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Coming in
Summer...

Al

roleplaying adventure
in a techno-fantastic age

Earth: 1500 years in the future —
or is it Earth 1500 years in the past?

A massive citadel towers over your village and you
tremble at the stories of the strange lifeforms which lurk
in the shadowy wilderness that encircles you. For a
generous offering, the priest-adept will “resurrect” your
tools when they die. The great citadel provides for your
basic needs, while you trade for “seeds,” seeking to fulfil
not only your material needs, but your wants, too. If you
can just buy, beg, or borrow the right “nanneez” and the
right raw materials, then you can finally grow the devices
you'll need to help you on your quest for the ultimate
tool: a GENII (Genetically Enhanced Nanotech
Intelligent Interface)!

Shaping the decayed future with nanotechnology
(molecular-level machinery), machine intelligence, and
genetic engineering, A.L puts you on an alien, future
Earth with unlimited adventure possibilities. Remnants
of ultra-high technology make the miraculous become

A.L's new “fuzzy logic” and reality.

object-oriented approach eliminates
the mounds of rules and lets you

start playing right away. - Digest G rou p
The basic game includes: 200 - Es
A | Publications

pages of background and rules and a
fold-out world map of the Alien ;

Earth with area maps of the major 515 Willow AVe.. WOOdburﬂ. OR 97071
citadels. $25. Voice or FAX: (503) 981-4752

A.l. Not technology and
magic — but technology AS magic!
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Spooktek
Unusual equipment and weaponry for modern espionage.
By Roman J. Andron

Murder Century

The M-100 Special Objectives Firearm.
By Captain Thomas E. Mulkey, US Army (retired)
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Equalizer Project

Experienced wet naval officers and sailors with gunnery and engineering
skills wanted for mercenary assignments in off-world wet navy. Contactthe
Ling Personnel Systems office if interested. By Terrence R. Mcinnes

Wood and Wind, Steel and Steam

An early-tech design supplement.
By Charles E. Gannon

32

Out of the Depths

I remember my friend telling me about the house and the side of her family
that owned it. | thought they were just stories.
By Michael C. LaBossiere

42

Tom Fleet and His Steam Colossus

The steam colossus can level mountains, redirect rivers and dig lakes. A
single one can do the work of an army of men. Would anyone care to step
aboard and try it out? By James L. Cambias

This is Only a Test

They can't be dead! They can’t be! This isn’t real! This is only a test!
By Michael C. LaBossiere
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Machines in the Shadows

Inits projection of the technological future, Shadowrunincorporates virtual
reality, cybertechnology and simsense, among other elements. One would
think that this vision of the future would include robots as well. Alas, it does
not. Hence, these rules for robots in Shadowrun.

By Dan Snuffin

Adisgruntled Hartz Securities employee has suffered a mental breakdown
and fled into the combat zone. The only problem is that she took her vehicle
with her when she left—an armed VTA 6 aircraft.

By Laura K. Manuelian

62

Video Nightmare

A brilliant but insane computer programmer has developed a method of
integrating technology and magic, summoning a new kind of Mythos
monster by using enchanted computer disks.

By Patrick Sheats

Rogue Metal

The whole KLR combat programming may have to be scrapped. The
programs we designed to make the KLRs the most cunning and efficient
'droids on the battlefield are flawed. Were we to leave these 'droids active,
it is very possible we'd end up with mechanical psychopaths on our hands.
By James B. King

72

New Space Gods Discoveries
New Biotech equipment and Akashan Creatures with which to expand the

realm of Space Gods.
By Martin Wixted

Low Desert Kill

Kenseng 4 is an excellent example of what mankind can do to a world.
By Michael C. LaBossiere Page 68
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" In a galaxy of a thousand
thousand worlds, entire planets are
| - yours for the askmg

A glimpse into the
galaxy of a thousand
thousand worlds. Planets of the Galaxy
. Learn about the cli- e e e

mate, culture and eco-
nomics of these worlds
and learn how to cre— ‘
ate your own.

+ ltem # 40050 -
ISBN # 0-87431-121-7

’;PLANETS OF THE GALAXY
; VOLUME £ g

4

Item # 40049

ISBN # 087431 122-5

Marooned on- a
planet that should not
exist, with an Imperial

weapons processmg .

plant that must be de-
stroyed, all the excite-

ment and adventure js-

yours on the .
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CHALLENGE -

New Orleans SF and Fantasy Festival, June 5-7 at the
Clarion Hotel, 1500 Canal St., New Orleans, LA 70112.

NOSF,, June 5-7 at the Clarion Hotel/New Orleans, LA. Write
to NOSF,, PO Box 791089, New Orleans, LA 70179-1089.

Lagacon 14, June 6 atthe Fratemal Order of Eagles, 116 N.
8th St,, Lebanon, PA. Contact the Lebanon Area Gamers
Assn., 806 Cumberland St., Lebanon, PA 17042,

Tanelorn Open Gaming Titles, June 6-8 atRoberisonGardens
Convention Centre, Queensland, Australia. Contact Club
Tanelom, GPO Box 2148, Brisbane Qld 4001, Australia.

St. Joseph Valley Gamers Convention, June 12-13 at the
|USB campus in South Bend, IN. Send an SASE fo St. Joseph
Valley Gamers, 121 W. Colfax, South Bend, IN 46601.

Mobi-Con, June 12-14. Write to Mobi-Con, Box 161257,
Mobile, AL 36616.

Madison Games Day, June 14 at the Quality Inn South,
4916 East Broadway, Madison, WI. Contact Pegasus Games,
6640 Odana Road, Madison, WI53719.

MichiCon Gamefest '92, June 19-21 at Southfield Pavilion
in Southfield, MI. Write to MichiCon Gamefest '92, PO Box
656, Wyandotte, Ml 48192.

Organized Kahn-Fusion IV, June 20-21 at the Embers in
Carlisle, PA. Contact M. Fonier's Games Only Emporium,
200 Third St.,, New Cumberiand, PA 17070.

Legacy '92, June 26-28 at the Comfort Inn Convention
Centerin Arlington, TX {between Dallas and Ft. Worth). Write
to Legacy '92, 1604 Canfield, #1107, Ft. Worth, TX 76120.

PolyCON X, June 26-28 at the Embassy Suites Hotelin San
Luis Obispo, CA. Write to PolyCon, PO Box 4526, San Luis
Obispo, CA 93403.

ARCON 8, June 26-28 at the University of Oslo, Vilhelm
Bjerknes' Building, Norway. Write to ARCON, PO Box 46,
Blindem, N-0314 Oslo, Norway.

Capital Con VIIl, June 27-28 at the Prairie Capital Conven-
tion Center in Springfield, IL. Write to Capital Con VIII, ¢/o
Tom Lawrence, 2557 Somerton Road, Springfield, IL 62702.

KingCon 92, July 3-5 at the University of Dayton in Dayton,
OH. Write toKingCon'92, PO Box 31174, Dayton, OH45431.

Atlanticon *92, July 3-5 at the University of Maryland, Col-
lege Park. Wite to ADF, Box 91, Belsvile, MD 20704-0091.

Memphis Fantasy Con "92, July 17-19 at the downtown
Radisson Hotel, Write to Memphis Fantasy Con, 4730 Poplar
#2, Memphis, TN 38117.

Quincon VII, July 17-19 at the Days Inn, 200 Maine St.,
Quincy, IL. Send an SASE to Quincon VI, c/o Quincy Hobby
Center, 3632 Maine St., Quincy, IL 62301.

Dragon Con '92, July 17-19atthe Atanta Hilton and Towers,
Atlanta, GA. Send an SASE to Dragon Con '92, Box 47696,
Atlanta, GA 30362-0696.

Economy Con VI, July 17-19 at the Campus Village West
Shopping Center, 4920 W. Thunderbird Road, Phoenix, AZ
Contact the Roaming Panther Game Company.

Cubicon, July 24-26 on the University of Michigan-Dearborn
campus Recreation and Organizations Center. Write to

Cubicon, ¢/o SF3, 4901 Evergrean, ROC building, Room
210, Dearborn, Ml 48128.

CanGames '92, July 31-August 3 at the Skyline Hotel in
downtown Ottawa, Ontario. Write to CanGames ‘92, PO Box
3358, Station D, Ottawa, Ontario, Canada K1P 6H8.

Gateway 12, Sept. 4-7 at the LA Airport Hyatt Hotel. Contact
Strategicon, PO Box 3849, Torrance, CA 90510-3849.

Operation Green Flag: BattleTech, Sept 12-13 at the
Embers in Carlisle, PA. Contact M. Fonier's Games Only
Emporium, 200 Third St., New Cumberland, PA 17070.

Oklanomicon Games Show and Con, Sept. 25-27. Write to
Oklanomicon, ¢/oJohn Hunter, Box 7743, Moore, OK 73158,

RoVaCon SF, Oct. 24. Send a SASE to RoVaCon, PO Box
117, Salem, VA 24153

NOVAG VII, Oct. 16-18 at the West Park hotel in Leesburg,
VA, less than an hour's drive from Washington, D.C. Contact
NOVAG, c/o Ralph Allen, PO Box 122, Sterling, VA 22170.

Con of the Welird and Supemnatural, Oct 31-Nov. 1 at the
Embers in Carlisle, PA. Contact M. Fonier's Games Only
Emporium, 200 Third St., New Cumberland, PA 17070.

ShaunCon V, Nov. 6-8 at the Roadway Inn, Sixth and Main,
Kansas City, Mo. Write to the Role-Players Guild of Kansas
City, ¢/o ShaunCon V, PO Box 7457, Kansas City, Mo 64116.

Command.Con.4, Nov. 7 at the cafeteria of St. Louis Com-
munity College at Forest Park, 5600 Oakland, St. Louis, MO.
Write o Command.Con.4, PO Box 9107, St Louis, MO
63117.

Canadian
Includes postage

nam?”

ENLIST NOW!

FOR A NEW STYLE OF ADVENTURE!

How many times have you played a wargame. read a
history book, or seen a war movie and said to yourself,

“What was it like to go over the top at the Somme, move
through the hedgerows of Nomandy against the dreaded
Waffen SS. or go on a search-and-destroy mission in Viet-

Well, here is your chance to find outl The 20th Century

& tax!

ALIENS Adventure Game
or Dark Conspiracy
Games . Miniatures .~ Model kits
9% Books v= Comics % Cards
+". - Manga videos 7.~ Magazines .~ Posters

For our catalog covering new items, send $2.00, with name, address
and phone number, or send $18.00 for 12 monthly issues to:

BUSHMAN GAMES CANADA
168 Queen St. S. 178 Lakeshore Rd. E.
Mississouiq, Ontario L5M 112 Oakville, Ontario, L6J 1Hé

(416) 858-7507 (416) 845-8706

Cheque, money order, or accepted.

Tactical Studies Group WANTS YOU to participate in WW1/
W1/ Vietnam reenacting. This enjoyabie hobby of recre-
ating the pivotal battles of this century, with the actual use
of original uniforms, weapons and vehides of the periods.
3 1 year membership $15.00
2 2 year membership $25.00
3 3 year membership $35.00
2 Lifetime $300C0O
NOTE: Membership includes subscription to BREAKTHROUGH magazine,
membership card, patch, and rues.
20th Century Tocticd Studies Group
PO.Box 945
Cape Girardeau, MO 63702-0945
(314) 651-4876 (evenings)
BECOME A PART OF ONE OF THE FASTEST GROWING
i HOBBIES IN AMERICA!
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Unusual equipnient and weaponry

Somethmg about spooktek arways

fascinatespeople. Thetechnologyused
by spies intheir missionsis sofaroutof
the experience of the ordmaly person

that spooktek almost aways draws
amazement fromcivilians and immedi-

ately generates ideas for appkcatlons -
from those who have an interest in
such lore. This article expioresthetech :
aspect of spooklore by showmg oﬂ

some of the more unusual devices.

Game descriptions are prow_d_ed f_or ;
Twilight: 2000 and, where necessary,
are divided into “current tech” and “hi-

tek.” Current tech gives 1990s capa-
bilities for the items, while hi-tek gives
capabilities for the near future world of

Dark Conspiracy. Availability for de-
vices is usually through very good con-

tacts in the espionage/law enforce-
ment community, unless otherwsse

noted. Price estimates are based upon
current 1990s praces. and referees
should adjust these as required. Any

special skills required for the dewce
are listed in the descnptzon '

SURVEILLANCE
- DEVICES

Spooktek survelilance dewces in-

clude the followmg

RF Scamlner/Filter -

The RF scanneris anincredibly use-
ful device for SIGINT (Stgnats Intelli-

gence) spooks. This device is capable
of picking up RF emussmns across a
wide band and passing them along to

~ other devices for processing. To oper-
ate the scanner/fitter properly is AVG:
Electronics. What can be done with

this device is nothing short of amazing.

For example, the device could detect
RF emissions of computer monitors,
~ allowing othermonitors—following sig-

nal processing, DIF: Electronics—to
reproduce what is dispiayed on the

eavesdropped monitor. The same can

By Roman J Andron

.-be done with computer microproces-
sors. Or cordless and cellular tele-

for modern esptonage

phones. Or radio transmissions. The
scanner/ffilter can pick up transmis-

_sions within the range of the transmit.
For low-power emissions, such as

monitors and microprocessors, this is

limited to 200 meters. For cordless/

cellular telephones, this is one kilome-
ter. For all others, range is indefinite

‘and depends on transmitter strength.

Also, such devices can be used as
direction-findinggeartolocate RF emis-
sions. This is DIF: Electronics.

 Current Tech: Thisdeviceis asmall,

‘hand-held unit with an LCD display

showingthe current frequency and sig-
nal strength. An attached speaker/

headphone jack can be fed into pro-

cessing equipment. Thisdevice is avail-

.able to any civilian in Western nations.

Wi: 2 kg.
Cost: $750.
Hi-Tek: Unchanged fromcurrent tech

_ RF Emitter
The RF emitter can create RF emis-

_  sions at frequencies set by the user.
- This Is most commonly used for jam-

ming other devices, especially com-

‘munications devices. However, the RF
-emitter has several advanced uses—
- DIF: Electronics to succeed—such as
jamming microprocessors, video

screens and microprocessor-controlied
equipment. Success means that the

_equipment is jammed and inoperable.
‘Range for such jamming is limited to
the strength of the emitter, but for the

models shown below is 200 meters.
~ Current Tech: This is a hand-held

~unit with an integral transmission an-
~tenna and an LCD display showmg .

current frequency. This device is avail-
able to any civilian in a Western nation,
but spraying RF emissions without re-

~gard for radio communications guide-
lines is illegal in all jur:sdlcnons '

Wit 1 kg,
 Cost: $200.
Hl»Tek Unchangedfromwrremtech

ciple in an array of ground-sensor
mechanisms in Europe to pick up ad-

~ Fiber-Optic Sensors
_Itis alittle known factthat the pattern

of modulation in a fiber-optic cable

varies with the pressure placed on the
cable. NATO considered using this prin-

vancangtankv’brahons The fiber-optic
sensor can also be used as a micro-
phone inside buildings. The fibers must

‘be placed within the targeted building,
eitherinside a wall or attached through

adhesives, then illuminated by a tiny
diode laser. A photo receptor on the
other end of the fiber picks up the laser

light, modulated by any sound in the
-environment, and passes the data on

for transmission or storage.
‘Current Tech: This kit consists of a

five-meter spool of optical fibres, a

diode laser and transformer so the

 laser canfeed off of house AC current,
- and a photo receptor module with a

serial output jack. Available to the gen-
eral public in Western nations in com-

ponent form. Assembled kits are only

available to govemment personnel

- W:1.3ka. -
 Cost:$120. .
-{-HI-Tek Unchangedfromcurremted't

Fleld Sound Processor

E:Roughly the size of a small brief-
case, the field sound processor (FSP)
is packed with electronics, allowing the

‘user to record audio inputs and per-
form real-t:me ‘analog processing at
‘the same time. Capabilities include a
high-gain/low-noise amplifier, speech

passbandfilter, compressorand equal-

; i'Zer.fEssen;_ia!Ey; this means the unit is
_able to take in aweak signaE and boost

it to within a set range, to filter out all

noise beyondthe humanspeechrange,

andtoi improve the quality of the sound

withinthat range. To work properly, this
‘requires the new skill of Sound Pro-
- cessing, Whlch is a cascade of Elec-
L fromies. ¢ -

Current Tech Current tech ﬂeld
‘sound processing gear is as described

Challenge 61
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above. The unit runs on a set of re-
chargeable 9.6V batteries, with a dura-
tion of seven hours before recharging.
This item must be custom built.

Wt: 7 kg. '

Cost: $850.

Hi-Tek: No new features, aside from
smaller size and manufacture by gov-
ernment contractor. This unit is only
available to government personnel.

W5 kg (about the size of a handbag).

Digital Sound Processor

Digital sound processing (DSP)
manipulates sound waveforms as bits
of data and allows much greater alter-
ation of audio input than the analog
sound processordescribedabove. This
item requires the Sound Processing
cascade skillor DIF: Computers skill to
use properly. Because it is heavily com-
puter based, the DSP has the same
processing capability the FSP does,
but also has the following:

Speech Repair/Extrapolation: This
is the synthesization of words missing
in the audio input but either identified
by computer or deduced by context in
the conversation. .

Translation:Once identified, the com-
puter can synthesize the speech as if it
were spoken in another language.

Voiceprinting: The computer auto-
matically generates a voiceprint from
the spoken sample.

Switching: The computer is able to
synthesize the speech as if it were
spoken by a different person.

Voice Stress Analysis:The computer
can also add or eliminate microtremors
which indicate voice stress.

Keyword Scanning:The computeris
able to search for specific keywords
and phrases in the speech, then flag
them for the surveillance expert’s at-
tention.

Mixing: The DSP allows the blend-
ing of multiple audio sources so as to

appearthat only one source was used.

Current Tech: In current technol-
ogy, the DSP is limited to post-pro-
cessing because of its bulk and power
requirements. The DSPpresented here
is actually a special board for a per-
sonal computer. The board allows all
DSP functions except speech repair/
extrapolationandtranslation. Functions
at this stage require custom software
and much more powerful computers.
This system is available to all civilians

- in Western nations.

Wit N/A.
. Cost: $800 (board), $500-$2000
(software). '
Hi-Tek: The DSP is shrunk down so
that it will fit within a palmtop computer
for real-time processing. Speech re-
pair/extrapolation andtranslation func-
tions become available to laptop and

desktop computers, but require cus- .

tom software. The custom software is
only available to government agen-
cies.

WEAPONRY
Allweaponry is currently available and
is not expected to change over time.

Sap Glove
A glove which has had 170 grams of
lead shot sewn into the knuckles. This
adds 3 to the user’'s Damage rating.
Wt: 0.5 kg per pair.
Cost: $80.

Silent Ammunition

This is the development of a round
used by Tunnel Rats in Vietham. A
pistoninthe casing launches the bullet
forward, then rams itself against a rim
on the casing mouth, sealing the pro-
pellant gases within the casing. The
only sound is that of the hammer fall-
ing. This is available to government
personnelonly for .38 and .357 revolv-
ers, for 12-gauge manual shotguns,

Silent Ammunition

Ammunition Dam Pen SS Burst Rng
.38 Special silent 1 Nil 6 —_ 3
12-gauge buck 7 close Nil 4 — 25

1 medium ___ Nil
Weapon ROF Dam Pen Bk SS Burst Rng
7.62R SA 3 2-Nil 3 2 — 20

silent launcher

and for a special twin-barrel 7.62R
launcher.

See the Silent Ammunition Table for
statistics. Launcher stats follow:

Ammo:7.62R individual.

wt:25g.

Mag: 2 individual

Price: $500 (NATO Availability: —;
Soviet Availability: R)

12-Gauge
Flamer Ammunition
This round uses incendiary chemi-
cals as a payload and is only usable in
manual shotguns. The round is ignited

“in the shotgun, and the composition

burns powerfully, spewing high-tem-
perature metals out in a brilliant fireball
two meters in diameter by 100 meters
in length. The fireball lasts for three
seconds, and the fireball spray can be
swept from side to side in an arc up to
90 degrees.

A player firing this round must de-
clare up to three (one-second-long)
two-meter-wide swaths in a 90-degree
arc. If less than three swaths are de-
clared, the remaining swaths are sim-
ply added onto an existing swath, so a
person holding the shotgunonly toone
swath would have the equivalent effect
of three swaths for damage purposes.

Tobeontarget, thefirermustroliahit as
it he werefiringa slug—amiss meansthat
the swath goes up into the air without
hitting anything. If the swath hits, every
target in that swath rolls 1D6. On a 3-6 at
short range and a 5-6 at medium range,
the target is hit and takes 2D6 flame
damage per body part, with all body parts
being hit. This procedure is repeated for
each swath, evenifthe later swath covers
the same areaasapreviousone, withlater
swaths subject to recoil modifications.

Targets bracketed by two hitting
swaths are also subject to injury and
take damage on a roll of 4-6 at short
range and 5 at medium range. If one
swath of the two misses, these targets
are safe. The flamer acts like a flame-

- thrower for incendiary purposes and

antivehicle attacks.
See the 12-Gauge Flamer Ammuni-
tion Table for statistics.

Vesicant Pen
The vesicant pen is an ordinary felt-tip
marker pen which has been filled with a
blister agent. The user contaminates dis-

8
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crete areas by simply drawing on them.
The blister agent remains active for up to
two days. Injury is as per the blister agent
contamination rules in Twilight: 2000.
This device is only available to govem-
ment personnel.

Wt: Negligible.

Cost: $15.

Personal Defense Aerosol

These havebeenmarketed extensively
to civilians and police forces in the United
States, but civilian sales have been pro-
hibited in other Westem nations, such as
Canada. Normally, the filler is CS or CN
aerosol, but it can alsobe 1% capsaicin, a
cayennepepperderivative. Allfillers actas
per imitant gas rules in Twilight: 2000. A
special 5% capsaicin solution is sokd only
to law enforcement personnel, and the
imtant gas rules are modified for this by
making the Constitution roll at DIF level.
Hitting is accomplished accordingto stan-
dard direct-fire rules, with the total range
being limited to 10 meters. The spray
contaminates any surface it hits, but dis-
perses within 10 minutes.

WE: 0.2 kg.

Cost: $25.

See the Personal Defense Aerosol
Table for statistics.

Paint Pistol/
Capsaicin Paint Pellets
Custom-made pellets filled with 5%

capsaicin solution. They are designed to
be fired out of a standard .68-caliber paint
pellet pistol of the sort used in paintball
wargames.Anyoneinthe sametwo-meter

square as animpactis attacked and must
follow the irritant gas rules in Twilight. If a
personis actually hit by a pellet, he makes
a DIF: Constitution roll rather than follow-
ing the irritant gas rules. Failure means
that he suffers standard initant effects.

Wt:1.3 kg.

Cost: $200-$600

See the Paint Pistol/Capsaicin Paint
Pellets Table for statistics.

12-Gauge Flamer Ammunition

Ammunition Dam Pen

85 Burst Rng

12-gauge flamer ¥ Nil

3 — 50

Maximum range is medium. Burn time is three seconds.

*Damage is described above.

Personal Defense Aerosol

Weapon ROF Dam Pen

" Mag

SS Burst Rng

Personal SA 5 Nil
defense aerosol

25 10

Paint Pistol/Capsaicin Paint Pellets

Weapon ROF Dam Pen

Mag

SS  Burst

Paint pistol ~ SA 3 Nil

Ang
5i0) 8

*Damage varies according to the ammunition. Normal paint pellets will not
causedamage otherthan aweltorpossibly aninjured eyeif they strike there. The
effects of capsaicin-laced pellets are described above. Q
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M- 100 Special Objectives Firearm

By Captain Thomas E. Mulkey, U.S. Army (retired)
With the technical assistance of Captain Greg D. Bahl,
North Carolina State Militia

N

S Special Operations Command
(USSOCOM) in 1991 issued a
Joint Services Operational Re-
quirement (JSOR) for an offen-
sive handgun for issue to Special
Forces, Delta, Ranger, SEAL and other ele-
ments of the command.

The principle reason behind the JSOR
was the perceived need for a light weapon
able to take out sentries silently with assured
single-shot effectiveness. The 9mmP Mk-
22, then the standard weapon, lacked the
lethal trauma-producing effects needed to
ensurethatthetarget wentdown and stayed
down. Already in the inventory and capable
of doing just that was the venerable .45-
caliber automatic Colt pistol (.45 ACP) bul-
let.

The new weapon would be in that caliber
and use both standard .45 rounds and a
tamily of new high-lethality rounds as well. It

‘U
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would be silenced and equipped with both
conventional and laser dot sights. The
weapon had to be airdrop and underwater
swim capable. The specifications appearing
inthe JSOR led one publication of the day to
refer to the weapon as an SOF “Supergun.”
Thefinalselection, Freedom Firearms Inc.’s.
“SOF-100,” brought into the inventory in
1994, was just that. The M-100 SOF has
since become “the weapon of special opera-
tions forces,” the hallmark of USSOCOM.
Welght: 1.4 kg, empty without silencer
and attachments; 2.5 kg, loaded with 10 RD
magazine and silencer; 3.1 kg, loaded with

silencer and thermal imager.

Magazine: 10/30 RDS. Variable feed
angle bull-pup configuration.

Ammao: .45 ACP FMJ, .45-caliber auto-
matic Colt pistol, full metal jacketed (stan-
dard issue).

.45 ACP FMJ HLR, high-lethality round.

.45 ACP HJHP XLR, half jacketed
hollowpoint, extreme-lethality round.

Price: $5000 (R/—). All special rounds:
$2 per round.

SPECIAL FEATURES

Sights: Adjustable front and rear rectan-
gular iron sights with three-dot Tritium illumi-
nation.

Adjustable electro-optical beam sights,
water resistant (to 50 meters), shock resis-
tant (to 12G). With red laser dot sight visible
to 25 meters in full daylight, infrared laser
sight visible to 25 meters in full moonlight
using current passive night vision goggles,
white light flash light able to recognize indi-
vidual human faces at 25 meters.

Quick installation attachment for thermal
imager/vision intensive sights with retained
battle sight zero.

Firing Stability Alds: Adjustable folding
shoulder stock, adjustible folding bipod legs.

Silenced Features: Silencer inaudible
beyond 10 meters, retain silenced function
up to 100 full autofire shots, retain silenced
function up to 300 semiautomatic shots,
retarded blowback and slide dampening pads
to eliminate the need for a slide lock.

