . . . . . . . . . . . . . . . . . . . 25.00 - 90.00



Piano . . . . . . . . . . . . . . . . . . . 275.00 - 465.00
Violin . . . . . . . . . . . . . . . . . . . . . 10.00 - 50.00
Banjo . . . . . . . . . . . . . . . . . . . . . . 6.00 - 29.00
Guitar . . . . . . . . . . . . . . . . . . . . . . 4.00 - 20.00
Harmonica . . . . . . . . . . . . . . . . . . . 0.50 - 2.25
Accordion . . . . . . . . . . . . . . . . . . 32.00 - 75.00
Trumpet . . . . . . . . . . . . . . . . . . . 12.00 - 23.00
Bass drum . . . . . . . . . . . . . . . . . 13.50 - 23.00
Suitcase . . . . . . . . . . . . . . . . . . . . 1.80 - 12.00
Trunk . . . . . . . . . . . . . . . . . . . . . . 4.75 - 15.00
Tote bag, cowhide . . . . . . . . . . . . 7.50 - 15.00
Wardrobe trunk . . . . . . . . . . . . . 25.00 - 30.00
Floorlamp . . . . . . . . . . . . . . . . . . . 1.50 - 6.00
Cot, steel army . . . . . . . . . . . . . . . . . . . . . 4.50
Bed, steel folding . . . . . . . . . . . . . . . . . . . 7.50
Daybed . . . . . . . . . . . . . . . . . . . . . . . . . . 30.00
Mattress, single . . . . . . . . . . . . . . . . . . . . 4.50
Heating stove, wood/coal . . . . . . 6.75 - 15.75
Heater, electric . . . . . . . . . . . . . . . 2.00 - 4.50
Cedar chest (45� x 20�) . . . . . . . . . . . . . 25.00
Wardrobe cabinet . . . . . . . . . . . . . . . . . . 15.00
Chest of drawers . . . . . . . . . . . . . . . . . . . 12.00
Dresser . . . . . . . . . . . . . . . . . . . . . . . . . . 12.00
Water bottle . . . . . . . . . . . . . . . . . . . . . . . 2.00
Wheelchair . . . . . . . . . . . . . . . . . 27.00 - 33.00
Mothballs (1 lb.) . . . . . . . . . . . . . . . . . . . . 0.13
Insect powder (1 lb.) . . . . . . . . . . . . . . . . 0.70
Cloth, gingham (1 yd.) . . . . . . . . . . . . . . 0.13
Cloth, khaki (1 yd.) . . . . . . . . . . . . . . . . . 0.25
Cloth, flannel (1 yd.) . . . . . . . . . . . . . . . . 1.80
Cloth, wool (1 yd.) . . . . . . . . . . . . . . . . . . 1.75
Cloth, calico (1 yd.) . . . . . . . . . . . . . . . . . 0.18
Cloth, denim (1 yd.) . . . . . . . . . . . . . . . . 0.18
Blanket, cotton . . . . . . . . . . . . . . . 1.75 - 4.00
Blanket, wool . . . . . . . . . . . . . . . . . . 2.30 - 7.75

Pillowcase . . . . . . . . . . . . . . . . . . . . 0.17 - 1.30
Bath towel . . . . . . . . . . . . . . . . . . . . . . . . . 0.35
Pottery, imported decorative . . . . 1.25 - 2.00
Birdcage . . . . . . . . . . . . . . . . . . . . . . . . . . 5.00

Hardware
Keg, oak (5 gal.) . . . . . . . . . . . . . . . . . $ 1.75
Saw . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 2.00
Fork, barnyard . . . . . . . . . . . . . . . . . . . . . 1.00
Snips, tinner�s . . . . . . . . . . . . . . . . . . . . . . 1.75
Wheelbarrow . . . . . . . . . . . . . . . . . . . . . . 5.00
Pump, outdoor water . . . . . . . . . . . . . . . . 5.00
Wrench, pipe . . . . . . . . . . . . . . . . . . . . . . 1.00
Blowtorch . . . . . . . . . . . . . . . . . . . . . . . . . 4.00
Paint, barn (1 gal.) . . . . . . . . . . . . . . . . . 1.50
Paint, house (1 gal.) . . . . . . . . . . . . . . . . . 2.25
Paintbrush . . . . . . . . . . . . . . . . . . . . . . . . . 1.50
Trap, wolf . . . . . . . . . . . . . . . . . . . . . . . . . 0.70