Selectable Functions: Single or double
action, semiautomatic or three-round con-
trolled burst fire, ambidextrous decocking
lever, safety/select fire switch magazine re-
lease, action and cocked, bolt grip safety,
detachable silencer, barrel extension and
sight packages, single-round manual feed
and magazineless fire function. Uses spe-
cial 10-round or standard 30-round M-3
magazines, uses standard .45-caliber ACP
FMJ ball service rounds or specialized high
lethality and/or armor piecing rounds.

.45 ACP FMJ/Teflon-coated, armor-pierc-
ing HLR.

.45 ACP half jacketed, hollowpoint, ex-
tremely HLR.

Reliability: 100,000 rounds between
malfunctions.

Compatible with current equipment and
doctrine in Halo and static line airborne
operations.

Fully functionable and reliable in any SOF
mission environment. Able to evade current
metallic security scanners (unloaded).

Weapon Stats With Silencer and Full Sight Package

Weapon ROF Dam Pen Blk Mag SS Burst Range
.45 ACP FMJ 3 2 Nil 1/ 2R O/ B0 S/ SN 5 21T
FMJ HLR 3 3 1/Nil T/2 S 10/30" 42 8/4 —15m
HJHP XHLR 3 5 1/Nil 12 10/30 4/2 8/4 15m Q
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Sailors Wanted eing out of work stinks, butit's an occupational

P ; ; ; hazard for PC groups. A wet navy ticket they
Personnel Systems_is of ne-year, i -
LR yetoms, IS oo read about looks like the bestehance in along

Cr500,000 wet mercenary ticket. Experienced wet na- : : :
“| valofficers and sailors with-gunnery and engineering =22 actior?me to'get off their current dirt ball and back

skills ‘are wanted for mercenary assignments in off- Thi : e =
world wet navy. Contact the Ling Personnel Systems is campaigncan use charactersiromapre-existing
campaign set inthe Spinward Marches, or new charac-

ffice by Tt 150-1 if inter: ;

piics by TegEerse T ebligiastod ters may be generated with the sailors basic character
generation tables. However, in the case of pre-existing
By Terrence R. McInnes characters, the referee may need to establish certain
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skill equivalencies or overlaps for characters not imme-
diately suited to a nautical excursion.

TICKET
The PCs will have no difficulty finding the local Ling
Personnel Systems (LPS) office and will endure only a
short wait before being taken into the recruiter.
The LPS recruiter is a typical soft bureaucratic type
who swears the characters to secrecy before beginning
his briefing. He also makes them sign a confidentiality

7 =

agreement which threatens legal action if they tell
anyone the information he is about to share.

The recruiter is looking for wet navy officers and
sailors to serve as advisors and officers in the maritime
forces of Lanax, a nation on Aramanx, a balkanized
world inthe Aramis subsector of the Spinward Marches.
(Aramanx/Aramis/Spinward Marches 0605 B65797-6).

Lanax is under attack by the combined forces of the
Lovrenyi/Union of Senled Alliance. Although the large
and well-equipped Lanaxian ground forces initially lost
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some ground because of surprise, the ground war has
become a stalemate in the mountainous center of the
Bheroven continent. The Alliance has developed a potent
wet navy of TL6 surface vessels. With this navy, the Alliance
is cutting Lanax off from the resources of Klavisur, a nation
on Lowestowe continent, and has landed Alliance amphibi-
ous raiding parties behind Lanaxian lines. If the Alliance fleet
is not stopped soon, a major amphibious invasion may
decide the warinthe Alliance’s favor and replace arepresen-
tative democracy with harsh autocratic rule.

To counter this, Lanax has developed a fleet of its own.
Although indigenous sailors form the bulk of the naval
personnel, Lanaxian sailors lack solid naval combat experi-
ence. To remedy this, the Lanax government has hired LPS
to recruit experienced wet naval officers from off-world.

The recruiter can offer the PCs each a oné-year contract,
with a base pay of Cr500,000, plus a mid-passage ticket to
Aramanx. Officer PCs will each be commissioned as officers
in the Lanaxian Navy, with at least the rank of lieutenant
(volunteer). Officers with a rank higher than lieutenant will
receive acommissionwith arank one lowerthantheircurrent
rank. Sailor PCs with Gunnery, Electronic or Technical skills
will be hired as warrant officer specialists at the same pay.

If the war continues past the end of the contract, the
characters will be paid their salary and given a mid-passage
ticket to the world of their choice. They will also be given the
opportunity to re-enlist for one year for an additional
Cr500,000.

Should the war end withinthe yearwith a Lanaxian victory,
PCs will be mustered out of the Lanaxian Navy with full pay
and a mid-passage ticket onthe day peace is declared. If the
Alliance wins within a year, LPS will guarantee a repatriation
bond for each PC, with 10% of the remaining unpaid salary
and a low-passage ticket to Aramis.

If the characters accept, they are immediately handed
their mid-passage tickets and hustled aboard a ship’s launch
that has landed on the building roof. The launch takes off for
a rendezvous in orbit with a Type A2 far trader about to jump
out-system.

REFEREE’S INFORMATION

Veteran PCs should infer that Ling Personnel Systems is
asubsidiary ofthe Ling Standard Products megacorporation.
That and the hefty salaries mean that they are not recruited
tofight forfreedom and democracy. They are fighting for Ling
Standard Products, a megacorporation specializing in min-
ing and manufacturing, which has had a long-terminterest in
exploiting the rich mineral resources of Aramanx and pre-
venting its arch-rival, Sternmetal Horizons LIC, from gaining
control of the planet.

HISTORICAL BACKGROUND

Thetrue story of Aramanx is a long megacorporate struggle
for mineral resources. Rather than spend the money to
control Aramanx directly, Sternmetal has taken advantage of
the long years of violent balkanization on the Bheroven
continent by backing Lovrenyi, a small but industrialized
nation, in its struggle with its neighbors. By introducing
mercenary forces to help Lovrenyi annex its neighbors,
Dalelo and Renitza, then engineering the Bheroven Alliance

Treaty between Lovrenyiandthe Union of Senled, Sternmetal
seemed poised to take Aramanx via its puppet governments.

However, the nation of Lanax, seemingly doomed by the
forces arrayed against it, looked for help off-world and
eventually offered its mineral resources to Ling Standard
Products (LSP) if the megacorporation would help it against
its enemies. LSP brought in its own mercenaries, including
the Kforuzeng and other Vargr corsair bands.

These wars have raged from 1100, with the interruption of
the Fifth Frontier War and the Rebellion. The former reduced
trade to such low levels that the megacorps temporarily
abandoned their claims, and the disruption from the latter
allowedthe Kforuzengto slip in and occupy Aramanx and the
entire Towers Cluster.

Two years later, in 1118, Duke Norris’ forces re-took parts
of the Towers Cluster, including Aramanx. The mega-
corporations returned as well, the nations of Bheroven re-
armed against each other, and conflict resumed.

In 1122, Sternmetal Horizons decidedto settle the Aramanx
question once and for all. Sternmetal supported the Lovrenyi/
Senled Alliance in a campaign to annex Lanax, eliminate
LSP influence from the world and gain control of the richest
section of Bheroven. This includedfinancing the Alliance and
employing ground, air and nautical mercenaries to advise,
stiffen and spearhead local forces. With Sternmetal’s help,
the Alliance acquired a wing of Cheyenne-class jet fighters,
more than a match for the propeller-driven Tucsons and
Chicagos flown by the Lanaxian Air Force. Sternmetal also
helped the Alliance build a fleet of nautical destroyers and
cruisers to be used to bombard Lanaxian coastal cities and
support amphibious raids. The Alliance attacked in mid-1122
and touched off a long-dreaded world war.

Lanax replied with its own wet navy. This fleet initially
included destroyers and cruisers used in a coastal defense
role, as well as diesel-electric submarines to raid commerce
between the Alliance ports on Bheroven and Klavisur on
Lowestowe, a neutral nation supplying mineral and agricul-
tural resources to both sides.

More recently, LSP has secretly imported several fission
reactors and plutonium fuel into Lanax, and installed three
reactors into three hulls nearing completion.

GETTING THERE IS HALF THE FUN

The Type A2 far trader will follow a circuitous route through
backwater systems to Aramanx, as secrecy is of the utmost
importance.

Ling Standard Product’s introduction of fission reactors is
a violation of the Imperial Rules of War against excessive
extraplanetary interference and could result in Imperial
intervention on Aramanx if the interference is too blatant.
That's why the characters were suddenly hustled into orbit
and aboard the far trader. Ling Standard Products wants to
conceal its hiring of wet mercenaries from both Duke Norris’
government and Sternmetal Horizons.

Sternmetal is aware of Ling’s intentions to import merce-
naries, and its corporate patrol cruisers are searching for
Ling ships bound for Aramanx. Norris’ patrol ships may also
stop and challenge the far trader. And Vargr corsairs are
active, making deep raids into the coreward half of the
Spinward Marches. Encounters with Sternmetal, Domain
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naval ships and Vargr corsair ships are likely during the
voyage to Aramanx, and can result in everything from
boarding and searches to running space battles. Refueling
and resupply attempts at one or more interdicted worlds may
require dealing with Scout Service vessels.

ARRIVING AT ARAMANX

The arriving characters will find the Aramanx system
patrolled by a Domain of Deneb cruiser squadron. The
squadron has two purposes: to ward off any attack from
Vargr-controlled worlds only two parsecs away and to en-
force the Imperial Rules of War. The latter task includes
policing against the use of nuclear weapons in the Aramanx
war, and prohibiting the introduction of excess extraplan-
etary technology and support.

Any use of nuclear weapons will result in an immediate
response from Norris’ marines aboard the cruiser squadron.
The squadron will destroy any reconnaissance satellites
launched from Aramanx and attack any orbiting starship
giving fire support to any of the combatants on planet.

Domain close escorts and system defense boats will stop and
search all arriving starships. The characters have false documents
indicating they are wet merchant ship officers retuming to work in
the neutral nation of Klavisur. Each character should roll this task
when his documents are checked:

To avoid detection of forgery:
Simple, Persuasion, 1 min (fateful).

Once cleared into the system, the far trader docks at
Aramanx Orbital Starport. There are no downports on
Aramanx. However, shuttle service is provided to airports
outside each nation’s capital. While the orbital starport
enjoys extrality and is treated as a neutral territory, surface
airports are under their nation’s jurisdiction. The shuttles
themselves are regarded as neutral vessels and are not to
be fired on by combatant forces. However, the airports are
vulnerable to air raids at any time.

Agents of both megacorporations are aboard the orbiting
starport and are on the lookout for any off-planet mercenar-
ies their opponents may import to Aramanx. Arriving merce-
naries have been assaulted and killed by megacorporation
agents while transiting through the starpont. If the characters’
true identities become known, they may be attacked by
Sternmetal agents.

To maintain their identities as Klavisur citizens, the PCs
should take the shuttle to the Klavisur capital. From there,
they take ship aboard a neutral Klavisur wet freighter bound
for Lanax. Before reaching Lanax, however, the freighter
must pass through an Alliance blockade. If detected by
blockading vessels, the freighter will be stopped and
searched. If boarding parties find the PCs without proper
documentation, the PCs will be arrested and imprisoned in
Lovrenyi.

SITUATION
Once the characters arrived in Lanax, they are assigned
to the Equalizer, which is berthed at Port Lanax on that
nation’s west coast, along with a sizable portion of the Lanax
fleet. Port Lanax is that nation’s primary naval base and is a

major seaport. It is also under frequent air attack by Alliance
Chicago-class ground-attack aircraft escorted by Cheyenne-
class jet fighters. When the characters arrive, they will see
that buildings, dockyards and some ships are obviously
damaged. One or more fires may be burning, and within
hours of the PCs’arrival, Alliance aircraft attack the dockyard
area around the Equalizer.

The local population appears to be quite demoralized by
the attacks. Chance meetings and casual conversations at
the Rusty Porthole, a nearby sailors’ bar, may revealthat the
war is not going well. Alliance forces occupy about 20% of
Lanax in two areas—the eastern mountain region adjacent
to Renitza and Lovrenyi, and the forested area between the
Senled border and the north bank of the Dunbur River.
Alliance engineers have built a forward air base inside
occupied Lanax territory used to mountthe raids on both Port
Lanax and Lanax City, the capital. Most of the locals feel it is
only a matter of time before forces push south toward Port
Lanax, possibly supported by amphibious landings near the
port, then drive east toward the capital.

The Equalizeris a battlecruiser armed with a 36cm main
battery, the heaviest guns onthe planet. The ship is powered
with a fission reactor, a clear violation of the rules of war. The
characters may also see an aircraft carrier and a submarine
under the final stages of construction at fitting out piers near
the battlecruiser. An experienced wet navy sailor will notice
that these ships are fission-powered as well.

INTO THE WAR

The PCs should be assigned in relatively close proximity
to each other aboard the Equalizer. If they are officers and/
or have Large Watercraft or Navigation skills, they should be
assigned to the bridge as either watch standers or advisors
to indigenous naval officers. If they have gunnery skills, they
are assigned to a main battery turret.

Optionally, characters may be generated withthe COACC
advanced flyers character generation tables for flight posi-
tions aboard Talon.

Existing MegaTraveller characters with either Engineer-
ing or Navigation skills may be used on any of the three
vessels. Engineering skill is needed to operate and maintain
the fission power plants aboard these vessels. Characters
with FA Gunnery skills may use these skills with the
Equalizers batteries. Characters with Forward Observer
skills may be employed as either airborne or shore party FOs
to direct fire from the Equalizeror call in air strikes by Talon
aircraft.

FLEETS

Lanax: The Lanax Navy is expected to play a major role
in fending off the expected invasion and carrying the war
home to the Alliance. However, most of its vessels are
currently bottled up in Port Lanax. As of 001-1124, the navy
includes:

1 Equalizer-class battlecruiser at Port Lanax.

1 Talon-class aircraft carrier (fitting out) at Port Lanax.

1 Kraken-class nuclear attack submarine (fitting out) at
Port Lanax.

3 Hero-class light cruisers, 2 at Port Lanax, 1 at sea off
Klavisur. :

Challenge 61 17



10 Battle-class destroyers, 4 at Port Lanax, 4 at sea off
Klavisur, 2 on convoy escort.

9 Province-class frigates, 3 at Port Lanax, 6 at sea on
convoy escort.

2 City-class diesel electric attack submarines, at sea off
Senled.

Alliance: Consisting mostly of the Senled Navy, the
Alliance fleet is blockading Lanax seaports and raiding
Lanax convoys. An amphibious task force has been formed
for raiding and invading Lanax territory.

2 heavy cruisers, 1 on blockade duty off Port Lanax, 1
attached to the amphibious task force at Bandar Senled, the
main Alliance naval base.

4 light cruisers, 1 on blockade duty off Port Lanax, 1 off the
Lanax south coast, 1 raiding convoys off Klavisur.

16 destroyers, 6 on blockade duty off Port Lanax, 6 raiding
convoys off Klavisur, 4 attached to amphibious task force at
Bandar Senled.

6 diesel-electric attack submarines, 2 off Port Lanax, 1 off
Klavisur, 3 at Bandar Senled.

4 Frigates, Lovrenyi Navy based at Lovrenyi.

1 frigate, Dalelo Coast Guard, based at Dalelo.

MISSIONS

The Equalizer has just finished fitting out and is loading
stores and ammunition as the characters arrive. She will be
sailing on her first war patrol within 36 hours after the
characters arrive and are assigned their duty stations. The
Equalizer has sealed orders for a number of missions
including:

Breakout: Go head-to-head against the allied blockade
off Port Lanax. The objective is to break the blockade,

sinking as many enemy ships as possible, and to headforthe
open sea. The Equalizer will be supported by all available
combat vessels. In addition, one wing of Chicago attack
aircraft (36 planes) and one squadron of Tucson fighter
aircraft are available from Port Lanax air base to support the
breakout. Two coast artillery batteries with two 36¢cm high-
velocity cannons each can support the Equalizer up to 75
kilometers from the coast.

Blue Water Sweep: Once the blockade is broken, the
Equalizer and supporting cruisers are to sail to the Klavisur
coast. There, they are to link up with Lanax Navy vessels on
station and search for and destroy Alliance convoy raiders.

Raid: The Equalizerand supporting cruisers are to return
to Bheroven via the Northern Sea and raid Bandar Senled
while en route home to Port Lanax. If they can conceal
themselves and maintain surprise in the foul weather ex-
pected in northern latitudes, the raiding force should be able
to catch the Senled amphibious task force vessels at their
piers.

Air Strike: By the time the Equalizer and the two light
cruisers return home, the Talon will have completed fitting
out and will have received her air wing. The Equalizer will
escort the Talon on her first mission, attacks from the sea
against the Alliance Cheyenne fighter bases north of the
Dunbur River and nearthe Senled capital. Pilots serving with
the mercenary air wing aboard the Talon should expect
heavy air-to-air and air-to-ground action while attacking
these bases. They are heavily defended with both Chey-
enne-class jet fighter aircraft and TL6 antiaircraft artillery.

War Patrol: Characters serving aboard the Kraken will
sail her to the Klavisur west coast to search for and destroy
Alliance warships and merchantmen. Because of supply

Indirect Fire ROF by Tech Level

Heavy High-Velocity Gmis

Bore (cm)  Volume (ki) Weight (tons) Price (MCr) Range (km) Signature 5 6 7 8
30 30 30 0.8 (Regional) 70 H 1/4 174 12 12
32 50 50 1.0 (Regional) 75 H 1/4 1/4 1/4 172
34 60 60 1.1 (Regional) 75 H 1/4 1/4 1/4 1/4
36 75 75 1.2 (Regional) 75 H 1/8 1/4 1/4 1/4
38 85 85 1.4 (Regional) 85 H 1/8 1/8 1/4 1/4
40 100 100 1.6 (Regional) 90 H 1/8 1/8 1/8 1/4
45 150 150 2.4 {Regional) 100 H 1/8 1/8 1/8 1/8
50 F200 & 200 3.2 (Regional) 120 H 1416 /8 1/8 1/8

At TL5 long-range heavy high velocity guns become available at calibers greater than 30cm. Their characteristics are

described here.

Heavy High-Velocity Ammunition

HE KEAPER
Bore {cm)  Volume (k) Weight (kg) Pen Danger Cr Dmg Pen Cr Dmg
30 0.42 420 32 50 1680 38 50 1850 33
32 0.56 560 33 55 2040 40 54 2210 37
34 063. 630 34 60 2480 42 55 2650 41
36 067y 675 35 65 3190 44 56 3360 43
38 0.865 865 36 70 3680 - 48 57 3950 45
40 0.990 990 38 75 4090 50 59 4360 48
45 1.44 1440 40 85 4610 54 63 4880 52
50 2.025 2025 44 100 6840 60 66 7350 56

Heavy high-velocity guns may be mounted in turrets aboard naval ships, in fixed coastal defense installations and as
railway artillery. The rates of fire noted above are for naval gun turrets and coastal defense installations with powered shell
hoists and rammers. Halve the rates of fire for railway artillery guns.
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constraints, the Kraken will remain on station for 30 days.
Rollonce each day onthe encountertable below for shipping
encounters.

Roll  Result
1 Alliance warship
2 Alliance merchantman
3 Alliance merchantman convoy
4 Neutral merchantman
5 Lanax merchantman
6 Lanax warship

Roll 1D6 again for the number Alliance warships encountered,
and the number of merchantmen and warships in the Alliance
convoy. If you roll a 6 on the second roll, the Alliance light cruiser is
included in the encounter. The result should be adjusted to reflect
the number of ships remaining after the Equalizer’s blue water
sweep. All merchantmen are freighters.

A Lanax warship may detect the Kraken, treat her as
hostile and attack.

Invasion: After the Talon’s air strikes cause panic in the
Senled population, the Alliance decides to force the war and
attacks in force on two fronts, one from the east through the
mountains and one south across the Dunbur. The north-south
attack is supported by amphibious landings south of Port
Lanax. The amphibious task force includes all surviving
attached warships and 2D6+10 freighters used as troop
transports and assault cargo ships. All Lanax naval units are
to attack and sink as many of the troop transports as possible.
If the amphibious invasion fails, the Lanax army will be able to
repulse the remaining two attacks. If the invasion succeeds,
Port Lanax will be captured, and Lanax will lose the war.

TRANSFERS

The aircraft carrier Talon will be ready for combat one
month after the characters arrive on planet. The nuclear
attack submarine Kraken will be ready a month later. To
provide a variety of combat experience, the player charac-
ters may be transferred to either vessel after Equalizer
returns to port.

Talonwillembark a specially trained off-planet TL7 merce-
nary air wing equipped with 12 Dodge City light jet fighters,
36 San Diego-class attack aircraft, and four San Diego-class
two-seat variants used as command and control aircraft.
Talon will provide air cover for Equalizer, raid Alliance con-
voys and, most importantly, attack Cheyenne fighter bases.
Because of Talon's unlimited range and the lack of recon-
naissance satellites around Aramanx, the Alliance would not
know when or from where the next Talon attack will come.

Kraken will hunt and sink Alliance shipping. This will slow
the Alliance’s war effort by cutting Lovrenyi and Senled off
from critical minerals and food from Klavisar. Gunnery skills
may be used to crew the torpedo tubes aboard Kraken.

ENDING THE WAR
The warwill last 3D6 months afterthe characters arrive on-
planet. The three nuclear-powered ships give Lanax a major
advantage in determining the outcome of the war, assuming
they stay afloat and in operation. Their influence is abstractly
reflected in these possible war outcomes:

If all three ships survive until the end of the war, the
Lanaxians’ numerically superior ground forces score a deci-
sive victory against the Alliance forces and occupy Alliance
territory. Ling Standard Products receives rights to all Alli-
ance minerals and becomes a major on-planet political
influence, well-situated for conquering the remaining
Bheroven/East Bheroven land mass.

If either surface ship is sunk before the end of the war, the
Lanaxians score a marginal victory, forcing the Alliance to
sue for peace. LSP gains political influence and additional,
temporary mineral rights in Alliance territory. However, Alli-
ance territory is not occupied, and some Sternmetal influ-
ence remains.

If either surface ship and the nuclear submarine sink, the
Alliance scores a marginal victory, forcing Lanax to sue for
peace. LSP loses political influence and must temporarily
surrender its Lanaxian mineral rights to Sternmetal Hori-
zons.

If all three ships are sunk before the end of the war, the
Alliance scores a decisive victory. It occupies Lanax, and
Sternmetal gains all the mineral rights in that country.
Sternmetal is also well-situated to conquer the remaining
nations on the Bheroven/East Bheroven land mass. And
because 60% of the planet's population and 80% of its
industry is located here, the nation that rules Bheroven is in
a good position to conquer all Aramanx.

TAKE THE MONEY AND RUN

If the Domain of Deneb government learns that Ling
Standard Products introduced fission reactors to Aramanx,
it intervenes and stops the war, then throws LSP off the
planet. If Lanax and LSP win, and LSP becomes known as
the source of the fission reactors, LSP is thrown off Aramanx
and loses hard-won mineral rights and influence. LSP feels
that the PCs know too much about the fission reactors
installed in the Lanax fleet and does its best to make sure
they never leave Aramanx alive.

If the war ends in a Lanaxian defeat with the ships sunk,
paradoxically, the characters are safe.

Should the war continue past the end of the characters’
contracts, LSP representatives at first do their best to con-
vince the PCs to sign up for another year. If this fails, or if the
war ends sooner with a Lanax victory, LSP pays off the
characters as promised to achieve surprise. However, im-
mediately thereafter, LSP agents attempt to kill the PCs,
forcing them to flee for their lives.

The characters have two basic choices to survive: blendin
with the local population and remain on Aramanx, or flee to
a neutral country such as Klavisur and take a shuttle to the
orbiting starport. Once off Aramanx, they can approach the
Domain government and disclose what they know for protec-
tion against LSP, or begin another series of adventures as
they attempt to hide from the megacorporation.

Don’t miss the ship profiles starting on the following page.
For more information, see “Wet Navy 1" (nautical vessel
designrules) in Challenge 53, “Wet Navy 2" (naval weapons
and design sequences) in Challenge 54 and “Wet Navy 3”
(maritime environment and naval combat) in Challenge 60.
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CraftlD:

Hull:

Superstr:
Power:
Loco:

Commo:

Sensors:

Def:

Control;
Accomm:

Other:

Alrcraft:

Lanax Talon-Class Aircraft Carrier

Aircraft Carrier, TL6, MCR295

2700/6750, Disp.=3000,

Weight Loaded=20250 tons,

Hull Type=Curved Displacement,
Armor=18

528/1320 Flight Deck (Angled) Armor=18,
1337333 Island 2000 kiloliters Armor=18
23/46, Nuclear Fission, 70 MW., Endur-
ance=360 days

8/21, 2 Screw Propellers, Top Speed=70
kph, Cruising Speed=52.5 kph
Radio=Planetaryx2, Continentalx2, Re-
gionalx5

Radio Jammer=Continentalx2
Radar=Regionalx2,

Radar Jammer=Regionalx1

12 cm hivel gunsx8 in 8 turrets, 4 cm
autocannonsxB80 in 20 turrets, 2 cm
autocannonx80 in 40 dual mounts
Computer=1bisx2,

Enhanced Mechanicalx2500

Crew=1627, Stateroomsx99,

bunks %1358, basic environment

Fuel=30 kKliter, Aviation Fuel=6272 Kliters,
Magazines=4300 tons aviation ordnance,
50 tons ship’s ordnance. Catapults=Large
fixed hydraulicx2, Hangar Deck=13056 kliters
San Diego-class medium attack aircraftx36,
San Diego-class medium attack aircraft two-
seat variantx4, Dodge City-class light fighter
aircraftx12, Hartford-class utility/SAR heli-
copterx2

Only aircraft carrier on Aramanx, built and operated by
Lanax Navy with off-world assistance. Flies off TL7 merce-
nary air wing for attack missions against Senled/Lovrenyi
Alliance shipping and bases.

Lanax Equalizer-Class Battlecruiser

CraftiD:
Hull:

Superstr:

Power:

Loco:

Commo:

Sensors:
Off:

Def:
Control:

Accomm:

Other:

Alrcraft:

Battlecruiser, TL6, MCR263.75
2700/6750, Disp.=3000,

Weight Loaded=20250 tons,
HullType=Curved Displacement, Armor=31
400/1000, 6000 kiloliters Armor=18
12/24, Nuclear Fission, 35 MW., Endur-
ance=360 days

8/21, 2 Screw Propellers, Top Speed=50
kph, Cruising Speed=37.5 kph
Radio=Planetaryx2, Continentalx2,
Regionalx5

Radio Jammer=Continentaix2
Radar=Regionalx2,

Radar Jammer=Regionalx1

36 cm hivel gunsx6 in 2 turrets, 12 cm
hivel gunsx8 in 4 turrets

4 cm autocannonsx40 in 10 turrets
Computer=1bisx2,

Enhanced Mechanicalx250

Crew=917, Stateroomsx28, bunksx823,
basic environment.

Fuel=18 Kliter, Aviation Fuel=20 kliters,
Magazines=2000 tons
Catapults=Hydraulic Turntablex2. Han-
gar=15 kliters. Crane=10 ton capacity
on fantail

Nuremberg-class attack aircraft variant
with floatsx2, Springfield-class light he-
licopterx1

Most heavily armed wet navy ship on Aramanx,
flagship of Lanax Navy.

- %]
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 Lanax Kraken-Class
Nuclear Attack Submarine

..;___craftm

 Attack Submarine (nuclear), TL6, MCr38
Hull: 270/675, Disp.=300, Weight Loaded, Sur-
""" o taced--3240 tons, Weight Loaded Sub-
;l-tultType=Submers_ble. Amor=31, Max-
- ~ mum Diving Depth=465 meters
;.§Superstr 13/33, 202 kiloliters Armor=31
Power - 4/8, Nuclear Fission, 13 MW Endur-
.. . ance=360days
: .:ﬁch;oi' - 1/2,2Screw Propeliers, Top Speed=40kph,
- Cruising Speed=30 kph
Commo: Radio=Planetaryx2
Sensors_:j Radar=Regionalx1, V.Distantx1, Pas-
- sive Sonar=V. Distantx1
- Active Sonar=V. Distantx1
~_ Periscopes=Distantx2
O Torpedo Tubesx10 (6 forward, 4 aft)
~ with Early Steam Torpedoesx26
______ Control: Computer=1bisx2,
o ~ Enhanced Mechanicalx350
Accomm: Crew=163, Stateroomsx7, bunksx150, ex-
- tendedIlife support
rOth'e'r:‘ ‘Fuel=7 kliter radioactives, Cargo &

-Stores~378 kiloliters

War patrols by this submarine are limited only by
available food and torpedoes. Designed for long pa-
trols off Lowestowe to destroy Alliance shipping. First
nuclear submarine on Aramanx Power plant is TL7,

| built oﬂ-wor!d

Alliance Heavy Crulser

CraftiD:

-Hull -
Superstr:
Power:

- Loco:

Commo:

Sensors:
Off:

Def:
Control:

Accomm:

Other:

Aircraft:

- Heavy Cruiser, TL6, MCRtDz 1

180074500, Disp.=2000,

Weight Loaded=13500 fons,

Hull Type=Curved Displacemert, Arfmr-at .

270/675 4050 kiloliters Armor=18

11/22, Dlesel 55 MW Endurancenso 3'

days

- 8/21, ZScrewPropellers TopSpeed»-?B--
kph, Cruising Speed=52.5 kph
 Radio= Pianetaryxz Continentalxa
. Reglonalxs -

Radio JammeraC‘,ohtmentalxz
Radar=Regionalx2, @
Radar Jammeruﬂegionalxt

20 cm hivel gunsx9 in 3 turrets, 12cm

hivel gunsx8 in 4 turrets

4cm autocannonsxm in 10 turrets .

Computer=1bisx2, ]

- Enhanced Mechanicabcaﬁo -
Crew=835, Statemomsxza bt.lrks><739

basic environment

Fuel2376 Kiter, Aviation Fuel=20 Kiters,
Magazmes-=50 tons Cataputts_Hydrach '
Turntablex2. Hangar-tslkﬁters Cranenw '

ton capacity on fantail

Tucsonclass fighter aircraft vénant with
floats2, Springfield-class light heinoopterxt -

Largest SenledeorvrenyrAlhance Navy Shlp Often
encounted on blockade duty ott Lanax coast
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Generic Attack Submarine

CraftiD:
Hull:

Superstr:
- Power:

Loco:

Commo:
Sensors:

Off:
Control:
Accomm:

Other:

Attack Submarine , TL6, MCR21
270/675, Disp.=200, Weight Loaded,
Surfaced=2160 tons, Weight Loaded,
Submerged=2713 tons Hull
Type=Submersible, Armor=31,
Maximum Diving Depth=465 meters
9/22, 135 kiloliters Armor=31

1/2, Diesel, 6 MW., Endurance-SOdays
on surface. 4 MWrhrs stored in 20 kilo-
liters of batteries provide 20 kph for 2
hours, 10 kph for 8 hours, 5 kph for 32
hours while submerged o

1/2, 2 Screw Propellers, Top Speed=40
kphsurfaced, 20 kph submerged, Cruis-
ing Speed=30 kph surfaced, 10 kph
submerged

Radio=Planetaryx2
Radar=Regionalx1, V.Distantx1, Pas-
sive Sonar=V. Distantx1

Active Sonar=V. Distantx1
Periscopes=Distantx2

Torpedo Tubesx10 (6 forward, 4 aft)
with Early Steam Torpedoesx26
Computer=1bisx2, Enhanced Me-
chanicalx168 '

Crew=104, Stateroomsx? bunksx@1,
extended life support

Fuel=86.4 kliter hydrocarbons, Cargo &
Stores=378 kiloliters

First submarines built on Aramanx. Used byAIIiancé
to blockade Lanax ports and raid Lanax commerce.
Lanax versions are known as the City class.

Generic Light Cruiser

CraftiD:
Hull:

Superstr:

Power:

Loco:

Commo:

Sensors:
Off:

Def:
Control:

Accomm:

Other:

Alrcraft:

Light Cruiser, TL6, MCR69.53

- 900/2250, Disp.=1000, Weight
Loaded=6750 tons, Hull Type=Curved
Displacement Armor=26

190/225, 1350 kiloliters Armor=18

8/16, Dlesel 40 MW Enduranoe-so
days
3/8, 2Screw Propet!ers Top Speed=70

'kph, Cruising Speed=52.5 kph

ﬁadmuPlanetaryxz Continentalx2,

~ Regionaix5
Radio JammeraCommentaixa

Radar=Regionalx2, Radar
Jammer=Regionalx1

16 cm hivel gunsx12 in 4 turrets, 12 cm
hivel gunsx8 in 4 turrets

4 cm autocannonsx40 in 10 turrets
Computer=1bisx2, Enhanced Me-
chanicaix525

‘Crew=685, Stateroomsx28, bunksx589,

basic environment

Fuel=3456 kliter, Aviation Fuel=20
kliters, Magazines=3500 tons
Catapults=Hydraulic Turntablex1.
Hangar=15 kliters. Crane=10 ton

‘capacity on fantail

Tucsan-classf ghter aircraftvariantwith
floatsx1

High endurance and ammunition capacity makes
this design a commerce raider used by both warring
navies on Aramanx. The light cruiser accompanied by
one to six destroyers forms raiding task force used to
intercept commerce off Lowestowe.

Lanax versions named as Hero class.
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CraftiD:
Hull:

Superstr:
Power:
Loco:

Commo:

Sensors:

Off:

Def:
Control:
Accomm:

Other:

Used in commerce-raiding and blockading task

Generic Destroyer

Destroyer, TL6, MCR23.9

270/675, Disp.=300, Weight
Loaded=6750 tons, Hull Type=Curved
Displacement, Armor=12

54/135, 810 Kiloliters Armor=4

8/16, Diesel, 40 MW., Endurance=14
days

1/2, 2 Screw Propellers, Top Speed=75
kph, Cruising Speed=56.25 kph
Radio=Planetaryx2, Continentalx2,
Regionalx5

Radio Jammer=Continentalx2
Radar=Regionalx2,

Passive Sonar=V.Distantx1,

Active Sonar=V.Distantx1

12 cm hivel gunsx4 in 2 turrets, Deck-
mounted torpedo tubesx4 with early
steam torpedoesx4, Depth Charge
racksx2 with Depth Chargesx50

4 cm autocannonsx8 in 4 dual open
mounts

Computer 1bis, Enhanced Mechani-
calx87

Crew=176, Small Stateroomsx8, half
bunksx167, basic environment
Fuel=504 kliter, Aviation Fuel=20
kliters, Magazines=200 tons, Cargo &
Stores=77.5 tons

groups by both navies on Aramanx.
Lanax versions are known as Battle class.

2l

CraftiD:
Hull:

Superstr:
Power:
Loco:

Commo:
Sensors:

Off:'

Def:
Control:
Accomm:

Other:

Generic Frigate
Frigate, TL6, MCR22.65
180/450, Disp.=200, Weight
Loaded=1350 tons, Hull Type=Curved
Displacement, Armor=12
45/112, 675 kiloliters Armor=8
2/4, Diesel, 9 MW., Endurance=21 days
1/2, 2 Screw Propellers, Top Speed=50
kph, Cruising Speed=37.5 kph
Radio=Planetaryx2, Continentalx2,
Regionalx5
Radio Jammer=Continentalx2
Radar=Regionalx1,
Passive Sonar=V.Distantx1,

- Active Sonar=V.Distantx1

12 cm hivel gunsx2 in 2 turrets, Depth

Charge racksx2 + Depth Charge

Throwersx4 with Depth Chargesx100,
Anti-submarine mortarsx10 with mortar
bombsx100

4 cm autocannonsx4 in 2 dual open
mounts

Computer 1bis, Enhanced Mechani-
calxi3

Crew=85, Small Stateroomsx8, half
bunksx70, basic environment
Fuel=273 kliter hydrocarbons, Maga-
zines=200tons, Cargo & Stores=47tons

Used as merchant convoy escort by both navies on

Aramanx.

Lanax frigates are known as Province class.

N
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CraftiD:
Hull:
‘Superstr:
 Power:
Loco:
Commo:
Sensors:

Control:
Accomm:

Other:

on Aramanx.

Generic Freighter

Freighter, TL6, MCR1.49

900/2250 Disp.=1000, Weight
Loaded=10125 tons, Hull
Type=Parallel Displacement, Armor=1
90/225. Deckhouse lecated aft. 1350
kiloliters Armor=1

days .
1/2, 1 Screw Pfope!ler Top Speedmso
kph, Cruising Speednae 5 kph
Radio=Planetaryx1 =~
Radar=V.Distantx1
Enhanced.Mechanicaix212

Crew=56, Small Stateroomisx9,
bunksx45, basic environment, Pas-
sengers=12, Small Stateroomsx12
Fuel=489.6 kliter hydrocarbons,
Cargo=6242 metric tons

Common wet merchant sth used by many nations

2/4, Diesel, 10. 2M'v'v' 'Enduranceﬂ.so_-

Merce Aircraft

Dodge City Light Jet Fighter

CraftiD:
Hull:

Power:

Loco:

Commo:
Off:

‘Control:
Accomm:

Other:

Jet Fighter, TL8, MCR1.5

48/120, Disp.=20, Weight Loaded=12
tons, Airframe=Supersonic, Armor=0
4/10, Gas Turbine, .60 MW., Endur-

 ance=1 hour, 4 min on mternal fuel; 2

hour, 6 min w:th internal fuel and drop
fank

High PerformancaTurbofan Thrust=21
tons, Cruise=1485, Top=1980, Agility=6
Radio, Regionalx1
2 cm autocannonx2 Fixed forward firing
/200 rounds pergun. Plumbed fuselage
hardpoint. Wingtip launch railsx2
Powered, 2 Manuever Points
Crew=1 (Pilot), Basic life support with
oxygen mask and tank backup, com-
plex cockpit with advanced ejectionseat
Fuel=2040 liters. 1 2000 liter drop tank
may be carried beneath fuselage

Relatively inexpensive, very agile, light-weight fighter
popular among mercenary air squadrons as air supe-
riority fighters and attack aircraft escorts. This model’'s
small size makes it hard to spot visually during air-to-
air combat and easy to ship aboard starships. Recon-
naissance variant with integral nose cameras and a
two-seat training variant are also available.

T Wel
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Early&lec
By Charles E. Gannon
he UCP designsequenceinthe Referee’s
Manualreflectstheinterstellar-level tech-
( Z nological focus of the pre-Rebellion Im-
perium. But in the Hard Times era of
1125-1130, many of those items have
been destroyed, and those that remain are clustered in
the Safes or Frontiers, or in the hands of local govern-
ments. New technologies are being produced tofill the
void, but a great many of these postwar products are
extremely primitive.
Step 1: Basic Hull Design
CRAFT CONFIGURATION
AND STREAMLINING (1/5)

STOLNTOL Craft: Referees may modify the hulls
of aircraft and spacecraft so they are VTOL or STOL
capable. VTOLs need no runway, and STOLs need
only very short stretches of level ground in order to
conduct routine operations. Other performance ad-
vantages of VTOL/STOL designs can be found in
COACC.

VTOL hulls add 10% to the weight and 50% to the
cost ofthe hull. They become available at TL7. STOL
hulls add 5% to weight and 30% to the cost of the hull.
They become available at TL6.

ARMOR (1/7)
Early-tech hull materials often have a poor hard-
ness: weight ratio. Therefore, you must calculate their

IEELQSTIEAM

h«Design

Supplement

hardness and weight separately. In the table below,
all armors with a hardness rating of 1 can follow the
procedures outlined in the UCP design sequence
without modifications, ignoring any calculations that
involve hardness. Hulls constructed from any mate-
rial with a hardness rating of less than 1 must use the
following procedures when determining their design
characteristics.

Step 1: Hull Thickness: After selecting a hull from
the Basic Hull Design Table, decide onthe thickness in
centimeters. The minimum permitted thickness (re-
gardless of the hull material selected) is 0.25 cm.

Step 2: Hull Welght: Findthe UCPbasic hull weight
and muttiply it by the appropriate weight modifier from
the revised Hull Materials Table. Multiply this value by
the hull's actual thickness in centimeters. The result is
the hull’s true weight.

Step 3: Hull's Armor: To determine the hull's ammor
value, multiply the hull material’'s hardness modifier by
the hull's thickness in centimeters. The result is the
hull's equivalent armor modifier.

The equivalent armor modifier defines the resistance of
thehulinterms ofits equivalent valuein centimeters of hard
sleel. Theamor faclor coresponding tothe ammor modifier
is the hull's armor value. See the Armor Table in the Basic
Hull Design section (Referee’s Manual, page 63) for more
on amor factor ratings.

Armor Modifiers of Less than 0.25: It is possible to
build a hull with an armor modifier of less than 0.25.
However, such hulls have no resistance to penetra-
tion by missiles (an armor rating of 0). They have
some resistance to less powerful blows and impacts.

Hull Materials (1/7) Revised
Hull Material Hardness Weight Price

TL  (and UCP cods) Modifier Modifier Modifier
0 Cured hides (£) 0.02 0.15 0.7

0'  Boneflight wood (Y) 0.005 0.05 0.15

12 Wood (W) - 0.025 0.1 02

fron (1) 1 1.35 1.1

5  Softsteel (A) 1 1.25 1

6  Hard stesl (B) 1 1 1

7  Compos. lam. (C) 1 044 18
7 Aluminum (Ca) 05 04 125

7  Fiberglass (Cf) : 0.125 0.05 12

8  Titanium alloy (Ct) o 04 14

9  Lightcompos.lam.(D) 1 0.35 18
10 Crystalliron (E) i 0.31 1.1
12 Superdense (F) i 0.26 j e

14  Bondedsuperdense(G) 1 . 06 e
"Hulls constructed of this material cannot maintain pressure integrity in undersea or vacuum environ-
ments.
2Hulls constructed of this material cannot maintain pressure integrity in vacuum.
3For material purchased commercially. Material may be harvested for free in appropriate biospheres. It
the material is harvested from local sources, the ship's folal construction time is doubled.
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This is represented as an armor rating against melee
attacks. The following table indicates the correspon-
dence between armor modifier values and melee
armor ratings.

No hull may be constructed with an armor modifier
of less than 0.05. Such a hull is structurally unsound.

Armor Medifier Melee Armor
(rated in cm of steel) Rating

1] 0.05

2l 0.1

3] 0.15

[4] 02

Step 2: Power Supply

POWER SUPPLY (2/1)

Several new forms of power are available, including
muscle power, sails, rotary sails, steam engines, die-
sels and hydrogen combustion.

Muscle Power (2/1a)

This is the most basic power source, available at TLO.
Muscle power can be used to tow vehicles, and can be
converted into mechanical energy by the manipulation of
levers, cranks, tumstiles and treadmills. This mechanical
energycanthenbeusedtopowerlocomationsystems. The
amount of power generated is determined by the number
of workers, their species and their skill

Towing Muscle Power: The towing power gener-
ated bya creatureis determined by its weight and body
construction. Creatures with four or more legs enjoy a
strong advantage when towing objects—more of their
total body mass and strength is effectively in contact
withthe ground. Determine the power in watts atowing
creature can generale as follows:

Three or Fewer Legs: Body weight (kg)x2.5=watts.

Four or More Legs: Body weight (kg)x5= watts.

Towing creatures that are stored inside a vehicle
require a volume allotment of 1 kl per 10 kg of creature
mass. If they are outside the hull, they require no
volume or other considerations, but since they are not
protected by the hull’s armor, they are very vulnerable
to all forms of attack.

Mechanically Transferable Muscle Power: Any
species capable of generating mechanical power via
muscular work generates a number of watts equal to
one-half the species’ average weight in kilograms. For
humans, the average is 35 watts when generating
mechanical power.

Working Abllity: Basic wattage values can be
modified by an individuals' working ability. Working
ability is determined by totaling the die modifiers an
individual receives as a result of his Strength at-
tribute and Endurance attribute. For each point of
working ability, an individual can increase his basic
mechanical power output by 40%. So an average
human with STR 7 (DM+1) and END 7 (DM+1) has
2 points of working ability. So his basic mechanical
power output is increased by 2x40% or 80%. In the
case of a human, this would mean: 35 watts basic
outputx1.8=63 watts total mechanical power. Val-
ues for average Vargr and Aslan workers are indi-
cated below:

Average Basic Average
Species Mass Watlage  Individual
Vargr 55 215 50
Aslan 100 50 9



Highly fitindividuals can easilydouble thebasiclevel
of output. Professional work crews can be assumed to
produce two times the wattage of average individuals.

Muscle Engines: Muscle engines are mecha-
nismsthat convert mechanically transferable muscle-
power to useable wattage. They are of two basic
types: levers/cranks and turnstiles/readmills.

Levers/Cranks: Available at TL3, these devices
can only be used by sophonts or creatures which can
betrained toperform arepetitive, nonindustrial physi-
cal task. All workers require at least cramped crew
positions. Species that are much larger or smaller
than humans may have greater or lesser require-
ments: approximately 1 kl of space per 40 kg (or
fractionthereof) of average weight. Leversand cranks
haveinsignificant volume, weightand monetary costs.

Turnstiles/Treadmills: These devices are avail-
able at TL1 and can be powered by any type of
creature that has a movement rate of greater than 0.
All workers require 1 kl of space per 10 kg of weight.
Therefore, an average human (weighing 70 kg) would
require 7 kl of space. Tumnstiles/treadmills have insig-
nificant volume, weight and monetary costs.

Sails (2/1b)

Wind pressure against sails generates power ca-
pable of pushing vehicles forward. The amount of
power generated is determined by the sail area and
the force of the wind.

The following information is similar to the data
presented in the wet navy design supplement. How-
ever, there are important distinctions, since the early
tech data deals with land vehicles, not sailing ships.

Sall Area: The total sail area determines the
maximum amount of force available to power a sail-
equipped craft. The sail area depends on the height
and number of the craft’s masts and the length of the
yards (beams that run at right angles to the mast).

Number of Masts: All craft may mount at least one
mast. Additional masts my be addedifthe hullis large
enough. Determine the minimum hull displacement
(in tons) required to mount a given number of addi-
tional sails as follows: (x*)x10, where x equals the
number of additional sails desired.

For example, a craft with three masts requires
enough space fortwo additional masts. The minimum
hull size permitting this is 80 displacement tons (x=2
additional masts, 23=8, 8x10=80 displacement tons).

MastHeightand Yards: Maximum mast heightin
meters for a craft equals two times the square root of
its hull displacement. Maximum mast height for any
vessel is 50 meters, The length of a yard may be up
to 50% of the mast height.

For example, a vehicle with a UCP 20 hull could
mount two masts. Maximum mast height would be
approximately nine meters, which means the yards
could be a maximum of 4.5 meters in length.

Calculating Sall Area: To calculate sail area, mul-
tiply the height of the mast by the length of the yard.
Muttiply the result by the number of masts. Add 10%to
thetotaltoallow for staysailsrigged betweenthe masts.

Let's return to the preceding example. Our 20-ton
vehiclehastwomasts. Thesail area per mastis 9x4.5
(mast heightxyard length) or 40.5 square meters.
The total sail area of both masts is 91 square meters.
Adding the additional sail area (10%) from the stay
sails (nine meters) produces an total sail area of 100
square meters.

Sall Force: The force generated by wind on sails
in a standard atmosphere is determined as follows:
forcein kilowatts=1.3xsail areaxwind velocity (meters
per second).

In other words, wind blowing at one meter per
second exerts a force of 1.3 kw on one square meter
of sail. Wind velocity is usually measured in kph, but
can be easily converted to mps using the following
equation: wind velocity in mps=wind velocity in
kphx0.28.

On aworld with a dense atmosphere, multiply the
resulting force by 1.5. On a world with a thin atmo-
sphere, multiply by 0.75. Sails are impractical on
worlds with very thin or trace atmospheres.

When the power output (in kw) of wind on a
vehicle’s sails exceeds the craft’s hull volume (in ki),
the sails begin to take damage equal to 1 point per
kilowatt of excess power. In rough weather, sails
should be reduced (shortened or stowed away) to
prevent this kind of damage.

Sall Costs: Sails cost Cr100 per square mefer.

Sail Welight: Sails weigh approximately 1 kg per
square meter. When sails are wet, increase their
weight to 2 kg per square meter. Synthetic sails
(available at TL7) weigh 0.9 kg per square meter, wet
or dry. Extra-strength synthetic (available at TL8)
weigh 0.3 kg per square meter, wet or dry.

Sall Stowage Volume: Sails require 1 klof volume
for every 25 square meters of sail area when stowed.
They may also be furled and left on the yard arms.
Synthetic sails require 0.5 kl of volume per 25 meters,
and extra-strength synthetics require 0.3 ki per 25
square meters.

Mast Weight and Cost: Wooden masts weigh 15
kg and cost Cr15 per meter of height. Iron masts,
available at TL4, weigh 0.125tons and cost Cr100 per
meter of height. Steel masts, available at TL5, weigh
0.1 tons and cost Cr100 per meter. Titanium masts,
available at TL7, weigh 60 kg and cost Cr200 per
meter.

Auxiliary Power: Sails need not be the vehicle's
only source of power and locomotion; auxiliary sys-
tems can be added on as space, weight, tech level
and cost allowing.

Rotary Sails (2/1c)
Rotary sails are based on the same principle as
windmills and become available at TL2. A rotary sail
has two yards, placed perpendicular one another.

Imagine the mast of the rotary sail as a y-axis or
vertical axle. One yard lays along the x-axis, the other
along the z-axis. With sails in place, the two yards
create fourtallvanes arranged tumstile fashion about
the mast/axle. This apparatus is enclosed within a
columnar screen. The columnar screen has one
narrow aperture that runs from the top to the bottom
of the screen. The screen is rolated so that this
aperture always faces the wind. The aperture funnels
the wind in toward the vanes. The wind pressure
against the vanes causes the mast/axle to rotate.

Rotary sails tend to occupy a great deal of volume,
althoughthey are not veryheavy. Most of theirvolume
is on the outside of the vehicle hull; only a small
portion is subtracted from the available hull volume.

Designing Rotary Salls: Any craft may mount at
lest one rotary sail. Additional rotary sails may be
added at the rate of one per 1000 kl of hull volume. A
vehicle that mounts both standard sails and rotary
sails must use the design limitations for the maximum
number of additional sails when calculating the total
number of both standard and rotary sails it is permit-
ted to mount (see the Number of Masts section
above). Therefore, a vehicle that may mount atotal of
three masts can have either two standard sails and
one rotary, or vice versa. In vehicles with such mixed
sail arrangements, the “one per 1000 kiloliters” rule
for rotary sails is ignored.

Sall Area: Determine the height of the rotating
mast according to the rules used for normal sails.
However, rotary sails do not really have yards but are
instead equipped with vanes.

The maximum length of each vane is the quad root
of the hull's volume in kiloliters. This is the only factor
which limits the length of a rotary sail's vane. So a hull
with a 16 kl volume cannot have a rotary sail with
vanes more than two meters long. However, the
vanes can be two meters long evenif the rotary sail's
mast is only one meter high.

Determine a rotary sail's area (in square meters)
using the following equation: length of vanexheight of
mast=sail area.

The width of a rotary sail is equaltotwice the length
of its vanes (i.e., a single vane defines the radius of
the structure, not the diameter). To determine thetotal
volume of a rotary sail (in kiloliters), use the following
equation: 0.785x(2dength of vane)2xmast height.

Only 20% of the rotary sail’s total volume is sub-
tracted from the available hull volume. The rest of the

Power Plant Table (2/1) Additions
PowOP Min.  Fuel
Type {mwhkl) Price  Weight Vol (khour)  FuslType
Primitive Steam
Reciprocating 003 2000 4 025 042  Hydrocarbon (S)"
Early Steam
Reciprocating 0.08 2000 2 0.15 0.06  Hydrocarbon
Steam
iprocati 012 3000 4= 0 004  Hydrocarbon

Steam Turbine 030 5000 2 0.20 0.035 Hydrocarbon
Diesel 03 2000 2 0005 002  Hydrocarbon
Exothermic :
Power Cell 70 35000 05 0001 45 _ Exothermic
Hydrogen : :

a Combustion 06 16,000 2 03 0.002  Hydrogen

Values are per kiloliter.
* *This engine can only be built to accept solid hydrocarbons.
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rotary sail's volume is external. Add the rotary sail's
external volume to the craft's hull volume. Compare
this total to the UCP Hull Table volume ratings
(Referee’s Manual, page 62). Find the hull volume
which just equals or exceeds this total (i.e., the
vehicle's hull volume plus the external volume of the
rotary sail). Thedisplacement rating that corresponds
tothis total volume is the vehicle’s new displacement
rating. This change only affects the hull’'s displace-
ment rating; weight, cost and armor are not affected.
Note, however, that the inclusion of a rotary sail will
cause any vehicle’s configuration to become
unstreamlined.