Miscellaneous
Gasoline engine, 8 hp, mounted on
wheels . . . . . . . . . . . . . . . . . . . . . . . . . $200.00
Gasoline engine, 6 hp, unmounted . . 122.00
Saddle, horse . . . . . . . . . . . . . . . . . . . . . 20.00
Bridle, horse . . . . . . . . . . . . . . . . . . . . . . . 5.00
Blanket, horse . . . . . . . . . . . . . . . . . . . . . . 2.00
Bicycle . . . . . . . . . . . . . . . . . . . . 25.00 - 35.00
Skis (1 pr.) . . . . . . . . . . . . . . . . . . . . . . . . . 4.00
Ski poles (1 pr.) . . . . . . . . . . . . . . . . . . . . . 1.60
Toboggan . . . . . . . . . . . . . . . . . . . 6.00 - 11.00
Skates, ice . . . . . . . . . . . . . . . . . . . 6.00 - 9.00
Skates, roller . . . . . . . . . . . . . . . . . . . . . . . 4.00
Goggles . . . . . . . . . . . . . . . . . . . . . . . . . . . 0.75
Binoculars (8x) . . . . . . . . . . . . . 16.00 - 28.00
Field glasses (3½x) . . . . . . . . . . . . . . . . . . 6.00

Field glasses (6x) . . . . . . . . . . . . . . . . . . 14.00
Telescope (45x) . . . . . . . . . . . . . . . . . . . . 25.00
Telescope (10x) . . . . . . . . . . . . . . . . . . . . . 3.50
Compass . . . . . . . . . . . . . . . . . . . . . . . . . . 1.00
House, precut unassembled . . . . . . . 2,500.00
Lumber, fir (per board ft.) . . . . . . . . . . . 0.08
Window glass (2x4 ft.) . . . . . . . . . . . . . . . 1.50
Cement mixer . . . . . . . . . . . . . . . . . . . . . 26.00
Shingles, asphalt (25 sq. ft.) . . . . . . . . . . 0.75
Wagon, one-horse . . . . . . . . . . . . . . . . . 60.00
Wagon, two-horse . . . . . . . . . . . . . . . . . 88.00
Horse harness . . . . . . . . . . . . . . 37.00 - 65.00
Tombstone . . . . . . . . . . . . . . . . . . 9.00 - 75.00
Lawn mower . . . . . . . . . . . . . . . . . . . . . . . 8.00
Band saw, foot powered . . . . . . . . . . . . 19.00
Milk can (5 gal.) . . . . . . . . . . . . . . . . . . . . 2.65
Churn, oak (6 gal.) . . . . . . . . . . . . . . . . . 5.50
Washing machine . . . . . . . . . . . . . . . . . . 80.00

Got a question about an article? A
subject you�d like us to cover � or
not cover? What do you think of the
magazine you�re reading? Drop us a
line at �Letters,� P.O. Box 110, Lake
Geneva WI 53147. We�ll read every
letter we get, and we�ll select certain
letters of general interest for publica-
tion � maybe even yours!
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The answers to the AD&D Game Exam are missing.
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Cthulhu vs. Lakefront City! 
The GANGBUSTERST

• Game Meets Call Of Cthulhu 

by Dale A. Donovan 

Imagine you're a beat cop, tramping out 
your life while trying to keep the docks 
safe from the underworld lowlife. Gang­
sters, bootleggers, hit men-you've 
faced them all. But none ofthem have 
prepared you for what you'll face 
tonight-because what you'll face to­
night isn't human! What you'll face 
tonight is-Cthulhu himself! 

With the 1990 release ofTSR's revised 
GANGBUSTERS" game, the role­
playing opportunities and background 
material concerning the Prohibition era 
(19208 and early 19308) has never been 
greater. Another great game set in the 
S8me era is Chaosium's Call Of 
Cthulhu. Although the two games deal 
with different subject matter, it only 
makes sense to combine them for a little 
inter-game fun. 

Thking characters from one game 
system to another is not a new idea. The 
AD&D® game's first edition Dungeon 
Master 's Guide gives conversion meth­
ods to transform your AD&D game 
characters to the GAMMA WORLoe 
game and original BOOT HILLe game. 
This article follows in that tradition. 

The Basics 
The first step is to convert one game's 
character statistics into a form that is 
usable with the game you wish to play. 

The GANGBUSTERS system is unusu­
al in that a character's statistics are not 
all on the same scale. Three statistics 
(Muscle, Agility, and Observation) are on 
a weighted percentile system, and a 
character's other statistics use at least 
three other scales. This can make con· 
version a difficult job, but if you follow 
the steps below, you shouldn't have a 
problem. The following paragraphs 
break down a GANGBUsrERS game 
character by statistics and demonstrate 
how to convert each statistic into the 
corresponding Call of Cthulhu statistic. 