The total volume (both internal and external) of all
the vehicle's rotary sails (if morethan one is mounted)
must not exceed 200% of hull volume.

Cost and Weight: A rotary sail costs Cr700 and
weighs 8 kg per square meter of sail.

New Power Plants (2/1)

Thetable lists additions to the Power Plants Table
on page 64 of the Referee's Manual.

Fuel Options: Steam engines of all types can be
designedto use solid hydrocarbonsinstead of regular
hydrocarbon fuels. Steam engines of TL3 and 4 can
only use solid hydrocarbons.

Scale Efficiency (2/2)

The items listed in the table are to be added to the
Scale Efficiency Table. Diesel and hydrogen combus-
tion engines are considered to be internal combustion
engines.

Descriptions
of New Power Plants
Exothermic Power Cells: These batteries are
conceptual precursors of fuel cells. They generate

power by combining two (or more) extremely volatile
reactant fuels in an exothermic reaction. Power gen-
eration is quite high, but the fuel costs tend to bias the
use of this technology for short-duration application
{one-shot drone lasers, for example).

Hydrogen Combustion Engine: The hydrogen
combustion engine offers a clean energy alternative
utilizing a plentiful fuel at TL8. However, the cryogenic
storage containers necessitated by the liquid hydrogen
fuel, as well as the heavy structure of the engine, make
it less efficient at these early tech levels. Further ad-
vancementinthistechnology is generally circumvented
by the arrival of fuel cells and fusion plants.

Early Batterles (TL3-4): Early chemical batteries
are very inefficient, storing only 0.00005 mw hours
per 0.0001 ki of batteries. These batteries weigh six
tons per kiloliter. In other respects, they are similar to
later' model batteries.

Step 3: Locomotion

EARLY CONTACT-BASED
SUSPENSION ADDITIONS (3/7)
Suspension TL Powsr  Weight Price
Sledirunner 0 .06 K] 50
Primitive wheel 0 .01 6 100
Early wheel 1 002 4050
Simple wheel 2 .001 3 300
Wheel 4 Allvalues as per Referee’s Manual.

Values are per kiloliter of suspension.

Early-tech wheels are light and fragile. TL4 wheels
are identical fo TL5 wheels as presented in the
Referee's Manual. The sled/runner suspension can-
not be used in conjunction with a transmission; it only
enables the vehicle to be pushed or pulled more
easily. It can be used with standard sails.

Values are per megawatt of power plant output.

Scale Efficiency (2/2)
Large Plants Small Plants
Efficiency Increase Efiiciency Decrease
Piant Type Volume (ki) Output Mod Volume (i) Output Mod
Steam Engines 25+ x1.5 100- %0.33
Contact-Based Transmission Additions (3/8)
Kph Bonus
T Volume Weight Price if Light Vehicle
Primitive wheel 0 10 10 2000 None
Early wheel S F o 7 7 5000 +2kph
Simple wheel L9 5 5 5000 +6 kph
Wheels* 4 3 3 3000

*The basic wheel transmission available at TL4 is identical to the wheel transmission presented for TL5

on page €6 of the Referee’s Manual.
Miscellaneous Sensors,
Early-Tech Additions (5/13)
TL  Description Power Volume Weaight Price
1 Telescope (dx} = Jij| 01 1000
2  Telescope (10x) — 01 01 1000
2  Anemometer — — 005 350
3  Telescope (20x) - 01 01 1000
4  Telescope (50x) — 03 04 1500
4  Carbon-arc search light 005 .05 7 700
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CONTACT-BASED
SUSPENSION ADDITIONS (3/7)
Outboard Suspensions: Wheeled and tracked

suspensions may be built as outboard models. Out-
board suspensions are literally located externaltothe
hull of the vehicle (wheels protruding out beyond the
periphery of the chassis and body). Outboard sus-
pensions do not require any hull volume, but they are
much more fragile than standard suspensions. Many
early vehicles (wagons, etc) utilize outboard suspen-
sions to maximum the carrying capacity remaining
within the hull. Outboard suspensions must never
exceed 100% of the hull's volume in kiloliters or 20%
of the rest of the vehicle's mass.

CONTACT-BASED
TRANSMISSION ADDITIONS (3/8)
Transmissions for use with early-tech wheels are
listed in the table below.

Step 4: Communicators

PRIMITIVE COMMUNICATORS (4/6)

Early Tech Communications: At TLO, only signal
flags and acoustic magnifiers (large woodenbullhorns)
are available as communication systems. They have
no real weight, cost or volume requirements. Other
methods (such as signal fires) are dependent on
available time and weather conditions, and are not
standard equipment.

At TL1, the heliograph becomes available. Helio-
graphs are comprised of a bright light source, large
reflector, focusing tube and tinted glass lenses. Mes-
sages are transmitted by color-coding or on-off Morse
code signalling (usually achieved by covering and
uncovering the light source).

Cost
Cr3

Communicator Range* Mass
Heliograph 1km 0.035

Values are per 0.05 kiloliters of volume.

*Heliographs are line-of-sight communication sys-
tems and can be obstructed by terrain features,
inclement weather and similarblockages. Distanceto
horizon is generally the practical maximum operating
range on any given planet (unless communications
are being directed from one mountaintop to another
or are being sent overhead).

Step 5: Sensors

and Electronics

RADIO DIRECTION FINDERS (5/6A)

Radio direction finders become available at TL5.
They have the same characteristics (cost, weight,
volume, etc.) as regional range radios.

Refer to the table below for miscellaneous addi-
tions.

The first practical sensor is the lodestone, the
forerunner of the compass. These magnetic direc-
tion-finding devices are not included on this chart
since they are quite small, and usually readily avail-
able.

Ground-glass lenses for telescopes become avail-
able at TL1 and continue to progress in power and
sophistication as tech levels increase. The models
included here are not the portable variety (which are
smaller and lighter, and have less resolving power).
Thesetelescopes are usually mountedin the vehicle's



bridge or at gunnery positions.

Although wind direction and approximate veloc-
ity can be gauged beginning at TLO, precise mea-
surements are made possible by the delicate gear-
ing and precision crafting of the anemometer (TL2).
Anemometers aid in weather prediction, optimal use
of all kinds of sails and windage adjustments for
projectile weapons.

Another major TL1 development not included here
(due to small size and ready availability) is the astro-
labe, a navigational observation. Users must have an
intimate knowledge of any given world's night sky in
order to use an astrolabe.

The first practical electric illumination is the car-
bon-arc light. It provides a cone of intense, blue-white
light, ushering in the age of night detection and
combat. Carbon-arc lights are often fitted with helio-
graphic shutters, allowing them to be used as sema-
phore signaling devices.

Step 6: Weapons

TORSION PROJECTILE
WEAPONS (6/19b)

Alltorsion projectile weapons become available at
TL1. See the table below.

Catapults: Catapults launch their missiles in a
high-angle trajectory and are difficult to use against
movingtargets (+11task difficulty level). They are quite
effective in battering down walls and shelling towns.

Ballista, Mangronel, Scorplon: All these weap-
ons are based upon the crossbow principle. The
ballistais simply avery large crossbow (ammunition
masses 4 kg). The mangronel is a wide-bowed
variation which launches a cluster of javelins (mass-
ing 0.7 kg each). The Scorpion is a much smaller
version of the ballista and launches a single spear
(massing 1.5 kg).

When using these weapons systems in a vehicle
design, include space for ammunition (1 ki for 10
firings of any weapon) and include the weight of the
rounds.

MORTARS AND LOW-VELOCITY
CPR ROUNDS (6/20&21)

CPR guns first become available at TL2. From
TL2-4, all CPR weapons use the Howitzer Table to
determine their characteristics, even if they are di-
rect-fire weapons. It is not until TL5 that true high-
velocity CPR weapons become available.

Todeterminethe characteristics of early-tech CPR
weapons, use the charts from steps 6/20 and 6721
(page 76 of the Referee’s Manual), with the following
modifiers:

Tech Level 2: All weapons are only 50% of the
listed price.

All weapons have their range reduced by one
band (Distant becomes Very Long).

Divide ROF by 20 Ammunition weight is only 30%
of the listed weight.

Only KEAP ammunition is available. Determine
the penetration of the round by reading up fourrows.
If there are less than three preceding rows, the
weapon's penetration is 0.

Penetration attenuation is reduced by 1. Damage
of the round is not altered.

Mortars are not permitted at this tech level.

For example, a 10 cm TL2 cannon would have a
range of Very Long, a Penetration of 3 and an attenu-

ation rating of 3. Damage is not altered, so the 10 cm
value of 14 is still the Damage rating for the weapon.

Tech Level 3: All weapons are only 35% of the
listed price.

All weapons have their range reduced by one
band (Distant becomes Very Long).

Divide ROF by 10.

Ammunition weightis only 50% ofthe listed weight.

HE, KEAP and Grapeshot ammunitions are avail-
able. Determine the Penetration of the round by
reading up three rows. If there are less than three
preceding rows, the weapon’s Penetration is 1.

Attenuation is reduced by one. Damage of the
round is not altered.

Mortars read up an extra three rows when deter-
mining the Penetration and Damage values of their
ammunition.

Tech Level 4: Divide ROF by 2.

HE, KEAPER, KEAP and Grapeshot ammuni-
tions are available at standard costs. Incendiary
rounds are available at twice the standard costs.
Determine the Penetration of the round by reading
up onerow. lfthereis nopreceding row, the weapon's
Penetration is 1.

A special type of CPR gun is available at this tech
level—breech-loading rifles. These weapons cost
twice the listed price and have double the maximum
range in kilometers (range in kilometers is the value
inparentheses thatimmediately follows the weapon’s
range band rating on page 76 of the Referee’s
Manual).

Mortars read up an extra tworows when determin-

ing the Penetration and Damage values of their

New Ammunition Type—Grapeshot: Grapeshot
is analogous to oversized shotgun ammunition. Mul-
tiple pellets are fired directly from the muzzle of the
weapon. Grapeshot ammunition has the same char-
acteristics (and uses the same rules) as a flechette
shell of identical bore size. However, the danger
space of grapeshot begins at muzzle of the firing gun.

Step 7: Bridge
ENVIRONMENTAL CONTROL
ADDITIONS (8/1)

Throughout the Imperium’s history, TL4 worlds have
had to cope with the rigors of unfriendly environments
and survive over long periods of time without significant
outside help. Generally, this is accomplished with hy-
droponics. However, hydroponics consumes a great
deal of space and weight, and is, therefore, generally
used only on very large vehicles or in support of a fixed
community.

Direct Solar Energy for Hydroponics: If a direct
solar source is available, ambient sunshine provides
0.002 mw per square meter of transparent panel.
Installing transparent panels on a vehicle's hull costs
nothing extra, butitincreases the severity of all mishaps
occurring on (or damage inflicted upon) the hull by one
level of severity. The square root of the hull's volume in
kiloliters equals the maximum number of squaremeters
of transparent panels it may have. The sum total of
square meters occupied by solar panels and transpar-

Torsion Projectile Weapons (61'19b)

: Maximum Diffculty -

Type Pen Damage  Range As Volume  Weight  Price
[ight Catapult Verylong (0.6)  Indirect 25 12 2300

Stones 5 4 — 0.08

Javelin v/ 3 — 0.006

Firepot Nit Fire/1.5* - 0.007
Catapult Distant (1) Indirect 60 26 3500

Stones 7 5 ' b — 0.13 |

Javelin 9 3 - 00

Firepot Nil Fire/3* - 0.007 ;
Ballista 472 4 Very long Rifle 10 0.75 1800
Mangronel 3R 215" Long Rite 5 055 1400

Scorpion 372 2 Long Rifle = 3 035 1000

*The number following the slassh indicales the danger space of the round. Frrepats splash buming ol or naptha.
in their danger space. Mangronets throw dlusters of javelins, affecting the areas adjacentfo theirtaget.

weight, volume and price costs.

Hydroponics
Minimum Size of System -
JL Type Power \blume Weight Price  Units

4 Basic hydroponics : S

fife support 001 3 3 400 Percrewmember
4 BExiended hydroponics .

life support 025 80 70 10,000 - Per crevmmber
5  Basic and extended hydroponics

life support 02 O = & 13 000  Per crewmember

Intake comprassor, basic environment and airlock are all available am.4 but at three tmssthepower

Control Panel Units (8/4) Add;tions

cP

TL Type Power VokJme Wo:glﬁ Price

0 Direct - = : . e :

- 3 Primitive mechanical 3 10 . 0.25 0 02
4  Simplemechanical 4 06 815 m . - po
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ent panels may not exceed the square root of the hull’s
volume in kiloliters.

Control Point Requirements for Early-Tech Ve-
hicles (8/2a): Because early-tech vehicles are simple
in design, they have few control requirements.

Vehicles of TLO-2 have no CP requirements. They are
equipped with direct controls (reins, tilers, guidelines, elc.)
integral to the various systems being operated.

At TL3-4, only three sections are included in the
control point equation (step 872 on page 81 of the
Referee’s Manual): power, locomotion and environ-
ment. All other sections have negligible control require-
ments or are operated via direct controls.

Normal sails incur no power or locomotion CP costs.
Theyare always handled via direct controls, regardless
ofthetech level ofthe craft. Rotarysails may be handled
as normal sails ormay be designed with controls (which
reduces the crew requirement).

Towed vehicles (which include those vehicles pro-
pelled by towing muscle power) have no power CP
costs, regardless of tech level.

Seethetable below for control panel units additions.

Step 8: Accommodations

VEHICLE AND SMALL CRAFT
CREW (9/2)

Vehicle crewmembers manning direct controls do
not require accommodations.

Sails (both normal and rofary) require one
crewmember per 10 m? of sail area (round fractions
up). Rotary sails equipped with controls ignore this
rule. Instead, follow the procedures for determining
engineering crew requirements, as presented in the
Referee’s Manual.

EXTENDED
ACCOMMODATION (9/9)

The most basic type of extended accommodation
is the half bunk. The half bunk is a light-frame double
bunk or a hammock, with just enough space for the
individual's gear and provisions. Such accommoda-
tions are still found on many tightly-designed, low-

All other accommodation ratings are the same as
listed in the Referee’s Manual, although at TLO-3,
there are no power costs for any type of accommoda-
tion.

Type Power \Volume Weight Cr
Halfbunk — 6 025 25
Step 9: Fuel
COST AND WEIGHT
OF FUEL (10/2)

Refer to the table below. The additional fuel types
are all hydrocarbons. However, each type includes
important properties that make it distinct from the
basic petroleum-based hydrocarbons (as presented
on page 83 of the Referee’s Manual).

Wood/biofibers and methanol are available onany
world with a carbon-based biosphere. Ethanol must
be produced from edible flora and is both more rare
and more expensive. Coal is usually available on any
planetthat has petroleum. Methanol can be produced
from methane gas, which is plentiful in the atmo-
spheres of many gas giants.

Design Evaluation

Design evaluation is conducted in accordance
with the procedures described in the Referee’s
Manual. The following rules are additions to that
process.

LOCOMOTION DAMAGE POINTS
Sails: Divide the total sail area by 15 to calculate
the inoperative level of a sail. Divide by 6to calculate
the destroyed level. Double these damage values for
extra-strength synthetic sails.
Ifthe sails are destroyed and the masts are made
of wood, the vessel has also been demasted.
Early-Tech Wheels: When determining the loco-
motion damage of avehicle equipped with either early
wheels or simple wheels, divide the final result by 2.
Outboard Suspensions: When determining dam-

tech spacecraft and submersibles. age points for an outboard suspension, divide the
& Cost and Weight of Fuel (10/2) i
| ﬁ ' A Price Consumption Rate*
Woodbmﬁbers i 10 15 x5
20 5 2
= 1D 1oo XS
Melhanol 1.0

“Thesemwhy&w:buwmmmdfaﬁerﬂansﬁrﬁaxdpeﬁdwmhﬁmbom Enyms

- buming these fuels run dry much more quickly. The consumption rate indicates how much faster than
standard hydrocarbons these fuels will burn. For example, if an internal combustion engine consumes 1
Kl of hydrocarbons per hour, it would consume 3 K of ethanol,= or 4 ki of methanol in that same time.)

Light Vehicles

Maximum Weight
1L ofaL:gtheMa Kphhaeasa
0 None
1 025tons +2 kph, unless primitive wheel*
2 05tons +6I¢:h,unle$pmnwecreaﬂywheel'
3 fion e e
4 3tons

‘Ilﬂmensmlsdaspeuﬁedtype no speed increase is permitted.
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final result by 2 to reflect the increased vulnerability of
the suspension.

CONTACT-BASED VEHICLES

Vehicles Without Transmissions: Vehicles which
have standard sails, are towed or have sled/runner
suspensions do not require transmissions of any
type. These vehicles are pushed or pulled, not pro-
pelled by an on-board power plant. Calculate their
performance in accordance with the procedures out-
lined for contact-based vehicles on page 86 of the
Referee’s Manual.

Sall Power and Performance: Determine sev-
eral wind velocities the vehicle is likely to encounter.
Calculate the sail power generated by the wind at
these velocities.

You may then calculate the vehicle’s speed under
each of these wind conditions in accordance with the
procedure outlined for contact-based vehicles on
page 86 of the Referee’s Manual. Normal sailed
vehicles do not require transmissions, only suspen-
sions. Sails (both types) should also have their maxi-
mum safe power output calculated and listed (i.e., the
maximum output they can handle before the sails
begin to take damage).

Low Power-to-WelghtVehicles: Many early-tech
ground vehicles have very low power-to-weight ra-
tios. Therefore, it becomes necessary to expand the
low-end of the Speed Table as presented on page 86
of the Referee’s Manual. In the case of fractional
values, interpolate speed by using the following equa-
tion: (P/W-1)x5=kph.

PW Kph
¥ e e
2 5
3 10
4 15

Light Vehicles: To determine if an early-tech
vehicle is light, consult the table at left.

Sled/Runner Speed Increase: Vehicles equipped
with sled/runner suspension experience a speed
increase of five timeswhen operating upon low-or no-
friction surfaces, such as snow, ice or micro-grain
dust deserts.

Cold-Startingand Accelerating with SteamEn-
gines: All cold-started steam engines require five
minutes before they can begin generaling power. For
every 50 kw of power output (or fraction thereof), they
require one additional minute. Therefore, a steam
engine with a maximum output of 100 kw would
require seven minutes to start.

Once a steam engine has been slarted, it can be
accelerated, which allows it to produce usable power.
Steam engines require one minute to increase their
power output by 50 kw. Therefore, if a2 200 kw steam
engine was running at only 50 kw output, it would take
three minutes (of full fuel consumption) to increase its
output level all the way to the maximum of 200 kw.
Time requirements for acceleration are separate from
cold-starting time costs.

For more on the wet navy, refer to articles by
Terrence R. Mcinnes: “Wet Navy 1" (nautical vessel
design rules) in Challenge 53, “Wet Navy 2° (naval
weapons and design sequences) in Challenge 54,
and "Wet Navy 3" (maritime environment and naval
combat) in Challenge 60.
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has a contest for you!

Rules

Write a unique Twilight: 2000 (2nd ed.) or
Merc: 2000 adventure set in the Pacific or
Asia.

Enter as many times as you like. Each entry
should be less than 3000 words in length and
include one or two maps. Entries must be
typed, double-spaced, on standard-sized white
or off-white paper. Staple each submission
separately. The first page must contain the
author’s name, address and social security
number, as well as the title of the article and
the game it refers to (Twilight or Merc). :

All manuscripts become the property of
GDW and cannot be returned. GDW is not
responsible for articles lost in the mail.

Judging
Entries will be judged on creativity, content,
organization/writing style and feasibility within
the gaming universe.

Prizes
Winners will receive a copy of every Twilight
product GDW publishes in 1993, plus a one-
year subscription to Challenge magazine. Also,
winning entries will be featured in upcoming
issues of Challenge.

Deadline
All entries must be postmarked by October 1,
1992. Send entries to Adventure Contest,
Challenge Managing Editor, PO Box 1646,
Bloomington, IL 61702-1646, USA.
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The old house had been in my friend’s
family for generations. | remember her
telling me allthe dark stories about it and
the side of her family that owned fit. |
always thought they were just stories.
But now she and her husband are miss-
ing, and strange tidings are afoot.

ne of the PCs is con-
tacted by an old
friend, Jake Calde-
ron, who reports that
afriendof his recently
vanished from her
home along the Maine coast. Calderon
.is familiar with the PCs’ interest in the
mysterious, and he would like their help.
He s staying at a hotelonthe coast, near
Ellesworth, Maine. It is about an hour
from Bangor, which has an international
airport. At the referee’s discretion,
Calderon may be able to provide the
PCs with some aid (air fare, etc.).

Calderon can provide the following
information: Hisfriend, Dianne Wellston,
and her husband, Kevin, are missing.
Dianne is a software designer, and Kevin
is a successful artist. Calderon reported
them missing four days ago, when he
went to visit their home outside of
Sandport and found it empty. The local
police sentanofficerto investigate. There
were no signs of a forced entry or
struggle, and nothing was missing from
the house (Dianne’s computer equip-
mentisworthagreatdeal, as are Kevin's
works of art). However, clues indicate
that the couple did not leave voluntarily
(food was found in the microwave, lights
were left on, the door was unlocked,
etc.).

Calderonsays he probably would have
leftthe investigationto the police, except
for two incidents. First, the day after he
reported his friends missing, the local

-

By Michael C.
LaBossiere
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paper reported that a lobster boat had
been found adrift, with no one on-board.
Thetrapstendedbythe boat'sownerare
located off from the Wellstons’ house,
and the boat was found adrift nearby.
The police and coast guard have no
clues.

Second, Calderon says he saw some-
thing very strange, “vaguely man-
shaped, but wrong-looking” in the water
near the house two days after he re-
ported the disappearance. He only saw
it for a minute, then it vanished beneath
the water.

LEGENDS

This partof the coast has aratherdark
history. The town librarian and the cura-
tor of the local museum can provide all
the information given below. Others,
especially the older locals, will know bits
and pieces of the legends.

Indian Legend: According to one In-
dian legend, a band of young hunters
who went to swim in the ocean were
attacked, and all but one were slain by
evil spirits that rose from the sea. The
survivor fled back to his tribe and told
about what had happened. The brother
of one of the slain hunters, who was a
great warrior, led a group of warriors to
the site of his brother’s death. According
tothe legend, “The warriors did battle for
three days and nights against the evil
sea spirits, until they were vanquished
and driven back through the hole in the
ocean from which they had come.” Ac-
cording to the legend, a group of watch-
ers was formed to await the return of the
evil sea spirits.

Abandoned Vessel: A sailing vessel
was seen in 1698 adrift off the coast,
nearwhatis now Massachusetts. Agroup
of Englishsoldiers boarded herandfound
no one aboard. According to a journal
kept by the officer in charge, there was
no sign of a struggle on the ship. He
suspected that the crewmembers had
been strickenwith a plague and had cast
themselves into the ocean in their mad-

ness. The ship’s log book gave no indi-
cation of what happened. The last entry
noted that the ship was nearing a sec-
tion of coast “where the Indians watch
the sea.” The captain also writes that
one of the sailors saw a mermaid on the
night watch.

Captain Blake: The next chapter in
the dark reputation of the area opened
with the construction of a house on the
coast by Captain Blake in 1885. Blake
had been a sea captain for years and
had visited many strange places. Ac-
cording to the rumors of the day (taken
from surviving journals and diaries),
Blake came to Maine to avoid some
trouble he had gotten into in Massachu-
setts. The more superstitious locals sus-
pected that Blake was inleague with the
devil, while others thought he was in-
volved in smuggling or piracy. Nearly
everyone found Blake rather odd and
disturbing. After 1885, journals begin to
mention disappearances in neighboring
towns, aswell as strange sightingsinthe
ocean. There are numerous references
to a mysterious ship that would come in
the night and leave before dawn. Ac-
cording to the journals, Blake died in
1891, but no account is given of how he
died. If the PCs are persuasive, the
librarian or curator will reveal that Blake
was killed when a group from town at-
tacked the mysterious ship when it ap-
peared near Blake's home. The people
set the ship on fire and smashed holes
into its side until it sank into the depths.
Blake was on-board. According to leg-
end, Blake's dying words were, “Fools!
You may kill me, but death will come to
this land! Death will come from the seal”
A short while afterthe ship sank, a bright
flashwas seen frombeneaththe ocean.
All the odd occurrences stopped after
Blake’s death.

Murder/Suicide: Blake's brother,
Donald, later took possession of the
house. He was well regarded by the
townspeople, despite theiroriginalfears.
He died peacefully in 1924, and the
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house remained empty until 1930. Then
it was rented out for the first time, and it
was periodically inhabited by tenants
until 1982, when the man renting the
house hung himself in the laundry room
after shooting his wife. After that, the
house remained empty, and people took
to calling it the “haunted house.”

FACTS BEHIND
THE LEGENDS

A very old dimensional gateway to a
proto-dimension is located on the sea
floor off the coast.

Indian Legend: The young Indian
hunters were Killed by a group of beings
fromthe proto-dimension, the ampharks,
who went through the gate by accident.
The Indian warriors killed many of the
creatures, and the rest fled into ocean
and were pursued by the Indians intheir
canoes. The Indians saw the gateway in
the ocean and watched in shock as the
beings passed through the portal.

Abandoned Vessel: The ampharks
later learned the operation of the portal
and came through to hunt terrestrial life.
A group of them encounteredthe vessel
mentioned above and killed the crew.

Captain Blake: Captain Blake even-
tually encountered these creatures and
persuaded them not to kill him. In return
for his life and for various other “ben-
efits,” he offered them his aid. The mys-
terious ship carried materials and equip-
ment the beings wanted but could not
manufacture in their own dimension.
Unfortunately for the beings, when the
townspeople sunk the mysterious ship,
it came to rest ontop of the gateway and
damaged it, closing off access to this
dimension. The bright flash of light men-
tioned in the story was given off by the
damaged gate.

Murder/Suicide: The incident of the
man shooting his wife and hanging him-
self was completely unrelated to the
other accounts.

Present: The inhabitants of the proto-
dimension determined how to construct
their own portal. They opened one near
the originalgateway onday the Wellstons
were reported missing. Since time flows
differently in their dimension, and they
live longer than humans, they thought
Blake might still be alive. Instead. of
finding Blake, they encountered the
Wellstons and killed them. Then they
attacked the lobsterboat that was found
adrift. Calderon saw one of them in the

s Ampharks o :

~ Strength: 13 ~ Education: 2 Move: 3/9/16/32
~ Constitution: 11 Charisma:3  SkilVDam: 7/2D6
Agility:6  Empathy:9  Hits: 30/60

- intelligence 7  Initiative: 4 #Appear: 2D6

Special: Amphzb;ous Darkling Empathy, Human Empathy, Project Emo-

| tion, Project Thought and Willpower Drain. Some have the abiity to dimen-
sion walk.

‘The amphafks (“amphlbtous sharks”) are a race from a pnmaniy liquid

i ;:proto dimension. They evolved from a h:ghfy empathic carnwore that used
s ‘empathic abilities to confuse and deceive its prey.

The creatures average about 2.1 metersin height, and have pale gray skin

_'~andwh|te underbellies. Their eyes are pure black, and they have gill slits in
~theirthroats. Theirhands and feet have three taloned digits, and their mouths
are very large, with multiple rows of shark-like teeth. Ampharks have vestigial
-~ fins on their backs, and some are bom w:th smali {useless) taxts They are
2 amphabious :

- Ampharks deﬂvetheirsustenance from both physical and mental sources.

- They need to consume large amounts of meat, but ihey also need to "feed"
- upon the fear and suffering of other beings.

The empathic disturbances generated by fear and suﬁering also afford

- : ampharks great pleasure—the greaterthe fear and suﬁenng, the greaterthe
pieasure

- Ampharks are somewhat oontrad:ctory in their natu re.On one hand, they

~are masters of subtle attacks, and they enjoy elaborate plans geared to
~ generate fear. For example, they excel at capturing people from boats or
~ buildings without ieavmg any signs (the;r empathic abit:iaes come in very
- handy here).

One the other hand, ampharks are also b!oodthusty kttlers and often go

« into killing rages and lose all reason. During such berserk phases, they attack
- their opponent with their claws and teeth, |gnormg thelr weapons and
L -carefuily laid plans.

_ Intheir own dimension, tribes of ampharks are oonstantly atwar wnth one

’another over limited resources. The few dimensronai portals that exist are
 often the center of conflicts.

‘Ampharks have recently mastered the art of oonstruct:ng dimensional

 portals. Prior to constructing their own, they used those that a vanished race

_ developed and left in their proto-dimension. Incursions of ampharks into
~ Earth's dimension may well account for many sea and ooast mysteries and
- Iegends

- The ampharks are skilled in b|ology and genetlc engineering. They are

- known to extensively employ Iwmg organlsms as tools weapons and
'. 'vehtcies

Animator Slime Skeleton!
Animator Slime Zombie
Tho ampharks have engineered an organism that has limited telekinetic

-:4'5_jpowers When placed on a skeleton or within a corpse, the organism can
~ animate the bones or body to do its master’s bidding.

~Animator slime skeletons and zombzes are idermcal to other normal"

: _ammators

However, they are vulnerable to agents that harm Iwmg orgamsms thatthe

'.*other animates are immune to (like poisons).

The slime animators are generally usedto generate fearandare employed

inbattle as cannon fodder. The slime itself is very resistant to damage from
- bullets and knifes (being slime), but is easaiy killed by f:re and poison. It must
' be kept moist.
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water, but (fortunately for him) he was
not noticed.

SANDPORT

The coastal map details the section of
the Maine coast where the adventure
takes place. The sunken ship is the
mysterious vessel that the townspeople
sank. It lays atop the original portal.
Beside it is the new portal which was
recently constructed on the ocean floor.

The town consists of mostly residen-
tial areas, but it has a general store, a
sporting goods/fishing supply store and
a small hotel. A small port section now
serves only lobster boats.

Sandport has a population of about
1000. Many of the inhabitants commute
to work in Bangor, and the rest are
lobstermen. The locals are friendly, but
are wary of strangers. Two of the older
inhabitants (Bert and Jim) love to tell tall
tales to any non-Mainers they encoun-
ter.

Sandport has three police officers,
Experienced NPCs armed with M9s and
Mossberg M500s. Most of the inhabit-
ants do not own weapons and are not
trained fighters. About 40% of the adult
locals have hunting weapons or home
defense weapons (mostly shotguns,
hunting rifles and pistols). They should
be treated as Novice NPCs in combat
situations. Six locals have military expe-
rience and count as Experienced NPCs.
Two of these have AR-15s; two have
hunting rifles; one has a shotgun; and
the other has a S&W Model 29/16.5.

HAUNTED HOUSE

The Wellstons inherited the house,
which has been in their family for gen-
erations. Skeptical of the rumors of
ghosts andgoblins, they decidedto make
the house their home. The building is a
well-built, New England coastal-style
house. But something about it looks a bit
spooky even during the day.

The house can be reached by a very
rough, single-lane road that runs from
the main road and through the woods.
The Wellstons’ Range Rover llis parked
beside the house (the gas tank is 80%
full). Police tape is strung across the
doors, and signs indicate that the area is
under police investigation. The police
are not guarding the place, however, so
it would be easy for the PCs to examine
it.

Living Room: The living room con-
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tains expensive, comfortable furniture.
Severalof Kevin's paintings, worth $3000
to $5000, hang on the walls. They are
primarily of nature scenes, but one de-
picts a horror straight from the pages of
H. P. Lovecratt.

Dining Room: The dining room con-
tains a solid oak table, a china cabinet
and so forth.

Kitchen: The kitchenis equipped with
the latest in cooking devices. There is
food in the microwave, and two opened
sodas are on the counter.

Master Bedroom: This is an expen-
sively decorated room, with nice dress-
ers, etc. A black powder pistol (an origi-
nal) is hung on the wall.

Study: This room contains several
bookcases, with books on art, Eastern
mysticism, computer software design
and so forth. A custom-made computer
(40 MB RAM, 800 MB hard drive), witha
full range of peripherals (printer, mo-
dem, etc.) is equipped witha CompuAlD
(see Darktek Sourcebook, page 29).
The harddrive contains numerous newly
written applications whichwould be worth
quite a bit to the right buyer.

Basement Storage: This room con-
tains various boxes and trunks. The
room smells of damp sea air, but the
proximity to the ocean makes this not
unexpected. A Difficult skill check using
Observation will reveal a mark on the
floor. If the mark is examined, it will be
found to be ocean satt, as if salt water
had dried on the spot. Once the mark is
found, and Easy check using Observa-
tion will reveal a trail of salt to the wall,
where the door to the secret room is
located. Ifthe trailis followed to the door,
finding the unlocking mechanism will be
an Easy task using Observation.

Secret Room: The stairs leading to
the secret room are solid oak planks, but
they have become slimy inthe damp air.
The smellof the seais very strongonthe
staircase, but it is underlain by a foul
odor. The secret room is dimly lit with
odd seaweed-like plants growing on the
ceiling. (An examination by a botanist
will reveal that they are no known spe-
cies of plant.) The greenish glow of the
plants reveals a gruesome site—human
bones and tattered clothes are strewn
aboutthefloor, andbloodis everywhere.

A tom-up wallet reveals the identity of
one of the ‘bodies” as Kevin. The other
victimis obviously hiswife. Ifa PC examines
the remains, sharpteethmarksonthebone

willbe evident. if adoctororforensics expert
makes an examination, he will say some
kind of animal chewed on the bones. If the
examinerknowsanythingaboutsharkbites,
he will say it looks a lot like a shark bite, but
avery odd one.

Passage tothe Beach: The passage
slopes down and is filled with water at
the far end. The interior is slimy, and
smallfishand crabs infest it. The far end
has a trap door to the beach. It is dis-
guised with a layer of barnacle-covered
stone and seaweed.

EVENTS
Events on days 1-3 occur prior to PC
involvement. The rest of the events will
occurin the order presented, unless the
PCs intervene. Because the PCs may
respond to events in a wide variety of
ways, details are left to the referee.

Day Event

1 Wellstons reported missing.

2 Lobster boat found adrift.

3 Calderon sees something in the
ocean.

4 Second lobster boat found adrift.
No sign of the crew. (Attacked by
three ampharks, one in a shell
suit—see page 37.)

5 Sightseeing boat found adrift by
coast guard after failing to return
during the day. No sign of the
crew or passengers (about 40
people). (Attacked by 10 am-
pharks, two in shell suits.)

6 Coast guard vessel found adrift
by lobstermen, who tow it to
Sandport. No sign of the crew.
(Attacked by six Ampharks, one
in a shell suit.)

7 Threeshreddedbodiesfoundina
home in Sandport.*

8 Four shredded bodies found in a
home in Sandport.*

9 Ten mysterious killings occur in
homes in Sandport.*

10 The sunken vessel rises fromthe
depths and docks at Sandport.
Skeletons and monsters spillfrom
the vessel, killing everyone in
town.

*The inland raiding group initially con-

sists of three ampharks. The numberwill
increase if resistance is encountered.

DEAD FROM THE SEA
Initial attacks reveal to the ampharks
that beings from other proto-dimensions




Organic Needler —Recoil—

Developed by the biological experts among the ampharks, this pistoHlike ~ Weapon ROF Dam Pen Bk Mag SS Brst Ang
weapon is an organism that produces poison spines. When activated, it expels Org.amc needer SA T NI 1 1O Wins0" it
these spines using air pressure. The weapon has a crustacean-like outer shell, Damage is described.

with air sacs on the sides, and it fires the needles from its long, extended snout.
The needler attaches itself to the operator's forearm and draws upon his body for
its sustenance. It produces one replacement needle per hour, uptothe “magazine”
maximum. The operator must consume 0.1 kilograms of raw meat for each shot
fired and 0.1 kilograms of meat for each needle regrown.

Ampharks can freely remove the weapon, but needlers can only be removed
from ahuman by surgery (Darkling Empathy can also be used to orderthe weapon
tolet go). The weapon’s needles do very little damage, but they contain a paralytic
agent. A hit on a human-sized victim requires a Difficult; Constitution roll. A failed
rollresults in the victim being paralyzed for 20 minutes minus Constitution. Avictim
whosucceedsinthe roll loses one Initiative level for 10 phases minus Constitution.

User Cost: Feed (special) ‘

Weight: 1 kg

Mag: 10

Price: N/A (——)

Shell Suit User Cost: Feed 10

The shell suit is a product of amphark biological engineering. The organism is Wt: 75 kg
roughly humanoidin shape, but has swimming appendages onthe front and sides Price: N/A (——)
of its body. It looks roughly like a man-shaped, crab-fish thing.

The outer layer is a thick, crustacean-like shell that is yellowish-green in color.
The face section consists of a transparent panel and the organism’s gills. Under
the shell are the organism’s intemal organs (heart, rudimentary brainand nervous
system, etc.). It has an Armor Value of 1, and its muscle structure multiplies the
operator's Strength by 1.5.

The shell suit provides oxygen to the operator by connecting itself to the
operator's cardiovascular system. The suit is reliable down to about 300 meters.

AllAGL-based tasks are performed at one level in difficulty greater while using
a shell su.

The organism feeds mostly on its own, withits mouth parts, but it draws heavily
onits operator, causing himto feed onraw meat. Since the ampharks are ravenous
camnivores, this is not a problem for them. The suit has the unpleasant effect of
attaching itself to any human that might try to use it. Once the suit is attached,
surgery (and some power tools) are required to remove it. Ampharks (and others
with Darkling Empathy) can remove the sutt at will.

Sea Hawk Patrol Craft

The Sea Hawkis an ocean-going vessel employed by US govemment agencies
and corporations for rescue operation, law enforcement and patrol duties. It is too
small and under-armed to engage military vessels, but is very effective in rescue
operations and in combat against the types of vessels most often used in smuggling.

Cruise Speed: 16/16 Price: $770,000 (R/R)
Fuel Cap: 750 Amament. Three M60s withportstar-
Fuel Cons: 18 board, and aft firing arcs, respectively.
One bow-mounted Mk-19 AGL
Config: Flush deck Length:3
Tonnage: 30 Draft:1.5m
Hull Armor: 0 Speed: 12
; Waterline Armor: 0 Tum: 4
Damage Record Superstructure Armor: 0 Acceleration: 5
Full Speed OOOOOOO0OOOCOOOOCOOCOOOO Propulsion: Motor Pumps: 1
] o [ Size:3 Night Vision: White light spotlight
Dead in Water OOO0O0OO0OOO00000000000O Engine: Damaged [ Destroyed (] Load: 2 tons
1 SightVision: [ Minimum/Optimum Crew: 3/12
Sunk O00OOOOCOOO0O0OO0O0OOCO00O Crewmembers: Commander CINavi-  Fuel Type: D, A
I gator OHelmsman /00 00O 0OO0OOO

Fuel (% Consumed or Destroyed): OO 00000000
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have taken over sections of the conti-
nent, that many sections of the area are
no longer under the control of a central
authority, and that many human settle-
ments are nearly isolated. In short, the
area ripe is for the picking.

Since the ampharks derive some sus-
tenance and a great deal of pleasure
from the fear and suffering of other be-
ings, they plan an attack designed to
maximize the fear and suffering of their
victims.

Toward this end, they prepare skel-
etonswith animation slime and putthem
aboard the sunken vessel. They then
use their shell suits and inflated “bal-
loons” to lift the ship to the surface and
bring it to Sandpont.

The Ampharks and their animated
servants then go on a killing spree and
will exterminate the population of Sand-
port if they are not stopped. Prior to the
attack, they will cut the power and tele-
phone lines and block the two roads with
trees. The ampharks will fight until they
kill everyone in town or until they are
killed or driven off. Most of the towns-
people will be lambs for the slaughter,
but the police and ex-military people will
put up a fight, as will some of those with
guns. The ampharks will flee if they

suffer more than 30% losses or lose all
their shell-suited individuals.

All the ampharks will participate inthe
attack, and the portal will be left un-
guarded (they do notbelieve any human
would be able to find it, let alone attack
it). Ifthe portalis damaged, the ampharks
will be aware of it (via their empathic link
to the portal), and they will stop the
attack immediately and head to the gate
as fast as they can. Naturally, they will
attempt to kill anyone they find near the
portal.

If the PCs learn about the gate by
piecing together the references to the
previous gate in the legends, they may
decide to attack it. The portal is a black
cube, 20 feet on each side, located
under 18 meters of water. Wrapped all
over it (except for the projecting face) is
a pulsing organic mass. It glows faintly,
and from it extend numerous small ten-
tacles that are constantly dragging sea
life into the body of the mass. The mass
is a mindless organism that generates
the electrical power required to run the
portal. Anyone getting within a meter of
it willbe attacked by hundreds of tendrils
anddrawn into the mass. Run the attack
like an erector attack (DarkTek Source-
book, page 12). The portal and the

organism can be destroyed by using
explosives (sinking a vessel on top of it
will also do the trick).

CONCLUSION

Ifthe ampharks destroy the town, they
will continue to attack coastal communi-
ties and ships, and will attempt to join up
withbeings fromother proto-dimensions.

Ifthe ampharks are driven off, they will
bide their time. They will make contacts
among the human population, and try to
acquire weapons and other equipment.
They will also contact beings from other
proto-dimensions and will eventually try
to destroy the town again.

If the portalis destroyed, the surviving
ampharks will flee. They will continue
their attacks on small vessels and iso-
lated communities, but they will not be a
serious threat until they can build an-
other portal.

If the portal is destroyed and most of
the ampharks are killed, the survivors
willbecome a minor nuisance for awhile
until they are eventually killed off.

If the portal is destroyed and all the
ampharks are killed, there will be no
furthertrouble withthe creatures, unless
the onesleftinthe proto-dimension send
another expedition. Q
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Cyberspace™ rules — a complete role playing game!
Set in the corrupt, dirty, high-tech Earth of 2090 AD; where
Megacorporation repression collides with Sprawl street warfare,
Cyberspace is ICE's most hard-edged role playing game system.
From depraved polluted cities to the surreal beauty of Earth’s
global computer
matrix, muscle-
grafted Punks and
jacked-in Netheads
crawl out of the
gutters to scrap
Media Stars and
Cybernetic Merce-
naries - a conflict
beyond Good and
Evil. This 208 page
book contains a
world environment
rules system, com-
bat rules, and all
you need to create
a varied cast of
characters. Player
development sys-
|l ,4 temscreate exten-
% e | . .;3 sive cybemetlc en-
hancements computer |mplants and all the personal ‘improve-
ments’ a character could want. An in-depth histary and world
description brings the game to full degenerate life, and an
adventure completes your introduction to the high tech world of
Cyberspace.
Coming soon — Chicago Arcology™ sourcebook!
In 2090, the third largest Sprawlzone in the United States — the
Midwestern Sprawl — is centered on the urban monolith of
Chicago. Atthe heart of this depraved labyrinth of crime and decay
rises an enduring temple to Megacorporate power: “New Edison’s
Chicago Arcology” Thls corporate haven forms a completely self-
7@ Contained envi-
ronment for
Chicago’'s New
Edison employ-
ees and their
families. With
offices, living
 quarters, service
departments,
diplomatic em-
bassies and a
huge mall com-
plex, the Arc-
ology's inhabit-
ants are in want
of nothing. Of
course, the
street gangs and
urban homeless
who crowd the
! gutter districts
f" QLA around the Arc-
ology are in a
completely different state, and that rsch-poor‘ juxtaposition breeds
enmity and contempt: enough to send this Sprawlzone's residents
into violent fits of rampaging and destruction — just what every
Cyberspace adventurer needs!
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108 US $20.00
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this popular Sys- gy # TRV,
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modules, N-ROM
modules or broad-
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#5104 The Body Bank™ accessory $10.00 £6.50
#5105 Death Valley Free Prisoni™ campaign $16.00 £10.00
#5108 Death Game 2090™ adventure supplement $9.00 £6.00
#5107 Cyberskelter™ adventure supplement $10.00 £6.50
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Multlgenre Roleplaymg Game System




At the heart of the Mythus game is the Dangerous Dimensions system, a genre-spanning
game universe that will forever expand the depths of your imagination. Although the
Dangerous Dimensions line begins with the fantasy genre, that is by no means the limit of its

. Mythus*™™
Fantasy Roleplaying Game

For GDW to publish a fantasy
roleplaying game, it had to be great,
and the Mythus game is just that!
Designed by Gary Gygax, the
Mythus roleplaying game is a
fantasy ftour de force, with all of the
inventiveness of Gygax’s earlier
works, plus a game system that
simply cannot be beat for flexibility,
believability, and playability. In fact,
the system serves as the core rules
for a whole series of interlinked
roleplaying genres, all part of the
Dangerous Dimensions™ series,
of which the Mythus fantasy RPG is
the first release.

The extraordinary strength of the
system is its ability to combine high
playability @ with  high detail
throughout the game. The magick
system is just one example,
allowing specialization in a wide
variety of disciplines, access to a
fantastic catalogue of spell castings,
and practical guides to modifying
existing patterns of knowledge into
entirely new spells.

As the new state of the art in
roleplaying, the Mythus fantasy
game- allows you to create truly
unique characters and take them
anywhere your imagination will take
you. GDW: 5000

scope. Instead, it was built from the ground
up to address every aspect of adventure:
Fantasy. Horror. Science Fiction...and
beyond.

While other genres will place emphasis on
different mechanics than others (the
Unhallowed™ horror-genre game, for
example, provides an alternate description
of the supernatural and the laws governing
it), the core of the game system is the
description of Heroic Personas (characters)
and their means of interacting.

Character generation is as rich and
detailed as anything you have ever
experienced. Once you generate your first
Heroic Persona, you'll understand why the
system is powerful enough to address (and
surpass) any genre in roleplaying. 7
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The Epic of

Yarthh

Complete Fantasy Adventure Milieu

The Epic of Yarth sourcebook is a natural companion to the Mythus game, detailing an
entire world of fantasy civilizations, and then some. Yarth is a world quite similar to our
own Earth, but in which technology and civilization remain at a Late Renaissance level,
though magick is quite extensively developed. Here, players’ Heroic Personas can visit
/Eropa (the Avillonian Isles, which include mighty Lyonnesse), explore the “Dark
Continent” of Afrik, cruise the Nylle River past Agypt’'s four great pyramids, travel the
Mare Phonecium, which indents the desert of Afrik, or sail the long reaches of the Mare
Ostrum, which reaches from eastern Aropa to the steppes of Central Azir.

But not only will players be able to venture across the face of the planet, they can also
enter the labyrinths which honeycomb that world—Subterranean Yarth’s Shallowshadow,
Midgloom, and Deepdark—or journey to the hollow interior of the planet where ancient
life forms still exist.

Yet there still remains the counter-world of Phzeree , a world of wild magick, with its own
outer, subterranean, and interior spheres. These are the realms of Feerie (the Seelie Court,
ranging from lordly dragons of the Orient to elves, unicorns, baku, and more in between)
of Goblin (the Unseelie Court, with drakes, wyverns, serpents, and wyrms, evil once-men,
onis, and undead), and of Hobgoblin (wild, monstrous creatures that dwell among all
three spheres).

The Epic of Yarth sourcebook, then, is a must-have item. Whether you use it with the
Mythus game or some other fantasy RPG, it will imbue the “body” of those rules with a
truly fantastic “spirit.”




Mythus Magick™ Sourcebook

The Mythus Magick Sourcebook expands
the game’s magick rules and spell lists into
a book nearly as large as the Mythus game
itself! Included here are literally hundreds of
more spells, all in exquisite detail, plus
expanded rules for spell casting, and
detailed rules for incorporating
psychogenic and psionic powers from
other games in the Dangerous
Dimensions line. All the
information from the Magick
chapter of the Mythus book is

Mythus™ Gamemaster’'s Screen

The Mythus game is very detailed, but it is
based upon relatively few, simple,
straightforward frameworks. This GM’s screen
collects those frameworks together with
commonly used tables into one easy-to-
access tool that also serves to hide GM

secrets from the players’ prying eyes. Also
included is a book of other play aids,
such as maps and floor plans that can

be used for combat scenes, and
photocopyable sheets for keeping

track of GM and player persona

repeated here as well, so - 3 f";é abilities and equipment.
that players of spell- s /N '_i_"",“;,

casting Heroic Personas S T8

need not flip back and  ° & DANGEROUS DIMENSIONS 1992

forth between the  ~.a B =

two books.
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Necropolis™

The Necropolis campaign scenario, a Mythus adventure by Gary Gygax, sweeps your
Heroic Personas across the dramatic landscapes of Yarth’s most magickal kingdom,
Zgypt, in search of a lost tomb. After a picturesque journey up the great river Nylle, the
action begins. From a desert caravanserai and a bandit ambush, the personas find their

way to the ancient burial grounds of the Gorge of Osiris. There they encounter evil in the
guise of good--a dangerous madman and lurkmg demons—but the worst lS yet to come.

nightmare! But it's too late to turn back—the he' 3
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By James L. Cambias
he player characters have
T been invited to visit the noted
inventor Tom Fleetat hishome
in Nevada. Though just a lad,
Fleet attracted widespread fame when
he patented a highly efficient steam
turbine. Since then, the press has chris-
tened him the “Boy Wonder of the Far
West.” For months, rumors have circu-
lated that he is about to reveal some
astounding new device.

If any PCs are scientists or inventors,
then it is easy to explain why Fleet has
invited them to see his new invention. If
the player characters know Cyrus Grant
(fromthe Luna adventure inthe Space:
1889 rulebook), then Grant can arrange
the meeting. Reporters can be there as
the result of string-pulling by their pub-
lishers. And it is entirely reasonable for
Fleet to invite adventurers who have
become famous through their exploits.

HARMONY RANCH

Fleet lives on the Harmony Ranch in
the Sierra Nevada mountains, not far
from Carson City, Nevada. The ranchis
a working spread, owned by Fleet's
backer and friend, “Tex” MacRoss.
MacRoss supplies capital for Fleet's
projects and has put a workshop at the
boy’sdisposal. The ranchis fullof amaz-
ing labor-saving gadgets dreamed up
by the boy. Fleet and his sister, Nell,
reside in the ranch's main house with
MacRoss and a Japanese houseboy
who does the cooking and laundry.

Arrival at the Ranch: Carson City is
on the main rail line, so getting there is
fairly simple. (The referee can add buf-
falo stampedes, Indian attacks and
natural disasters to make the trip an
interesting one.) It is a hard day's ride
from town to the ranch, so the PCs will
arrive late in the evening, dead tired
from their trip. MacRoss and Fleet will
greet the party and offer them refresh-
ments, but before long everyone will
head off to bed.

STEEL GIANTS

After the visitors have had a good
night's sleep and a hearty breakfast,
Fleet will lead the way to his workshop.
The doors of the building swing open by
themselves as the party approaches
(“a little thingamajig | put together a
while back,” Fleet explains), revealing

an astounding sight. Within the building
loomtwo huge, man-shaped machines.

“Ladies and gentlemen,” Fleet says,
“may | present to you—the steam co-
lossus!” Climbing aboard one of the
titanic devices, he starts the engine,
and the mechanical giant strides pon-
derously out of the workshop.

“From this day forward, no job will be
too big to tackle!” Fleet says expan-
sively. “The steam colossus can level
mountains, redirectrivers and dig lakes.
A single one cando the work of an army
of men. Would anyone care to step
aboard and try it out?”

Fleet’'s steam colossus is a man-
shaped robot, about 30 feet tall. The
machine mimics the movements of its
operator via a pantagraph apparatus,
amplified by steam and hydraulic power.
The colossus walks at a speed of 15
miles per hour, and it can lift and carry
uptofivetons. Its fuel bunker holds one
ton of coal, enough for 12 hours of
continuous operation. The steel skin
has an armor value of 1. There are two
versions of the steam colossus—the
Steam Soldier (armed with a Hotchkiss
rotating cannon and two Gatling guns)
and the Steam Worker (which carries
only a single Gatling for protection).