Note: You will come up with fraction · 
a l numbers. It is up to the game master 
to determine if any rounding of the 
numbers generated is a llowed. I recom· 
mend GMs allow players to round up 
any fractions of .5 or higher, and round 
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down any fractions of less than .5. Also 
note that no Call ofChtulhu statistic is 
allowed above or below the normal 
range for that ability. Check the 
Cthulhu rule book for the dice rolled 
(and hence, the ranges) for each ability. 

Muscle: This statistic will be used to 
determine the Cthulhu statistics of 
Strength (STR), Constitution (CON), 
and is a major factor in determining 
Size. 10 convert this percentage score to 
Cthulhu's STR and CON, divide by five 
and roll once on the Statistic Modifier 
Chart below for each Cthulhu statistic. 

1b determine the Cthulhu statistic of 
Size, take the character's STH, and add 
the GANGBUSTERS game's Punching 
statistic. This is the Cthulhu character's 
Size. 

Agility: This statistic, after being 
divided by five and modified by one roll 
on the Statistic Modifier Chart, becomes 
the Cthulhu statistic of Dexterity. 

Observation: Divided by five (but not 
modified by a roll on the Statistic Modi­
fier Chart), this statistic becomes the 
Cthulhu statistic of Intelligence. 

This Intelligence statistic is then 
modified by one roll on the Statistic 
Modifier Chart to determine the 
Cthulhu statistic of Education. 

Presence: Add Id4 +4 to this statistic 
and you have the character's Cthulhu 
statistic of Appearance. 

Luck: Divide this ability by 2.5, 
round off according to the GM's instruc· 
tions, and roll once on the Statistic 
Modifier Chart to determine the 
Cthulhu statistic of Power. 

Driving: For simplicity, this percent­
age becomes the Cthulhu driving skill. 

Punching: As mentioned above, add 
this to the character's Cthulhu STR 
score to determine the Cthulhu statistic 
Size. 

Hit points: GANGBUSTERS system 
characters tend to have pretty good hit 
points when compared to Cthulhu char­
acters, and 1 suggest using this statistic 
as is to represent Cthulhu hit points. 
After all, when confronting the Cthulhu 
mythos, your GANGBUSTERS game 
characters are going to need all the help 
they can get. 

'lb convert Cthulhu characters to 
GANGBUSTERS, merely reverse the 
above procedures-multiply where I say 
to divide, etc. 
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Completing The Conversion 
Now that you have all the basic 
Cthulhu statistics, use them to deter­
mine such secondary characteris tics as 
Sanity, Magic Points, etc., as per the 
Cthulhu rule book. 

Skills: If you converted moderate to 
very experienced GANGBUSTERS 
game system characters, then you can 
use their skills as Cthulhu skills. If, 
however, your GANGBUSTERS game 
characters are inexperienced (three or 
fewer skills), you may want to assign 
the player characters skills appropriate 
to their GANGBUSTEHS game profes­
sions. Find a similar Cthulhu profession 
(note there are optional gangster and 
policeman Cthulhu professions) and 
either allow the players to roll skill 
levels, or assign the characters skill 
levels yourself. 

Weapons: Since both of these games 
are set in the same era, just use the 
Cthulhu versions of your characters' 
weapons, or your best guesses about the 
weapons your GANGBUSTERS system 
characters regularly use. 

Spells and mythos knowledge: 
Since GANG BUSTERS game charac­
ters have never encountered the 
Cthulhu mythos before, they will have a 
0% Mythos knowledge score, and have 
access to no mythos spells. 

You should now be ready to play. En­
joy the game, and the expressions on 
the faces of your players once they real­
ize just what that big creature rising 
out of the lake really is! 

Sources & Resources 
Whether you prefer to play the 
GANGBUSTERS game or the Cthulhu 
system, the other game book has plenty 
of background information that can 
enhance your 1920s or 1930s campaign. 

The GANG BUSTERS game book has 
extensive information on the law , law 
enforcement, Prohibition, and many 
crimes. Another great aid to any 
Prohibition-era campaign is the setting, 
Lakefront City. The GANGBUSTERS 
book has a large map of one of the city's 
districts, a ward map of the whole city, 
and cardboard counters to help visualize 
car chases, shoot-outs, etc. There is also 

Continued 011 page 31 
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GAMMA WORLDI' Game Lives 
Continued from page 7 

pl ayer rolls randomly to determine how 
many are physical and how many are 
mental. This puts all mutated charac· 
ters on an equal footing-while still 
producing a random mix of mutations. 

So far I have only mentioned the raw 
power of the character, which usually 
measures his ability to destroy things or 
to control a situation. However, because 
this is a role playing game, power is 
only one element to a campaign. 

The roles assumed by the players 
should be the heart and soul of the 
game-not the die rolling and monster 
killing. 