To invent a steam colossus requires
a Transportation research area knowl-
edge level of 30. The device has an
experimental success numberof 5. The
walking speed of a colossus in miles
per hour is three times the device's
Reliability, and it can lift a weight in tons
equal to its Reliability.

Operation

Anyone with a Piloting skill of 2 or
better can easily operate a steam co-
lossus. Otherwise, it is a Formidable
task of Agility to avoid crashing the
machine into things or falling to the
ground. In normal use, the colossus
requires a crew of two—one tends the
engines while the other pilots the craft.
The pilot operates the arms. The engi-
neer also repairs damage and fights
fires caused during combat. Each
weapon also requires a gunner.

Combat: Combat with a steam co-
lossus is conducted in much the same
manner as aerial combat, on a grid of
200-yard hexes with 30-second turns.

Turn Sequence: The turn sequence
is the same as for aerial combat, as
described on pages 102-107 of the

basic Space: 1889 rulebook or in Sky
Galleons of Mars.

Movement: Each colossus has a
number of movement points equal to
one-fifth of its speed in miles per hour.
A colossus spends 1 movement point
to enter a hex. A machine may change
its facing by 60 degrees each time it
moves, or can remain in the same hex
and change facing by expending 1
movement point per 60 degrees of
change.

Collisions: If one steam colossus
runs into another, damage is deter-
mined according to the normal Sky
Galleons collision rules. It is possible
for a colossus to collide with an aerial
vessel at Very Low altitude. A colossus
may also run into various inanimate
objects by mischance.

Trees have Hull Size 1; buildings
have one size level per story; and rocks
and cliffs have Hull Size 6. In situations
where the collision rules specify a Loss
of Trim result, substitute a knockdown,
as described below.

Climbing: Toclimbanincline, asteam
colossus must spend 1 additional move-
ment point. Going downhill requires no
extra effort. A colossus cannot go up
cliffs and is destroyed by falling down
them.

Attacks

A steam colossus can attack three
ways—with guns, hand-to-hand, orwith
thrown objects. The Steam Soldier
model is armed with a one-pound HRC
and two .50-caliber Gatling guns. The
Steam Worker carries a single 1"
Gatling.

Gun Combat: Gunfire is resolved as
described in the aerial combat rules.
Hits are resolved normally, and dam-
age is rolled on the damage tables on
the following pages.

Hand-to-Hand Combat: Unarmed
attacks by a steam colossus are re-
solved in the same manner as a gun
attack. Each armhas amaximumrange
of zero hexes and hitsonaroll of 5 or 6.
Arms have a Damage Value of 2 and a
Penetration of 0. Each arm can only
attack every other round, and a colos-
sus cannot attack with both arms at
once. Acolossus cannot make hand-to-
hand attacks against humans on foot,
but can attack aerial craft at Very Low
altitude.

Thrown Objects: A colossus with
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two functioning arms can throw large
objects, such as boulders or logs, at
opponents. The colossus must spend
one turn picking up the object and can-
not attack at all that turn. The object can
be held until used, but a machine hold-
ing something cannot attack hand-to-
hand. Thrown objects have a maximum
range of two hexes, and hit on a roll of
6only. They have Damage Value 2, with
Penetration 1. Thrown objects auto-
matically cause a knockdown (see be-
low).

Against opponents on foot, thrown
objects are nearly useless. They do
normal damage to buildings and inani-
mate objects. Against aerial flyers,
thrown objects cause a Loss of Trim
critical hit instead of a knockdown.

Armor and Penetration: Armor fol-
lows the existing aerial flyer rules. The
following components are considered
to be normally protected by armor—
crew, magazine, controls, and boiler.
Guns can be armored. The Steam
Soldier’s one-pound HRC is in an ar-
mored mount, as is the Steam Worker’s
Gatling gun.

Small Arms Fire: Attacks by antiper-
sonnelweapons are resolved normally.
Note that most colossus crew positions
are protected by armor, making small
arms largely ineffective.

Damage
When a steam colossus is hit by any
attack, roll 1D6 and consult the follow-
ingtable. Results marked withan aster-
isk are identical to those in the basic
aerial combat rules.

Hits
Roll Result
Crew
Arm
Arm
Gun*
Body
Critical

DA WN =

Crew: The shot kills a number of
crewmembers equal to the DV of the
firing weapon. The player controlling
the colossus determineswhoiskilled. A
colossus without an operator cannot
move or use its arms. One without an
engineercanfunction normally, butthere
is nobody to repair damage and fight
fires.

Arm: One of the colossus’ arms is



rendered inoperable (roll a die to deter-
mine which arm). Anything being car-
ried inthat armis dropped. If acolossus
has no functioning arms, reroll.

Body: The hull of the colossus ab-
sorbs the damage. If no body hits re-
main, reroll the damage.

Critical: Roll 2D6 on the Critical Hits
Table, below.

Critical Hits
Roll _Result
2 Magazine*
3 Controls
4 Boiler*
5 Legs
6 Knockdown
7 Fire*
8 Knockdown
9 Legs
10 Magazine*
11 Controls
12 Boiler*

Controls: The control compartment
is hit. The operator is killed, and the
craft cannot move until another crew-
member (if any) can take over. It takes
one turn for someone to take over the
controls.

Legs: The legs have been hit. The
machine’s speed is reduced by the DV
of the firing gun. A colossus whose
speed is reduced to 0 automatically
suffers a knockdown.

Knockdown: The colossus has been
knocked over and must spend the next
turn getting up. During this time, it can
neither move nor fire weapons.

COLOSSAL THEFT

After the adventurers spend a long
and fascinating day playing with the
steam colossus, the group returns to
the main house for a grand dinner.
MacRoss has ordered a case of cham-
pagne from San Francisco, and the
party becomes very merry indeed. At
last, in the wee hours of the morning,
everyone staggers off to bed.

Gas!: Once everyone is in bed, the
houseboy, Hiroshi Kurita, will spray
some of Fleet's sleep gas into each
bedroom.

The gas has a Reliability of 4. A
character must make an Impossible:
Observation roll to be awakened by the
sound of the gas, then an Impossible:
Endurance roll to hold his breath long
enough to get out of the room.

Once Kurita has gassed the house-
hold, he proceeds to the workshop and
starts up the Steam Soldier, chugging
off into the night. He has arranged to
meet a Japanese merchant ship at an
isolated cove on the California coast.
Kurita plans to take the steam colossus
back to Japan, where it can be dupli-
cated by engineers, producing aninvin-
cible army of steel giants.

CLASH
OF THE TITANS

Unless one of the party members
managed to avoid the effects of the
sleep gas, the first anyone in the ranch
house will learn of the theft will be at
dawn, when one of the hands comes
racing in. “Mr. Fleet! Mr. Fleet! Yer cast-
ironman’s beentook!” Characters mak-
ing a Difficult: Intellect roll will notice
that Kurita is gone, as well.

Cut to the Chase: Fleet will immedi-
ately propose going after the stolen
colossus. Since there may be trouble,
he suggests taking the Steam Worker.
If one of the player characters has a
Pilot skill of 3 or greater, Fleet will sug-
gest that the PC operate the colossus.
Otherwise, Fleet will pilot the machine,
but he still needs a crew to man the
engines and guns. (If Fleet drives the
Steam Worker, the referee may want to
have a player take over Fleet's charac-
ter for the battle with Kurita.) MacRoss
suggests that the pursuers use a short-
cut through the mountains which Kurita
will not know of—"Saddle up, boys, and
head ‘em off at the pass!”

High Noon: If the pursuers follow
MacRoss’ suggestion, and make a
Routine: Mapping roll, they can indeed
intercept Kurita in the mountains. Natu-
rally, he won't give up without a fight. If
a copy of Sky Galleons of Mars is
available, use the desert map for the
battle site; the contour lines represent
different altitude levels.

Rocks and other things to throw are
freely available.

Because Kurita is operating the
Steam Soldier by himself, he mustfill all
the crew positions and must switch
between stations fromturnto turn. While
in the pilot’s seat, he can move and
attack with the arms; in the gunner’s
station, he can use one gun. So even
though the Steam Soldier is more
heavily armed than the Steam Worker,
the odds will be about even.

CONCLUSION

If the PCs manage to thwart Kurita's
attempt to steal the Steam Soldier, they
will have earned Fleet's gratitude. He
will certainly invite them to see all his
inventions in the future (and will prob-
ably get them involved in more adven-
tures). Once the press gets hold of the
story, the player characters will earn
some Renown points for foiling the plot.
American characters will earn a point
for Heroism and a point for Service to
the Nation; foreigners will only earn a
point of Heroism. MacRoss will offer a
more practical reward—a 10% share in
the royalties from the steam colossus,
divided evenly among the adventurers.

Of course, the Japanese government
will probably remember the characters
in the future, as well.

Tom Fleet
(Green NPC)

Tom Fleetis only 17 years old, but he
already has an international reputation
as an inventor. Raised in a San Fran-
cisco orphanage, he was a voracious
reader and began tinkering with ma-
chinery at an early age. His first patent
was for a steam turbine, now widely
used in industry. At age 15, he per-
fected a solar boiler design which the
Cunard Interplanetary Line adopted for
its ether flyers. Since then, his yellow-
press reputation as the “Boy Wonder of
the Far West” has made him shy of
publicity.

Motives: Knowledge, Adventure-
some, Honest.

Appearance: Fleet is a tall, lanky
adolescent, with a mop of tousled red
hair and a freckled face. He almost
always wears oil-spotted work clothes.
Fleettendstobe bashful around strang-
ers, particularly women.

Attribute  Skills

Str: 3 Fisticufts 2, Throwing 1,
Close Combat 1 (bashing)

Agl: 4 Stealth 3, Mechanics 4
(steam)

End: 2 Wilderness Travel 1 (for-
aging)

Int: 6 Observation 6, Science 4
(physics), Engineering 4
(naval architecture), Gun-
nery 1 (machineguns)

Chr: 3 Eloquence 2

Soc: 3  Riding2 (horse), Piloting 1
(steam colossus)
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Research Areas: Transportation 31,
Biochemistry 16, Ether 6, Metallurgy 7,
Precision Machinery 8, Power Produc-
tion 18, Combustion 8.

Inventions: Steam colossus (Reli-
ability 5), sleep gas (Reliability 4), solar
boiler (Reliability 6), torpedo (Reliability
1), steam turbine (Reliability 6) and
ether propellor (Reliability 5).

Hiroshi Kurita
(Experienced NPC)

Hiroshi Kurita is the houseboy at the
Harmony Ranch—he has worked there
for six months. Hiroshi does the cook-
ing, cleaning and laundry in the big
house, andtendsthe garden. Heis also
a lieutenant commander in the Imperial
Japanese Navy, sent to find out what
new inventions Fleet is working on.
Once his charade is over, Kurita will be
revealed as a well-trained, highly intel-
ligent man, extremely dedicated to his
mission.

His English is actually quite good—
he was educated at Cambridge.

Kurita has been brought up to view
disgrace as worse thandeath, so he will
fight to the death if his mission is at
stake.

Motives: Loyal (to Japan), Aggres-
sive, Proud.

Appearance:Kuritais smalland slen-
der, though agile and wiry. He pretends
to be humble and a bit stupid, and
speaks garbled broken English while
undercover.

Attribute  Skills

Str: 3  Fisticuffs 2,
Throwing 1, Close Com-
bat 3 (edged)

Agl: 5  Stealth 4, Mechanics 2
(steam), Marksmanship 3
(pistol), Crime 2 (lock-
picking)

End: 2  Wilderness Travel 1 (map-
ping)

Int: 4  Observation 4, Science 1
(physics)

Chr: 4  Eloquence 3, Linguistics 2
(English, Chinese), Theat-
rics 2

Soc: 3 Riding 2 (horse), Leader-

ship 1, Piloting 2 (steam-
ships)
*In the United States or Australia,
treat Kurita's Social Level as 1 (due to
anti-Japanese prejudice).

Robert “Tex” MacRoss
(Trained NPC)
“Tex” MacRoss hails originally from
Pittsburgh, where he made a fortune in

LMNT) -

the coal business. MacRoss encoun-
tered Fleet while in San Francisco and
quickly saw the boy's astounding tal-
ent. He became Fleet's friend and pa-
tron. MacRoss handles the business
side of things, leaving Fleet free to
invent.

Motives: Mercantile, Steady, Boast-
ful.

Appearance: “Tex” MacRoss is a
large, cheerful man, who dresses in
colorfulwestern-style clothes. Because
his hair is going thin, he wears his white
10-gallon hat everywhere, even at din-
ner.

Attribute  Skills

Str: 4 Fisticuffs 3,
Throwing 2, Close Com-
bat 2 (edged)

Agl: 3  Stealth 2, Mechanics 2
(steam), Marksmanship 2
(rifle)

End: 2  Wilderness Travel 1 (map-
ping)

Int: 3  Observation 2, Science 1
(physics)

Chr: 5 Eloquence 5, Bargaining
5, Linguistics 1 (Spanish)

Soc: 4 Riding 3 (horse), Leader-

ship 3, Piloting 1 (sailing
ship) Q
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By Michael C. LaBossiere

This adventure is intended for an experienced group of PCs.
What begins as an enjoyable excursion to observe the testing of
a new robot on a charming South Pacific island turns into a
nightmare of machine-engineered death.

M ized in advanced computers and robotic brains)

recently merged to form Makai-Weymouth Robot-
ics (M-WR). With the resources made available by the merger,
M-WR was able to complete development of a highly advanced
fluid-matrix robotic brain. Realizing that the exceptional power
and compactness of the new brain made it ideal for application
in military and police robotics, M-WR began a project to develop
a combat robot body suitable for the advanced brain. The body
was quickly completed, and the new brain was installed.

The robotics field is highly competitive, and the executives at
M-WR realized they would need to do something dramatic to
draw attention to their new product. The movie-making branch of
the corporation came up with aplan. They decided to conductthe
tests for the robot on the island they used when making many of
their films. The robot would be put through its paces in a variety
of terrains, including a full-scale mockup town. The special-
effects division of the company set to work preparing an array of
weapons that would demonstrate the robot's capacities while at
the same time providing the requisite drama and flash. The final

touch was the decision to invite several entertainment industry
notables to the demonstration.

GETTING THE PCS INVOLVED

M-WR is out to make a name for itself and is planning quite a
show. The rumor mill has been cranking steadily, including
reports that there will be atest battle between acombatrobot and
a group of captured Kafers. Another story asserts that the robot
will be battling a genetically engineered Godzilla-like monster.
The more sensible rumors state that there will some kind of test
involving a combat robot, but it will be facing off against more
conventional opponents. The entertainment tabloid mediaclaims
that numerous entertainment notables will be present at the
testing.

How the PCs get involved will depend on their professions.
PCs with military or security experience can be hired as guards
or as opponents for the robot. Those with medical experience
can get jobs on the medical team. PCs with scientific orengineer-
ing backgrounds may be sent to investigate the test or may have
been invited to observe. Media PCs may be invited to cover the
test or may have invited themselves. PCs who are big in the
entertainment industry may be invited to lend their status to the
event. Or an unsuspecting group of PCs may even have been
shipwrecked on the island.

MAKAI ISLAND

The island is located in the South Pacific (exact location left to

akai Corporation (which was involved in the rather
odd combination of film making and robot produc-
tion) and Weymouth Artificial Minds (which special-

the referee). It is owned by M-WR and is outside the jurisdiction
of any nation.

The island itself is beautiful. The terrain includes thick forests,
dense swamps, an artificial stream, beaches and alarge hill. The
terrain has been sculpted and modified for film work, with cleverly
concealed access paths, camera platforms, and so forth all over
the island. There is also a lodge (left over from when the island
was owned by a development corporation that went bankrupt)
and a mockup town (for filming). Numerous animals live on the
island, most of them originally imported and none of them
dangerous.

Lodge

The lodge was constructed by a development corporation that
later went bankrupt and was originally intended as a tacky resort.
When the Makai Corporation purchased the island, the lodge
was refurnished in a tasteful manner to house movie crews and
actors.

The building is a wooden structure and is well constructed.

Floor 1: The lounge/entrance contains comfortable furniture
and is decorated with high-quality photographs from various
films done by MC. The office once served as the front desk and
administrative office for the lodge. It is now used as a multipur-
pose room (i.e., it has served as everything from a storage area
to a martial arts training room).

The first floor also includes 12 rooms of equal size, each
equipped with a small bathroom, one or two beds, and standard
room furnishings. Important guests will be housed here for the
test.

Floor 2: The second floor includes a kitchen with the latest in
food production equipment; a dining area with tables and a bar;
a small movie theater with the latest in movie-showing equip-
ment; and a deck with tables, a bar, and an outside dance floor.
Transparent shields can extend around the deck in case of poor
weather conditions.

Town Mockup

The town mockup consists of wooden and plastic “buildings”
designed to simulate a modern town or city area. The buildings
are easily modified to represent everything from the center of the
Boston combat zone to colony towns on Aurore. The buildings
are solid enough to support people and equipment. Some of the
buildings have interiors, but most are hollow shells with interior
supports. The town is currently set up to represent a section of
a modern city.

ARRIVAL

Guests are transported to the island by VTOL aircraft, which
land on the pads near the lodge. The guests begin to arrive on
the morning of the day before the test, with the press arriving
slightly earlier than the others. There will be quite amediacircus
on the island, and the events will be well covered in the
entertainment media.

Once all the guests and media arrive, the guest of honor will
be brought in. A utility light transport will land on a pad, and
corporate guards will trot out and form a double line. Then the
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Autonomous Combat Unit Model 300 (ACU M-300) will walk out
to face the media. Numerous posing sessions will be staged with
the celebrities, and the machine will be interviewed by various
news agencies. The ACU, with software designed specially for
the occasion, will do very well during the interviews and will come
off as if it actually has a personality.

When the day's media circus is over, the ACU will return to the
transport, which is serving as command post/laboratory/mainte-
nance shop for the test. Once the ACU goes back into the aircratt,
the crowd will head to the lodge. Portable shelters have been set
up for the press and for the corporate personnel (the celebrities
get the rooms in the lodge).

After everyone has had achance to rest, a briefing will be held
on the lawn. The project director, Don Weymouth, will give a
speech, thanking everyone for coming, and will tell several jokes.
Then he will outline the tests the ACU will go through:

The first test, scheduled for morning, pits the ACU against a
corporate security team in the woods. The second test takes
place in the swamp and has the ACU matched up against an
American military team. The third test is set in the town mockup
and involves a NYC SWAT team. A final “test” is a mock battle
with the celebrities.

CURIOUS EXCHANGE

After the briefing is dinner and a party. Everything goes well,
except for one curious incident. At least one PC witnesses a fight
between Weymouth and Jeff Wilson, one of the M-WR robotic
experts. Weymouth appears to berate Wilson, then takes some-
thing from his pocket and throws itto the floor. Wilson drops to the
floor and quickly scoops it up. The two men then notice a media
team approaching, and Wilson takes the opportunity to slip away.

If the PCs check the area where the thing was dropped, they
will find a drug capsule, labeled T-7F9, lying in the corner.

T-7F9, known on the streets as “smart,” is a medical drug used
to treat injuries to the brain and some forms of mental illnesses.
Smart sells for Lv200 for four doses on the street.

The substance also adds 2 points to the user’s Intelligence for
an average of three hours (roll 1D6). Taking more than one dose
in 24 hours can create extreme paranoia and homicidal tenden-
cies.

Task: To avoid the side effects of “smart™

Difficult. Endurance. Instant.

Referee: For each dose over one, increase the task difficulty
level. Ifthe roll fails, the user will become paranoid and homicidal
(the intensity of the paranoia and homicidal mania, and how the
user will respond, are left to the referee). The effects last until the
drug wears off.

BIG MISTAKE

After leaving Weymouth, Wilson goes to the utility light trans-
port. He ingests several “smarts,” thinking he is taking a mix of
pain killers and tranquilizers. He realizes his mistake almost
immediately—but it's already to late. The overdose drives him
into extreme paranoia and homicidal mania, but his mental
processes are extremely efficient.

Wilson becomes convinced that everyone is out to get him,
and he decides to reprogram the ACU. His alterations include
instructions to replace the test ammunition with live ammo, seal
offthe island andkill everything onit. Before Wilson can complete
his reprogramming, the drug makes him so paranoid that he runs
away into the swamp, where he slipsinto apool and drowns. The
partially reprogrammed ACU will therefore go through the tests

as programmed, but it will be using live ammunition and will be
programmed to kill.

After Wilson departs, the ACU acts upon its orders to seal of
the island. It uses one of the robot cargo handlers (use the
statistics for the transport 'bot in Nyotekundu Sourcebook,
page 46) to plant explosives in all the aircraft on the island. The
ACU orders a second robot to take a powerful jamming device
into the woods, moving continuously to prevent anyone from
fixing its location. Athird robot carries the ACU’s munition reloads
to a secure place and leaves them there.

THIS IS A TEST

The next day, the ACU is brought to the test area in the woods
aboard a heavy truck, while the observers and corporate security
team go aboard Swift Songbirds. Most of the celebrities stay at
the lodge to watch the test on the video monitors, but some ride
out to see the action live.

The exact moment the test is to begin will be marked by the
explosive destruction of the aircraft and the activation of the
signal jammer. There is no way off the island (short of building a
raft or swimming), and all radio communications are out.

The ACU begins the first test by attacking the members of the
corporate security team (who are armed with harmless test
weapons). The ACU remains in each test area until it has killed
everyone in the area (it will not pursue people leaving the test
area). It will only attack if it is attacked while going from test area
to test area. The ACU will reload its weapons at its supply dump
whenever they are less than half full.

After itfinishes off the woods test, the ACU heads to the swamp
to attack the American military team there. If the team members
are not warned, they will be sitting ducks in the swamp.

TheACUthenproceedstothe town mockuptofacethe NYC SWAT
team. The police will also be sitting ducks if not wamed in advance.

The ACU interprets the fourth test as requiring it to kill
everyone on the island. It will not stop killing until it runs out of
targets or is itself destroyed.

FINISH

If the PCs save the day, they will be heroes and will be well
rewarded by M-WR. They may also be well rewarded by the
media and the celebrities present (they may evengetaroleina
movie or a guest appearance on a video show).

If the PCs blow it, and any press or media stars survive, their
failure will be known worldwide (maybe even beyond).

If the ACU is contained with minimal carnage, M-WR'’s image
will be slightly stained, but repairable. If there are excellent film
shots of the battles involving the ACU, a hit movie will be made
around the footage (all participants signed over their film rights,
of course).

If the ACU does a great job at butchering people, especially
people with real weapons, the military will be very interested in
the unit. This way, the company’s public image will be rather bad,
but it will have numerous lucrative contracts (and thus will be able
to buy a new image).

ACU M-300

The Autonomous Combat Unit Model 300 is the cutting edge
of autonomous robotic combat units. Its most important feature
is its fluid matrix brain (FMB), which gives it excellent data
processing capacities. The brain enables the unit to recognize
targets, make plans and strategy, and effectively implement its
plans. While the Model 300 is not self aware, it functions almost
as well as a trained human soldier.

Challenge 61 51



The body consists of a powered advanced alloy skeleton
encased in advanced composite armor. The unit is powered by
an advanced battery. The head contains advanced sensors,
including radar, visual (IR, telescopic and light enhancement)
and audio. The torso contains the FMB, the battery, two integral
gauss rifles (treat as FAM-90s with 400-round clip and no
grenade launcher) and two missile launchers. One missile
launcher holds two light antiaircraft missiles (treat as Guiscard
Martels), and the other holds two light antivehicle missiles (treat
as Guiscard Blindicide-9). Each hand contains extendable blades
(treat as bayonets). The hands can also strike as clubs in melee
combat. The right arm contains a Quinn Darlan MK 4-A1 PGCW.

Crawl: 2m Walk: 15m Trot: 30m Run: 50m Power Supply:
Internal rechargeable battery Power Duration: 36 hours Sensor
Range: 10km (+2) Signature: 1 Armor Value: 12.

The ACU M-300 functions as a Veteran NPC in combat. The ACU
uses the combat walker combat rules (Equipment Guide, pages 28-
29), with the following change: Operator: The FMB is hit. It is treated
as having a life level of 10 for the damage it can take.

CORPORATE PERSONNEL

These NPCs are worried and try to avoid combat.

4 Executives: Including Don Weymouth. Treat as Green
NPCs for combat purposes. The executives are busy trying to
find a solution to the problem at hand.

5 Engineers and Technicians: Originally six. Treat as Green
NPCs forcombat purposes. These NPCs try to break through the
jamming in order to call for help.

6 Guards: Treat them as Experienced NPCs for combat
purposes. They are armed with Mueller-Rivera F-19s. They will
do their best to protect the interests of M-WR.

10 Others: Staff, workers, etc. Treat them as Green NPCs for
combat purposes. :

MEDIA

30 Media Personnel: Media personalities, camera operators,
reporters, etc. Treat as Green NPCs for combat purposes. The
media NPCs are in the thick of things, looking for good shots and
interviews. They often get in the way of efforts to stop the ACU.

20 Media Stars: They include movie actors, musicians and so
forth. Treat as Green NPCs for combat purposes. The behavior
of the stars varies. Most of them, recognizing their ineffective-
ness in this situation, look for someplace to hide. Others demand
that they be removed from the island immediately. Some even
see the situation as a great opportunity for publicity and get
involved (most likely dying and endangering others since they
are incompetent without special effects, stunt people and re-
takes to make them look good). These publicity seekers can be
used to annoy the PCs and interfere with their plans.

TESTING TEAMS

All the test teams try to get to their weapons once they realize
what has happened. They then do their best to control the
situation.

Corporate Security Team: Eight Experienced and one Vet-
eran NPC, wearing full-bodied inertial armor. They have nine AS-
89s and nine Arno Five Fifteens in their quarters.

American Military Team: Ten Veteran NPCs wearing inertial
armor vests. They have 10 Rorttman Lk-1s and 10 Traylor Model
57s in their quarters.

NYC SWAT Team: Eight veteran NPCs wearing full-body
combat armor. They have four DunArmco close assault guns,
three FAM-90s and one FTE-10 in their quarters. Q
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It's 1999. America’s inner cities are torched by riots and ruled by drugs. Wars
seethe in the deserts and jungles of the third world. Techno-terrorists up the
ante against the fallen superpowers and corporate giants. Only the tough
survive—and you're one of them...

Millennium’s Endis a progressive roleplaying game based ontoday’s fast-paced techno-
thriller fiction and movies. The rules are innovative, highly realistic, and easy to use.
Detailed supplementary information covers changes in technology, society, and politics
over the remaining years of the millennium.

“A creative blend of reality with just the right amount of fiction and technology ...a game
that offers as much as games twice its price” —White Wolf Magazine.

MILLENNIUMS END
GM SCREEN AND 1999 DATASOURCE

Every GM's dream in one neat package. The Screen puts all the tables and information
needed for combat, damage resolution, and vehicle use in one handy place. On a
separate sturdy, laminated card are all of the previously published body maps, plus a
bunch of new ones—overthirtyinall. Alsoincluded is a 24-page sourcebook containing
information on politics and news events in 1999, pre-generated NPCs, new equipment,
NPC and vehicle record sheets, new character sheets, and stats on dozens of new
vehicles and over fifty new weapons.

BLACKEAGLE/BLACKEAGLE
OPERATIVES KIT

BlackEagle operatives are the most respected troubleshooters in the rocky post-cold-
war world. This package, containing two sourcebooks for players and GMs alike, can
help your character live up to that reputation. The Tactics and Investigations Hanabook
covers the how-to's of infiltrating high-security office blocks, conducting jungle opera-
tions, interrogating informants, plus other tricks for getting the job done quickly and
keeping your character alive. The
Operations Policy Handbook covers
BlackEagle company policy on opera-
tions, contracts, support, and benefits.
Covers becoming a cell leader, getting
that badly needed legal help, and talk-
ing L&P into buying you an infantry
fighting vehicle. Plus an Operative ID
card, stickers, and more.

Millennium's End RP Game System (011-000) 144p. $14.95
Millennium's End GM Screen and 1999 Datasource (011-002) $11.95
BlackEagle/BlackEagle Operative's Kit (011-003) $14.95

If you don't see Millennium's End
at your game store, ask for . Or
conlact:

Chameleon Eclectic Entertainment
P.O. Box 10262 Blacksburg, Virginia 24062-0262 703.953.1658

[T lan;

ium's End is Chameleon Eclectic’s trademark for its ing syslem.




TRAVELLER:

Hice/Diaspora (2920 A795222-E) 345-1124

{in one of the bitterest blows of the Black War yet to befall the Diaspora Sector, Solomani forces launched an attack on
Hice's class A starport using thermonuclear weapons. This attack completely destroyed the starport and, it is believed,
killed a substantial portion of Hice's populace.

flAccording to a source in Margaret’s Navy, Hice was not a target because of any inherent value, but rather because of
its location near the Solomani frontier and its high-quality starport. “It was like a dagger pointed right at their operations in
the Promise and Khulam Subsectors. We had been staging forces out of Hice right in their front yard to keep an eye on their
activities and threaten any movements they made. By removing Hice, they’ve improved their ability to operate unhindered.”

{[Tentative estimates by local Travellers’ Aid Society officials indicate that Hice will now be listed as X795122-E.

Exeter/Diaspora (2729 B769895-F) 063-1125

{[Officials of the Exeter Federated Shipbuilders today announced the establishment of a new programto ease the burden
of commerce raiding that has plagued the war-torn Diaspora Sector. The naval architects of Exeter’s several noted ship-
building firms will cooperate in creating sets of standardized, simplified plans for the conversion of commercial ships to
military purposes, which will be distributed throughout the Diaspora Sector, but without the usual architects’ fees attached.

{“People and organizations should be aware of this project so that they can take advantage of it, and it's crucial that they
are aware that there is no additional cost involved to using these plans,” said spokesperson Andelin Taro. “The use of these
plans should allow savings from standardization which will permit the optimal use of this Sector’s already strained re-
sources,” she continued.

{When asked how Exeter's yards could afford to distribute these plans, which will create business for competing ship-
yards, Taro explained, “We can't afford not to. The trade situation in this Sector must be stabilized. The destruction of
existing shipping does not create a greater demand for the construction of new hulls. On the contrary, it destroys any ability
to generate the money to pay for new construction, and that's bad for everybody, because there is no trade.”

qIn addition to simplifying the arming of existing vessels, this program will encourage the completion of surplus incom-
plete starship hulls as military vessels for use by local governments and starmerc units. A number of hulls have been left
uncompleted because of the bankruptcy of their original buyers, and because they are unsuitable for the dangerous envi-
ronment currently characterizing the Diaspora Sector. Typical of these are the over two dozen unfinished Type M Liners
throughout the sector, conceived for a peacetime market, now abandoned in the face of the continued factional raiding and
piracy.

fThe Federated Shipbuilders hope to have the full set of plans available in six months. They will then be distributed to
all worlds requesting them, with the only cost being that of data shipment expenses to the destination world.

Vland/Vland (1717 A967A9A-F) 157-1125

fiZirunkariish today published its eagerly anticipated biannual report on the actuarial state of the Imperium. While many
observers were hoping that the massive megacorporation might have been able to statistically identify the beginnings of
some positive trends, the news was bleak, and was accompanied by an announced raising of insurance rates by the glant
Vilani megacorporation.

fiThe most sobering portion of the report was the extensively documented estimate that Imperial mercantile shipping
experienced an 18% drop in aggregate tonnage during the period 001-1123 to 365-1124. These figures are in spite of the
shipbuilding rates during the period, and show the maintained ferocity of the Rebellion.

fiThe figures are thought to show another trend as well. In terms of total number of merchant hulls, the numbers only
dropped 14% during the same period, showing that larger high-value merchant hulls suffered in proportion to their size, not
their numbers. This is believed to reflect the rising effects of piracy, because pirates pick their targets based on perceived
value and risk. Commercial losses due to general warfare during the Rebellion have not shown this bias toward destruction
of tonnage. Instead, tonnage and numerical losses were within 1% of each other during the first six years of the war. The
term “hulls” in this report is a specific term used by megacorporate insurers Zirunkariish and Hortalez et Cie to refer to
spaceships and starships together, rather than the distinguishing term “ships” which refers only to jump-capable starships.

{These loss figures were not the worst ever; that honor belongs to the 21% tonnage and 22% hull number drop in the
1119 report covering the period 001-1117 to 365-1118. However, these record figures are artificially high because the
shipbuilding rates during that period had not built up to full mobilization levels. In fact, this years’ figures are quite bad
enough to have prompted Zirunkariish to announce a 20% increase in starship insurance rates. The reasons cited for the
increase are the increased risk of loss, reduced overall revenue base, the fragmented political structure preventing accu-
rate assessment of risk or enforcement of payment, the rise of piracy, and the decrease in size of the average ship, resulting
in reduced economies of scale and capacities for self-defense.

{These rate increases are of a similar magnitude to those that Hortalez et Cie is rumored to be studying.Q

Challenge 61 53



In its projection of the technological
future, Shadowrun incorporates virtual
reality, cybertechnology and simsense,
among other elements. One would think
that this vision of the future would in-
clude robots as well. Alas, it does not.
This article seeks to fill that hole by
providing rules and guidelines for in-
cluding robots in Shadowrun. This is
only a framework—it is up to the referee
to implement the rules in a manner that
fits his particular campaign.

HISTORY

Robots firstcame into use inthe late 20th
century inthe formof crude industrial robots
used in production. it wasn't until the dawn
ofthe 21stcentury thatrobots became cost-
effective and gained full acceptance in the
industrial world.

As breakthroughs were made in com-
puter/cybertechnology, they were soon
also applied to the field of robotics. The
two industries fed off of one another's
innovations, and as a result, many cor-
porations that became involved in ma-
trix technology and cyberware devel-
oped robotics divisions.

The VITAS plague in 2010 gave ro-
bots the boost they needed to gain cor-
porate acceptance. The lower-class,
poverty-stricken and super-exploited
workers who had fueled productionwere
decimated by the plague mostly as a
result of their poverty. A new, cheaper
labor force had to be found to replace
them, and many corporations found the
answer in robots.

Goblinization and the second wave of
the VITAS plague once again fueled the
corporate motion toward robotics as a
means to solve the labor shortage.

Unfortunately, the push toward roboti-
zation that took place in 2010 and 2022
came to a disastrous end in 2029, when
the computer crash immobilized most
automatic production. Further paranoia
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was seeded when the corps realized
how vulnerable their robot-controlling
computer systems were to renegade
deckers and rival corps. It was only six
years later, when IC became a solid
feature of matrix systems, that robotics
resumed an important role in corpora-
tions and society.

In the early half of the '40s, Aztech-
nology developed and used many ro-
bots in conflicts in Mexico and the
Yucatan. Mostwere scouts, lightly armed
anddesigned forintelligence ratherthan
combat. However, rumors of robot tanks
and air drones caused quite a panic in
the international community. Fear that
high-tech, mechanized armies could lead
to wars without casualties for the most
advancednations ledto a UN decisionin
2045 that made the construction and
production of robots for use in military
combat a violation of international law.
Of course, most countries continued
R&D of military robots.

ROBOTS IN 2050

Security: Robots enjoyedwidespread
use in the security field until the dawn of
magic. That brought invisibility, astral
sensing and powerful yet undetectable
weapons that compromised the effec-
tiveness of security robots.

Two other reasons explain why robots
did not replace humans in security work.

Firstwas the threat of a malfunction or
programming gap compromising secu-
rity. It was difficult to prepare robots for
every situation, especially how to re-
spond to the illogical and irrational be-
havior quirks inherent in humans.

Second, the vulnerability of computer
systemstothe outside influence of deck-
ers presented manyproblems. Thethreat
of someone gaining outside control of
security robots led corporations to guard
their security nodes with expensive, high-
quality IC. Some robots are built with

independentcomputersystems, butthey
are extremely expensive and may lack
enough computer power to handle all
situations adequately.

Regardless of the disadvantages, se-
curity robots are used by most major
corporations to augment their internal
security. They don’t sleep, collect a pay-
check or possess human flaws like de-
layed reaction or conscience. Inciden-
tally, these same characteristics make
robots prime candidates for dirty work
like assassinations and warfare.

When a security robot encounters and
identifies an intruder, it automatically
triggers an alert through its connection
with the matrix. A decker in the system
can block the alert signal in the same
manner it would block an internal alert.

Industry: Robots are used extensivelyin
the production of goods. Most factories are
automated with simple industrial robots
designedto performvery specificfunctions.
With more complicated work, robots dothe
menial or dangerous tasks to free up their
human partners for more detailed work.

For example, robots are used exten-
sively in agriculture. They plant, continu-
ously monitor large crops, perform crop
maintenance (fertilizing, etc.), and har-
vest. A flesh-and-blood crew is kept on
mainly to solve problems, andto monitor
and maintain the robots.

The biggest advantage of robots is
that they can work in high-risk situations
that are dangerous to humans. They
can handle toxic chemicals and radioac-
tive material. They are also used in
mining, chemistry and exploration. Ro-
bots are an essential part of life in space.
Such robots are either solely controlled
by humans or hooked up to systems
protected with black ice.

Domestic: Domestic use is limited to
the households of the wealthy. Those
who can afford it usually use security
robots and possibly janitorial models.
Robots have not yet been developed for
other chores, mostly because the enor-
mous cost of designing and producing
such robots is not economically fea-
sible. Besides, no corp has yet to design
a robot that can successfully cook any-
thing but the most basic meals.

ROBOTICS COMPANIES

That there is a great amount of money
to be made in robotics is a fact realized
by many companies, each specializing
inone or more fields. These are detailed
on the following pages.
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ATT (U.K.): Industrial robots.

Ares Macrotechnology: Security ro-
bots.

Aztechnology: Security and indus-
trial robots. Also covertly constructs
counter-security and military robots.

Federated Boeing: Industrial robots.
Currently developing robot-controlled
aircraft.

Fuchi: Industrial and corporate ro-
bots. Also constructs military robots.

Mitsuhama: Although not involved in
the actual production of robots, Mitsu-
hama manufactures many of the deli-
cate electronic parts that go into them.

Robotic Technologies Inc.

In addition to the corporations listed
above, this new corp specializes in ro-
botics.

Home Office Location: Seattle,
UCAS.

President/CEOQ: Harlan Carson.

Chief Products/Services: Design,
construction, and service of industrial
and security robots.

Business Profile: One of the original
members of the famous Echo Mirage
team, Carson founded RTlin 2032 as a
means of applying his extensive knowl-
edge of computer systems and electron-
ics. Inlessthan20years, he has brought
the corporation through economic tur-
moil to international success. Industrial
espionage has been a real problem for
RTI, notably the Aztechnology “informa-
tioncoup” of 2038, but stricter employee
screening and better employee benefits
have solvedthese problems adequately.
RTl is one of the leading producers of
agricultural robots and is responsible for
many of the advances made in that
market.

TYPES OF ROBOTS

The two main types of robots are
system and solo.

System: System robots are linked to a
CPU or SPU that regulates their operation
and translates their data. Most system ro-
bots are immobile, simple machines de-
signed for specific functions, but the cat-
egory also includes maintenance, agricul-
tural and light security robots.

The major problem with system robots is
that they can be controlled by anyone who
canbreak into the computer system. Thus,
any robot-controlling node will always be
guarded by some form of IC. Any form of
security system robot will be slaved only to
the CPU.
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>>>>>RTI's system is chock
fullof ice.ltisalsorumored that
Carsonhimselfpatrols thesys-
temonaoccasion.Beingthathe's
the “originaldecker,” | would say

that he's not one to mess
with.<<<<<
KarmaDog
(23:18:08/9/19/51)

Solo: Solo robots are not directly
hooked up to computer systems, in-
stead relying on their own computer
brain to operate. While some may inter-
act with a larger computer system, they
are able to make their own decisions.
Solo robots are self-contained, complex
and mobile. Household, military and most
security robots fit into this category.

Renegade deckers may not be able to
control solo robots through the matrix,
but they can cut the robots off from the
computer system so they cannot relay
data or trigger alarms. Solo robots may
have limited thinking power or gaps in
their programming that makes them
unable to react to situations properly.
The parameters of these flaws is up to
the referee.

Note that both types of robots can be
adapted for rigger control.

GAME USE

It is suggested that characters be pro-
hibited from acquiring robots for per-
sonal use. Limited availability, and over-
whelming purchase and maintenance
costs should be stressed, in any case.

Attributes: Robots have the vehicle
attributes of Speed (in meters per com-
bat action), Body, Armor and Signature.
Reaction is used to determine initiative.

Skills: Robot skills are always very
specific (i.e., Build Radio, Wash Win-
dows, AK-97).

Sensors: Different typesinclude video
(thermographic, low-light, magnification),
audio (high/low frequency, amplification),
voice/pattern recognition, motion sen-
sors, and any special sensors integralto
the robot’s duties.

Weapons: Note that this category in-
cludes not only mounted armaments of
security robots but also the limbs and
equipment mounted on normally benign
robots that could be reprogrammed or
directedto attack. Because of theircom-
plex targeting systems, robot attacks
with firearms receive a —2 modifier. Built-in

recoil compensators negate the effects
of recoil fromautomaticweapons. Large,
on-board ammo hoppers alleviate most
reloading problems.

SAMPLE STATISTICS
The robots that follow are examples,
and this catalog is by no means com-
plete. It is highly suggested that the
referee develop his own robots to fit the

needs of his campaign or scenario.

RTI Light Agribot X-34

Body: 4.

Reaction: 3.

Speed: 12.

Armor: 2.

Signature: 1.

Skills: Any agricultural skills appropri-
ate to its specific work; usually a special-
ization of Botany.

Sensors: Video (thermographic). The
robot is also able to analyze plant
samples for disease and growth, soil
nutrients, and humidity.

Weapons: Stomp/kick (5S4), pesti-
cide spray (3S3).

Description: The X-34 is a five-foot-tall,
spider-like robot that walks on six legs. An
extendable probe is located under its body.

Notes: This is a system robot. The only
time an agricultural robot would come into
play is if someone took control of it through
the guiding computer system or if the PCs
accidentally got in its way.

Ares Watchdog
Light Security Robot

Body: 6.

Reaction: 8.

Speed: 16.

Armor: 4.

Signature: 3.

Skills: Perception (7), Ares MP-LMG
(6), Grenade Launcher (6).

Sensors: Video (thermographic, mag-
nification), audio, voice/pattern recogni-
tion, motion sensors.

Weapons: Ares MP-LMG (5S3), gre-
nade launcher (gas grenades).

Description: This robot looks like a
hovercar with no windows. It is in fact a
small hovercraft. A large spotlight is
mounted in the “grill.”

Notes: This is a system robot used to
guard the perimeter of large comporate in-
stallations. Upon encountering an unidenti-
fied person, it will ask for identification in a
crisp, electronic voice. If the identification is
not valid, the robot will deny the person
access and wam himof the consequences



of trespassing. If the person attempts fo
pass or attacks, the robot will immediately
set off an alarm and attack.

Aztechnology Vanguard
Light Security Robot

Body: 8.

Reaction: 8.

Speed: 8.

Armor: 5.

Signature: 4.

Skills: Perception(5), Ingram Valiant (6).

Sensors: Video (thermographic), au-
dio, voice/pattern recognition.

Weapons: Ingram Valiant (5S3).

Description: The Vanguardis vaguely
humanoid in appearance.

Notes: This robot is either system or
solo, depending on the measure of se-
curity desired. Although it has arms and
legs, the Vanguard cannot execute physi-
cal attacks.

RTI Hellion
High Security Robot
Body: 12.
Reaction: 8.
Speed: 10.
Armor: 7.
Signature: 6.
Skills: Perception (8), Vindicator (8),
Ingram (8).

Sensors: Video (thermographic, magni-
fication), audio (highv/low frequency), voice/
pattern recognition, motion detectors.

Weapons: GE Vindicator minigun
(5S3), Ingram smartgun (5S3).

Description: The Hellion is vaguely
humanoid in shape.

Check It
Out!

Call or write for your free pilot

Notes: The Hellionis a solo robot. ftcan | issueofthefollowing GDW newslet-
punch for 8M2 damage, but may not kick. ters:

Aztechnology Warbot Command Post
Body: 14. for Command Decision
Reaction: 7.

Speed: 15. :
Armor: 8. SitRep
Signature: 6. for Harpoon
Skills: Perception (6), Target Identifi-
cation (7), Vindicator Minigun (8), Pan- ~ Ether Society
ther Assault Cannon (8). for Space: 1889
Sensors: Video (thermographic, mag-
nification), voice/pattern recognition, >
motion detectors. Eternal Soldier
Weapons: Vindicator minigun, Pan- for Twilght: 2000 2nd ed.
ther assault cannon.
Description: The Warbot looks like a Impg,-ia] Lines
streamlined tank about the size of a car. for MegaTraveller
Notes: Warbots are solo robots, usually
programmed for specific missions. Actual CDW
armament will vary according to purpose. PO Box 1646
Obviously, Warbots are highly illegal, and 3
Aztechnologywillgotoextraordinary lengths Bloomington, IL 61702-1646
to protect its secret. Q ;
Dunuing Lompiex Series ner Pr Available for
T Butans Conpe s rosets by sosied o MEGATRAVELLER {8

used with role-playing games set in both the near and far future.

Corporation Building

"“This, Gentlemen, is your target." The
image appeared in the holodisplay and
began to rotate as the briefer gestured
towardthe critical areas. The Corporation
has left some sensitive hardware behind.
You and the Alert Team will be going to
retrieve that equipment. "There are
seven levels, with main points of entry
beinghere, here,andhere." Youshouldn't
have any problems getting in, though.
The opposition hasn't reached this area
yet." Whichhadtomeanthatthey'rethere
already. The question is, how many?

#101 - $12.95

#1015 — Gazelle Close Escort
#1016 — System Defense Boat & Shuttie
#1017 — Empress Marava

#1019 — Subsidized Merchant
#1021 — Lab Ship

N T —_—
#3001 — S.S. Virginia
#3002 - U.S.S. Hampton

_— 330-ton Gazelle Class
Close Escort

and 20-ton Gig

Ask your local dealer for these

Write for your FREE catalog today!

SEEKER*+

GAMING SYSTEMS

products or order direct.

1-800-487-728

SEEKER GAMING SYSTEMS
P.O. Box 1027, Spanaway, WA. 98387
Voice/FAX Line (206) 535-6513

VISA

Orders only
Please!
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Duringthe Central American conflicts, the limitations of
the AV-4 in a battlefield situation became evident. It did not
mount enough weapons, and it proved to be an easy target for
well-equipped ground troops. An aircraft was needed that
provided heavy-firepower close support in terrain where
conventional attack helicopters could not operate. In 20086,
the VTA was designed and built to serve this function.

-l-he VTA is constructed with a carbon-fiber composite
airframe, giving superior structural strength while being as
light as conventional aluminum. The aircraft uses Bishop
Turbines' high-thrust jet engines and variable pitch exhaust
ducts to remain airborne and maneuver in very tight quarters.
To move forward or backward, it swivels the exhaust vents in
the opposite direction from the way it wants to go. To turn, air
is sucked into the tail boom by an engine-driven fan, then
directed out through a vent on one side or the other.

Because there are no rotors, the VTA pilot does not have to
be concerned about catching tree limbs or hitting buildings
with the blades, and there is less problem with eddying air
currents caused by down-draft. The VTA is able to hover just
withinthe treetops or land extremely close to a building, things
a helicopter would be unable to do.

VTAs are crewed by two people—a pilot and a gunner/
navigator. Cockpit displays are equipped with the latest in
electronics forbothtarget acquisition and ECM. Visual aids for
pilot and gunner include a terrain-following radar, infrared
emissions sensors and low-light capability. Targets are ac-
quired by use of auto-stabilized sights locked into the heads
up displays in the crew helmets. A laser guidance system for
the VTA's ordnance is also operated in this manner. Note that
though the crewmembers are each able to operate all of the
aircraft's systems alone, it is much more efficient for one to
pilot the VTA and one to acquire and hit targets.

-I.:ree types of VTAare currently in use. Several variants
of each type are being produced, butthe general performance
of each variant is the same.

VTA 2: The smallest version is the VTA 2 Protector. With a
length of 29 feet, six inches, and a width of 15 feet, one inch,
the Protectorisidealforuse inthe close spaces of acity. Thus,
the aircraft is used mainly by police and corporate security
throughout the world. This craft mounts a seven-barreled,
20mm cannon under its chin. It carries either two racks of Hell
Blazer or AMRAAM missiles (four missiles per rack) or 38
rockets in two large weapons pods on pylons. In some
Protectors, the 20mm gun is replaced with a Mark 19 auto-
matic grenade launcher. The Protectorhas atop speedof 331
mph, cruising speed of 320 mph and range of 315 miles.

SDP:150.

VTA 6: Used in the quick-response role, the VTA 6 Invader
hasa20mm guninaremote chinturret. It normally carries four
TOW-IIl or AMRAAM missiles on racks and eight rockets ina
small weapons pod. The aircraft also has two door-mounted
miniguns for use when troops are carried. The Invader can
transport up to eight armored soldiers. It is 41 feet, fourinches

long, and 17 feet wide. It has a top speed of 320 mph, cruising
speed of 305 mph and range of 500 miles.

SDP: 165.

VTA 10: The VTA 10 Hellion is a mid-sized attack aircraft,
with a length of 38 feet and a width of 15 feet. As with the other
VTAs, it mounts a 20mm cannon. The Hellion can be loaded
with two racks of Hell Blazer or AMRAAM missiles and 38
rockets in two large weapons pods, or it can carry 76 rockets
in four large weapons pods. The VTA 10 has a top speed of
350 mph, cruising speed of 340 mph and range of 564 miles.

SDP: 185.

l \II VTAs are lightly armored, including the cockpit
windows. The carbonfiber of the aircraft and the impact plastic
of the windows have an armor value of SP 25. The Hellion's
fuselage is further armored to a value of SP 40.

Cost: The cost of these aircraft, unarmed, is: VTA 2:
2,700,000 euro; VTA 6: 3,200,000 euro; VTA 10: 3,600,000
euro. Plugged operation for both pilot and gunner/navigator is
possible. Fitting costs 50,000 euro per station. Autopilot
upgrades are available, each costing 5% of the aircraft cost.
This program flies at +2 Pilot.

l \ llvariations of VTA carry the same types of weapons
load, though in different configurations.

20mm Cannon: The seven-barreled 20mm gun mounted
underthe nose is capable of firing at two speeds—either 1000
or 3000 rounds per minute. It can be set to fire in bursts of 10,
30, 60 or 100 rounds. A full load of 20mm ammo is 23,000
shells. With the target acquisition systemof the VTA, thisis an
extremely accurate weapon, with a range of 1750 yards.

Mark 19 Automatic Grenade Launcher: The Mark 19is a
40mm grenade launcher capable of firing 60 rounds per
minute from a belt-fed system. Mounted on the VTA 2 as an
antipersonnel and ground-support weapon, it has proven to
be devastating in this role. The Mark 19 has a range of 50
yards to 1.8 miles.

Hell Blazer Missile: The Hell Blazer is the new-generation,
air-to-ground missile, derived from the old Hellfire AGM. As
with its predecessor, it can be guided by laser painting from
the aircraft or from a unit on the ground. Unlike the earlier
missile, however, the Hell Blazer also has an integral infrared
guidance system on-board that gives it a self-guiding option.
This AGM has a flight weight of 98.8 pounds, a length of 64
inches and a body diameter of seven inches. It quickly builds
to a speed of 1.2 Mach. Range of the Hell Blazeris 4.5 miles.

AMRAAM Missile: AMRAAM is a medium-range, air-to-air
missile. It is designed for multitarget designation, and mounts
a TWS (track while scan) system, giving AMRAAM a launch-
and-leave capability. The gunner is able to fire several mis-
siles atthe same time and have them engage multiple targets.
This missile has a flight weight of 335 pounds, a length of 12
feet and a body diameter of seven inches. The speed of the
AMRAAM is approximately Mach 4. Range is about 40 miles.

TOW-III: The newest generation of antitank missile is the
TOW-III. The missile is basically the same as the TOW-II, but
with improved guidance. This new system no longer needs to
be wire-guided, though this is still an option of the weapons
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officer, and wire-guiding ensures a hit. TOW-lIl uses an
internal radar-tracking system to allow complete self-guid-
ance during flight, and thus has a fire-and-forget capability if
the wire is cut. Flight weight of the TOW-IIl is 50 pounds, length
is 55.1 inches and body diameter is seven inches. Flight
speed of this missile is still relatively slow at 625 mph. Range
is 200 yards to one mile.