Campaign Trail 
Another unfortunate omission from 
previou8 GAMMA WORLD edition8 was 
the "campaign." TSR did not provide an 

existing campaign environment for the 
game master. For the AD&D game 
there is the vast and rich FORGOTTEN 
REALMS" world, the WORLD OF 
GREYHAWK'" campaign, and the 
DRAGONLANCE"' setting. 

Since Gamma World is our future 
earth, past editions assumed detailed 
campaign information was not neces· 
sary. 

I think that was a fal se assumption. 
The fourth edition of the 

GAMMA WORLD game will have a 
detailed campaign ready for the game 
master. Of course, you can still build 
your own realms if you wish. 

We'll also be expanding the Cryptic 
Alliances. In previous GAMMA WORLD 
game editions, the Alliances were a 
fascinating, but ill·used, part of the cam· 
paign. 

Each alliance was established as a 
fanatic group of individuals devoted to a 
single cause-such as killing all mu· 

Cthulhu vs. Lak~front City Continued from page 19 
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tated creatures everywhere, or restoring 
machines to their rightful place as lords 
of the earth. These Alliances make 
wonderful tools for building NPCs and a 
campaign. 

In the fourth edition the player char· 
acters will have the option to join an 
Alliance. The Cryptic Alliances availa· 
ble will not be as narrow in their view 
or as harsh in their goals as before. Like 
alignment in the AD&D game, a char· 
acter's Cryptic Alliance will say a lot 
about his personality. 

The GAMMA WORLD game could be 
a great place to begin for someone just 
getting into role playing games. The 
new gamer will have a lot of tools to 
help him role play the character. 

I intend to have a blast writing the 
new edition. I'll otTer you a unique role· 
playing experience, and I guarantee 
you'll have fun. 

Join me. The new Gamma World 
awaits. o 

GANGBUSTERS game statistic 
Muscle 
Agility 

divide by 5 and roll on Statistic Modifier Chart 
ditto 

Cthulhu game statistic 
Strength, Constitution 
Dexterity 

Observation 

Presence 
Luck 
Driving 
Punching 
Hit points 

divide by 5 
divide by 5 and roll on S.M.C. 
add Id4+4 
divide by 2.5 and roll on S.M.C. 
none 
add to Strength 
none 

Intelligence 
Education 
Appearance 
Power 
Driving skill 
Size 
Hit points 

*No Cal l ofCthulhu ~t.atiSlit can go below or above the normal range for thllt abili ty. For eXAmple, Cthulhu Strength is normally rolled on 3d6, that gives the number 
ranlle OO3·IS. Hence. no converted Strength IICOI'fI could be below tllree Or al:M.lve 18. 

an appendix in the back with book and 
movie bibliographies. 

The Call of Cthulhu rule book has a 
time line of the 19208, biographies of 
famous people of the era, prices, travel 
times and distances, as well as informa· 
tion on prisons of the time, vehicle 
chase and combat rules, and statistics of 
many common animals. 

The Living Galaxy 
Continued {rom page 24 

DRAGON issue 1118 ("A Hero's Re· 
ward''), and this idea can be adopted into 
any role.playing game with some experi· 
mentation. These points are intended for 
use in avoiding outright death, usually 
substituting some miraculous escape at 
the last possible moment ("That laser 
shot bounced right ofT the tiny pocket 
mirror in your wallet"). Luck points also 

p o L 

lfyou are running, or are planning to 
run, a campaign set in the Prohibition 
era, both of these books afe excellent 
sources for background material and for 
adventure inspiration. If you take ad· 
vantage of the information in both of 
these books, your 1920s or 19308 cam· 
paign can only improve. 0 

can be floated for use in avoiding poten· 
tially dangerous situations by giving the 
PC a sixth·sense warning ("I've got a 
bad feeling about this!"). 

If you use luck point.<J, make sure they 
are limited, or else the PCs (and players) 
won't care about danger at all and will 
get cocky or bored. The old TOP SECRET 
game's fortune point.<J, for example, are 
few in number and also nonrenewable; 
once they're used up, they're gone forever. 
If a PC's luck runs out, he may die. But if 
he's been careful with his luck, maybe 

y H E D 

Statistic Modifier Chart 
Id6 roll effect on Cthulhu statistic 

1 -2 
2 -1 

3·4 no etTect 
6 +1 
6 +2 

he1llive a little longer. 

last Words 
In space, no one can hear you call for 
divine intervention. But a considerate 
GM can always set up a way for his 
playe", to keep their characters for just a 
little longer, though the players might 
never know how kind he has been to 
them. After ali, just because you aren't 
going to kill the characters doesn't mean 
they don't have to suffer a little. 0 
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