Rockets/Weapons Pods: VTAs mount weapons pods of
rockets aswell as missiles. These are tube-launched, unguided
rockets employed against either ground troops or installa-
tions. Flight weight of each rocket is 45 pounds; length is 48
inches; and body diameter is 3.5 inches. Flight speed builds
to Mach 1.5 in 2.2 seconds. The range of this type of rocket is
1.5 miles.

® L3
Sitting Duck

The characters are hired to work for police, serve as
corporate troubleshooters or act as available patsies. Their
assignment is to go into the combat zone to search for Kaena
Chaney, who recently had a dispute with her employer, then
disappeared. The company, Hartz Securities, has arranged
for this mission to find her.

According to the briefing, Chaney suffered a mental break-
down and is experiencing paranoid delusions. Records show
that she was exposed to a biological agent while serving in
Central America, and this is thought to have caused her
condition. She is believed to be alone and holed upinthe ruins
of a warehouse area. The only problem is that she took her
vehicle with her when she left—an armed VTA 6.

Hartz Securities is willing to pay 1000 euro each, either as
a straight fee or as a salary bonus, to find Chaney and, more
importantly, secure the aircraft before she uses it on the
public. The characters need not fly the VTA to complete their
mission, just secure it and wait for the company to arrive to
take possession. Those with AV-4 Pilot skill will be able to
operate the craft, however, at '/2 skill level (round up).

The company’'s main interest is the return of the VTA.
Capture of the rogue pilot would be appreciated as it would
allow interrogation. Thus, a small bonus will be offered for
capturing Chaney alive. Killing Chaney would save the com-
pany some work, but no bonus is offered. Destruction of the
aircraft would at least help solve a security problem, but would
earn the PCs only half their pay.

Chaney left Hartz Securities after a team she was
ferrying failed to complete its job, and the company neededto
erase all evidence of its involvement. Another gunship was
sent out, but failed to succeed in shooting her down. Though
not the bloodthirsty maniac the company describes, Chaney
has become a “disgruntled employee” and will shoot obvious
Hartz operatives on sight.

Chaney is holed up in a warehouse in the combat zone.
Unknown to the characters, Chaney made another stop before
landing at the warehouse and now has some troubleshooters of
herownto protect heruntil she can get out of town. There are three
members of this group, two of them Chaney’s friends. These
people are very experienced at what they do.

Chaney’s goal is only to stay alive and get away. If ap-
proached carefully, she and her friends may be convinced to
leave quietly. In this case, the VTA would be recovered, and
the players would have succeeded enough to be paid. If
attacked, however, Chaney and her friends will use the VTA
on the characters. Smart players will avoid this at all cost.

This ship is a basic version of the /Invader, but it does not
have a full load of fuel or weapons. Fuel, and thus range, is at
one-third capacity. There is only one large missile (a TOW-III)
onitsrail, and the rocket pod is empty. The 20mm cannon has
a full load of shells.

If the referee feels that the possibility of a fully functional
VTA is too much for the characters (or too tempting), keep it
on the ground. Perhaps it was damaged in the escape and
can't fly (but the 20mm gun is still devastating). If the PCs do
steal the aircraft, Hartz will not hesitate to shoot them down.

The referee can modify the scenario to fit the abilities of the
characters. Atougher group may findthat Chaney haslandedinthe
warehouse area because it is the turf of aboostergang she knows.
Gang members would protect her in addition to her other friends.

KAENA CHANEY

INT 6, TECH 7, REF 9/11, COOL 8, LUCK 3, ATT 6, EMP 9/8,
MA 9, BOD 9.

Age: 24.

Cyberware:Reflex boost, vehicle plug, processor w/data term.

Skills: +2 Combat Sense, +8 Athletics, +8 Awareness, +4/
6 VTA Pilot, +4 Rifle, +4/6 Heavy Weapons, +4 Stealth, +4
Martial Arts, +2 Streetwise, +2 Melee Weapons, +2 VTA

Price List

Item ROF Price (Euro) Damage

20mm cannon 10,30,60,100 75,000 By ammo

20mm HE 10,30,60,100 15 each 4D10+3"

20mm HEAT 10,30,60,100 20 each 4D10*

20mm SP 10,30,60,100 35 each 2D10"3

Mark 19 6 10,000 By ammo

40mm HVHE 6 10 each 7D10°

40mm HVHEDP 6 15 each 5D10%+ Notes

AMRAAM 8 860,000 each 1D10x30 'One-meter burst radius.
TOW-III 2 42,500 each 1D10x40 2Five-meter burst radius.
Hell Blazer 2 48,000 each 1D10x30* 3Ten-meter burst radius.
3.5-inch HEAT 8 65 each 8D10* “Target armor value at '/ SP.
3.5-inch WP 8 90 each 4D10%5 SDamage amount for 1D6 rounds.
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Tech, +2 English, +2 Shadow/Ditch.

Chips:+3 Aircraft Pilot, Switch Hitter, +3 Rotorwing Pilot, +3
Drive.

Gear: Light mesh suit (SP 14), armored Y-shirt (SP 10),
SPAS 12-gauge shotgun with 50 shells, HUD helmet with IR,
low light, radio and range finder.

Chaney was bom in Hawaii and grew up on the streets in the
slums of San Francisco. She joined the army as away to escape,
and it was there that she leamed to fly the VTA. She parlayed this
skill int~ a job when she got back from Central America, and was
dong well until the current situation occurred. Chaney believes
strongly in loyatty, and the action taken by her employers has
shaken her quite a bit. Though not a particularly vengeful person,
she would like to see the company pay in some way.

“TRUMP”

INT 8, TECH 10, REF 9/12, COOL 8/10, LUCK 4, ATT 5,
EMP 10/5, MA 10, BOD 9.

Age: 29.

Cyberware:Processor with speedware, vehicle plug, smart
link, cyberoptic (r) with image enhancement and targeting,
cyberoptic (1) with thermograph and targeting, cyberarm (1)
with 12-gauge shotgun and armor, cyberlegs (both) with
armor, biomonitor, enhanced antibodies.

Skills: +4 Combat Sense, +8/11 Pistol, +10 Martial Arts, +8/11
Pistol, +6 Stealth, +6 Thief, +5 Drive, +4 Cybertech, +2
Streetwise.

Chips: +3 Japanese, +3 Medtech, Switch Hitter x2, +3
Comporate Etiquette.

Gear: Armored duster (SP 18), armored T-shirt (SP 10),
Kevlar helmet (SP 20), .45 AMT hardballer with smartlink and
40 rounds, H&K CAW with smartlink and 50 shells, CAR 15
with 120 rounds.

Trump grew up as a seabome nomad—some would say
pirate—before he joined the army. After two enlistments, he was
discharged andbeganlife as afree-lance solo. He soondiscovered
the problems that meat had in dealing with metal in combat and
beganto seriously install cyberware. He currently has delusions of
becoming a corporate executive, though the closest he'll probably
ever get is corporate bodyguard. Trump is very loyal to the few
people he calls friends. Chaney is one of these.

“B0OZ”

INT 9, TECH 9, REF 9/12, COOL 9/11, LUCK 7, ATT 2/7,
EMP 10/6, MA 8, BOD 8.

Age: 29.

Cyberware: Processor with speedware, cyberoptic (r) with
image enhancement, targeting and thermographic, cyberoptic
(1) with micro/telescope, microcamera, and Times Square
marquee, nasalfilter, seismic detector, cyberaudio with selec-
tive sound, phonelink, scrambler, bug detector, and micro-
recorder, smartlink, enhanced antibodies.

Skills: +5 Streetdeal, +10 Awareness, +9 Athletics, +7
Stealth, +6 Thief, +5 Motorcycle, +4/7 Pistol, +4 Persuasion/
Lie, +3/6 Rifle, +3 Steetwise, +3 Human Perception, +2 Melee
Weapon.

Chips: +2 Heavy Weapons, +3 Wardrobe and Style, +3
Drive, +3 Japanese, +3 Medtech.

Gear:Armored T-shirt (SP 10), Kevlar helmet (SP 20), C-41
automaticwith smartlink, cookie cutter and 30 rounds, Kendachi
monosword (rainbow colored), neuro cuffs, mono cuffs, basic

tool kit, med kit, cellular phone.

A true fixer, Boz is the man you want to see if you need
anything, especially cybernetics. He has many contacts
throughout both the city and the region he uses in his
business. Boz is usually the man who does the talking and
makes the deals for the group. He is currently arranging for
Chaney to work for another corporation—one that will protect
her (and maybe use her to embarrass Hartz).

“BLADEPOINT”

INT 7, TECH 3, REF 9/12, COOL 10, LUCK 8,ATT 7, EMP
6/2, MA 8, BOD 9.

Age: 33.

Cyberware: Reflex boost, sensory boost, boost master,
cyberoptic (r) with targeting, image enhancement and ther-
mographic, smartlink, nasal filter, cyberaudio with phonelink
and scramble, cyberarm (1) with armor, enhanced antibodies.

Skills:+5 Combat Sense, +17/22 Awareness, +13 Athletics,
+10 Martial Arts, +9/12 Rifle, +8/11 Heavy Weapons, +7
Shadow/Ditch, + 6 Melee Weapons, +4 Intimidate, +4 Street-
wise, +2 Drive.

Gear:Flak vest and pants (SP 20), armored T-shirt (SP 10)
Kevlar helmet (SP 20), H&K MP5SD with smartlink and 120
rounds, H&K CAW with smartlink and 50 shells, H&K G6 with
150 rounds, fighting knife, cellular phone.

Bladepoint is a former cybersoldier. She has spent most of her
life in the army doing jobs the government would rather not admit
to. Though she is very good at these missions, the army finally got
its fill of the trouble she got into otherwise and forced her out. She
hardly knows Chaney, but the pilot is Trump's friend and so is she,
andthat is enough. Bladepointis inthe business solely for the rush
it brings—the only time she feels alive is during a job. Q

RN IZEN

25mm SCIENCE FICTION

4 FIGURES/PACK -- $6.00

VENTAURAN STAR LEGION FEDERATION SPACE MARINES
DSF200 OFFICERS DSF300 OFFICERS (male/female)
DSF205 LEGIONAIRES | (MARINES) DSF305 MARINES |
assault weapons, laser cannon  DSF310 MARINES I
DSF210 LEGIONAIRES Il (MARINES) DSF320 MARINE SNIPERS
assault & laser carbines, pistols DSF350 MANTA MISSILE LAUNCHER
DSF100 THE HITCHHIKERS DSF150 STARSHIP CREW
DSF175 SPACE ADVENTURERS DSF180 SPACE POLICE
THIS IS JUST THE BEGINNING - MORE TO COME!

Send $4.00 for our 45n§:g. miniatures catalog
Everthing from Ancients to Science Fiction!

Sone Nemtefin Minfefores, (e,
P.O. BOX 594, DEPT. CG
BROOMFIELD, COLORADO 80038-0594
VISA AND MASTERCARD ORDERS ACCEPTED-PHONE: 303-485-4246

UNITED PARCEL SHIPPING RATES
ORDERS TO $20.00 = $3.00, $20.0140.00 = $4.00, $40.01-80.00 = §5.00
£60.01-80.00 = $6.00, §60.01-§100.00 = $7.00, $100.01+ = FREE
USPO TO P.R., APO/FPO, CANADA, MEXICO add $1.00, over $125.00 = FREE
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This adventure is designed for two to five
PCs ina 1990s urban environment. It can be
modified for use in whatever city the referee
desires.

hile at home one evening, one of the
PCsreceives acallfrom Larry James,
an old friend from college. James
sounds very nervous. “There have
_been some weird things at work lately,
and | think I'm involved. | need your
help.” If asked for more information,
he'll say that “the phones cannot be
trusted” and insist that the characters
visit him personally.
If the characters goto James' house, they
see a dim blue glow coming from his study,
where he is working on his computer termi-
nal. As they approach the house, they hear
a loud pop and see a blinding flash from his
study. The study window shatters, and they
hear a brief scream, then silence.
If the PCs run in to investigate, they see
James’ lower torso, blackened by fire, fall
over from his chair. His upper torso is miss-
ing. The computer monitor has exploded,
and the window has not just shattered, but
that has been torn out of its frame. Sanity
rolls should be made for all, costing 1D6
SAN iffailed, and 1 SAN if successful. If any
PCs make a Luck roll, they notice a faintly
glowing blue figure disappearinto the bushes
next door, but any attempt to find the figure
will result in failure.
Anyone investigating the computer will
notice that the monitor has exploded and
melted into slag, but the computer's CPU
and disk drive are still intact. Anyone open-
ing the disk drive will find a 5'4" diskette
marked “NEW PROJECT" on the label and
the emblem of the Graves Software Com-
pany, James’employer. The PCs may notice
that the disk has strange bumps on its sur-
face, each bump apparently corresponding
to the points of a pentacle.

ENTER DETECTIVE STILES
Police cars, fire trucks and an ambulance
quickly arrive on the scene, and the PCs are
questioned by authorities. If the characters
have not hidden the disk to avoid having it
confiscated by police, have them make Idea
rolls to figure this out. If they still have not
hidden the disk, it will be taken by police. If it
is taken from the person of a PC, the whole
lot of them will be rounded up as suspects in
James’ murder and will be held for 24 hours.

By Patrick Sheats

They may be charged with obstruction of
justice and be forced to pay bail to be set
free, if the referee feels malicious. Other-
wise, the forensic report quickly leads the
police to believe the characters could not
have killed James.

PCs will be questioned by Detective Reg-
inald Stiles, the man in charge of James’
case. He does not believe that the charac-
ters killed James, but he thinks they know
more about the killing than they are admit-
ting. He will try to intimidate them and will
advise them to stay within the city limits until
this matter is solved.

The night of James' murder, a series of
bizarre killings strikes the town. According to
the papers, four pecple were killed that
night, in the same manner as James, with
the only remains being the lower halves of
the bodies. This knowledge will cost the
players 0/1D3 SAN when they realize that
whatever killed James is on the loose and
still hungry.

The attacker is the Shape Demon, which
assumed James’ physical form after de-
vouring him and embarked on akilling spree
on the city streets.

DISKETTE

If the characters have the disk, anyone
making a First Aid roll will recognize the
bumps as being dried blood, apparently
treated with sealant. Exactly why they are in
afive-pointed pattern is a mystery, although
it is a fairly obvious guess that it has some
occult significance.

The PCs can load the disk onto another
computer (any IBM-compatible computer
will accept it) and look at the programs. The
opening screen shows the symbol and the
name of Graves Software, along with the
menu:

CRYSTAL COMPENDIUM
A Collection of New-Age Software
‘. Horoscope Generator.
2. Biorhythm Tracker.
3. New Age Encyclopedia.

Horoscope Generator and Biorhythm
Tracker: If the characters select either the
horoscope or biorhythm programs, they must
make successful Computer Use and Occult
rolls to use them properly (they may com-
bine their skills to do so). These programs
function exactly as they are supposed to,
with nothing unusual happening.
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First Floor, Graves Software
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Data Processing
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and Copy Room
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LsalesJ Restrooms

New Age Encyclopedia: The New Age
Encyclopedia is more interesting. It is actu-
ally a database of occult terminclogy, and it
has a great deal of information on New Age
philosophy and modern magic terminology.
It is organized alphabetically, and selecting
a letter key will show a page of headings in
the database. If the characters investigate
the database thoroughly, have them make
Cthulhu Mythos rolls to recognize some
unusual and rather disturbing words—such
as “Azathith,” “Elder Sign,” Nyarlathotep,”
and others—although the entries are not as
detailed as a good occult tome would be.
The New Age Encyclopedia on this diskette
can be considered a Mythos book, with a
Knowledge modifier of +3%, a spell multi-
plier of x1, and a cost to SAN of —1D4.

Programming Structure: Anyone inves-
tigating the programming structure with Com-
puter Use will notice nothing unusual about
the programs. However, if a PC checks the
diskette's directory thoroughly, have him
make an Idearoll at half value. If successful,
the character notices that the programs do
not take up as much memory as is indicated
by the directory readout, and that a substan-
tial block of memory is occupied by an un-
listed program. Without more sophisticated
equipment, the character will be unable to
examine this program, and the program
cannot be run from the language interpreter.
Any computer programmer will know that it
is probably run by some password, but what
that password is is unknown to the PCs.

The missing program is the key to the
mystery, although the PCs will probably not
realize ityet. The hidden program is run from
within the database program—the letter “S”
must be selected, then the words “Shape
Demon” must be keyed in. When this is
done, the computer monitor will become a
gate, and a Shape Demon will appear, glow-
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ing with the colors of television static. It will
slowly bulge out of the monitor until it sud-
denly forms a huge, toothy maw and attacks
the person sitting at the terminal. The bite, if
successful, will consume the user’s upper
half, and the demon will leap out of the
monitor and assume the form of a devoured
victim. Meanwhile, the gate (and the moni-
tor) will be consumed in flames, although no
other objects in the room will be damaged.

INVESTIGATIONS

Information on Graves Software is easily
found in business pericdicals. A fledgling
software company, it has risen quickly in
stature, recently receiving contracts for de-
velopment of software for defense projects.
lts reputation is built on its line of advanced
language interpreters, such as GravesPascal
and GravesC, and operating systems such
as G-DOS. The company also makes sev-
eral entertainment programs, and its New
Age software collection is a best-seller.

Information on Arthur Graves is more
difficult to come by. Although he is the owner
of Graves Software, very little else is known
about him, and he has refused to grant
interviews with business magazines. If the
characters look for his name in the local
papers (this requires successful Library Use
roll at '/2), they will find that Arthur Graves
has had a checkered past. He was appar-
ently brought in for questioning about a
string of murders that occurred seven years
ago. He was eventually released, but the
murders remain unsolvedto thisday. Graves
Software was created shortly after his re-
lease.

The murders that Graves was questioned
about involved the disappearances of five
people, four men and a woman, who later
turned up in a shallow grave on the outskirts
of town. All of them had been murdered with

a dagger and had their hearts cut out. Fur-
ther research (another Library Use roll at '/2)
will reveal that Arthur Graves had been
confined to a local mental institution for
awhile, although no details of his illness are
available. Graves was released from the
institution nine years ago.

The PCs may wish to godirectlyto Graves
Software and talk with Arthur Graves. lf they
do, his secretary informs them that Gravesis
outoftownonbusiness. Ifthey snoop around
the building, see Graves Software below.

ATTACK

Duringthe day, as characters move around
town, they are followed by hirelings of Arthur
Graves. There are four of them, each armed
with silenced .45 automatic pistols. If they
think they are being followed, the PCs must
make a Spot Hidden roll at '/z to notice the
car tailing them.

Eventually, the PCs are attacked by the
thugs, who use their pistols, only resorting to
hand-to-hand combat if necessary. If one of
the thugs falls incombat and cannot escape,
he will kill himself with his pistol. If one of the
thugs falls unconscious and cannot be res-
cued, one of the other thugs will kill him.

After four rounds of gunplay, another car
arrives on the scene, and a figure gets out
and starts to shoot at the thugs from the
hood of the car. The figure is Detective
Stiles. He has called for backup, as well as
an ambulance, which should arrive within 10
rounds. Once the combat is over, Stiles
checks with the characters to see if they are
all right and administers first aid to any who
need it. He also takes the PCs to the station
for questioning.

GRAVES SOFTWARE

After another evening of questioning by
Detective Stiles, the characters are finally



released. But as they make their exit, they
are seized by police in front of the station and
taken to police cars waiting on the street.
Detective Stiles is nowhere to be seen. They
are roughly forced into the cars and are
taken to Graves Software.

Graves Software is in a small, two-story,
glass-and-stone office building on the edge
of town. Anyone investigating the earlier
Graves murders will realize that the building
is sitting on the exact spot where the bodies
were discovered seven years ago.

Lobby: The lobby is largely bare, except
for the plants around the wall-length win-
dowpanes and the polished granite security
desks. At least one guard is always present
at each desk. Guards are part of Graves
Software and are not from a private security
agency, which is rather unusual for such a
small office.

In fact, all the security agents are de-
ranged followers of Graves, and willobey his
orders to the letter. Otherwise, the guards
are like normal corporate security guards,
although they never show flashes of humor
orfriendliness. When the PCs are broughtto
the building, the guards’ job is to ensure that
they do not leave.

Office of the Security Manager: In this
office is a desk, a three-drawer file cabinet, a
security monitor and acomputerterminal. Atthe
bottom of the file cabinet is a locked drawer
containing secret dossiers on most of the pro-
gramming staff, including afile on James which
contains a note that he has been selected for
‘the new project.” The drawer also contains
dossiers on the PCs, although these are very
thin. In the top drawer of the desk is a 9mm
Parabellum pistol.

Security Office: Four guards are usually
seated at security stations, monitoring every
room by security camera, except the
restrooms, which are monitored by audio
sensors only. Inside a locker against the walll
are eight M-16A2s and four Ilthaca shot-
guns. Each of the assault rifles has six clips
of ammunition. All security guards have a
key to this locker, although it will take awhile
tofind the right key, since the guards have at
least 20 keys each.

Data Processing (DP): This is where
permanent and temporary employees trans-
late data from paperto computerdisk. Within
this room are several cubicles. Within each
cubicle is a small desk covered with papers,
as well as a computer terminal.

Atthe east end of the room are two offices
belonging to the data processing manager
and assistant manager. There is nothing of
interest here.

There are also some DP cubicles on the
upper floor. The recent increase in business for
the company has meant a temporary increase
in the DP staff. These new employees have
been placed upstairs, although they still report
to the DP manager downstairs.

Lunchroom and Kitchen: This is a typi-
cal employee lunchroom with tables, chairs
and a counter at the far end connecting the
room with the kitchen. There is nothing of
interest here.

Meeting Rooms: There are three meet-
ing rooms. The room on the first floor is the
largest, having a small wet bar. Otherwise,
they are all straightforward meeting rooms,
each with a large table and several chairs.

Mail Room and Copy Room: This is
where the company’s mail is processed, as
well as where the employees come to have
photocopies made. A counter separates the
mail rcom from the copy room. Two employ-
ees work in the mail room during the day,
handing out the mail and doubling as copier
technicians. Six photocopy machines are
located in the copy room. There is nothing
else of interest.

Sales: These rooms are where the man-
ager and assistant manager of sales work.
There is nothing of interest in these rooms.
The managers know nothing of the “new
project.”

Programming: These are the offices of
the programming staff. Programmers work
in here when they are not working in the
computer lab. Each room contains a desk,
file cabinet and computer terminal.

One of the offices closest to the meeting
rooms is marked “Larry James” on the door. In
that room, and in the two other offices nearest
it, diskettes marked “NEWPROJECT lieonthe
computer desks. These are incomplete por-
tions of the disk which

Liber Ivonis, which can be recognized by
any character making a successful Cthulhu
Mythos roll as being a powerful and evil
piece of work. In Graves' filing cabinet, afile
labeled "New Project” gives details on the
spells Enchant Disk, Summon Shape De-
mon, Bind Shape Demon and Gate.

Computer Lab: This room is accessible
only through the airlock on the east wall. It is
filled with computer terminals and large tables
covered with pieces of electronic apparatus,
circuit testers, disassembled disk drives, etc. A
couple of monitor housings on one table are
somewhat molten, very much like the monitor
found inJames’ room when he died. In acorner
of the room, well away from any magnetic
storage media, are four magnets, weighing
about one-half pound each. Otherwise, there is
little of interest in this room.

Mainframe: This room has anairlock. Inside
is the company’s mainframe computer, a unit
the length of a car and about four feet high.
There is nathing else of interest in the room.

The computer is the repository for all the
company’s business files and projects un-
derdevelopment, including the “new project,”
which is stored under the file name SHAPE
and is embedded with enormous security
subroutines. To gain access to this file, PCs
may access the mainframe through any
terminalinthe building. They will have to find
a Shape file by using Graves’ logon code
and password, then accessing the file itself
with a special password. Otherwise, loading
these files with another logon will require five

the PCs found at
James’ home. These
disksaredevoidofany
bumps on their sur-
faces. Otherthanthis,
there is nothing un-
usual inthese offices.
Reception: This is
the reception area for
Graves' office. A re-
ceptionist sits at the
desk during business
hours. There is noth-
ing unusual here.
Arthur Graves’
Office: This room
containsalargedesk
facing the double
doors from the re-
ception area, plus a
four-drawer filing
cabinet and a com-
puterterminal. Other
than this, the office
is bare. All the draw-
ers on the desk are
locked (Mechanical
Repairrollto pickthe
locks). In one of the
drawers is a copy of
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consecutive successes with Computer Use.
The whole process will take 10 minutes, and
if any of the rolls are failures, another 30
minutes will be required before a character
may start again. The file contains all the
programming codes for the enchanted dis-
kette, as well as notes on the enchantments
required to make spells work, just as the file
in Graves’ filing cabinet.

HELD CAPTIVE

The police who hold the characters cap-
tive are fakes sent by Arthur Graves. When
the characters are brought to Graves Soft-
ware, they are immediately taken to the
computer lab. As they are escorted through
the building, they see that it is completely
empty of personnel. Inthelab, Arthur Graves
is standing in front of a row of desks with
computer terminals on them. In his hand he
holds four disks, identical to the one the
playersfound. As the players are strapped to
chairs in front of the computer terminals,
Graves inserts the disks into the disk drives
of the computer terminals in front of them,
grinning at the characters as he does so.

Before he is able to turn the terminals on,
however, heis interrupted by the breaking of
glass downstairs. As the fake police head
out the doors toward the stairs, Graves
slowly walks toward the switch that will acti-
vate the terminals, saying, “You may now
ask any questions you have. Since you will
all soon be dead, | will be happy to provide
you with answers.”

Atthat point, gunshots and screams erupt
from the hallway outside. One of the PCs will
notice that his bindings are not secured very
well. He can use the distraction to free his
hands (with a successful DEXx5 roll), undo
his foot bindings (another DEXx5 check),
and free a second PC (another DEXx5
check). The sound of a scuffle draws closer
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to the lab, and suddenly the door bursts
open. A security guard stands before them,
except he has holes in his torso ringed with
spots of glowing blue static. His eyes are
also glowing blue.

This is no ordinary security guard! It's the
original Shape Demon, determined to return
to its home dimension by killing Graves, who
enchanted the disk that summoned it.

The figure launches itself at Graves, who
will run to the corner of the room containing
the magnets and picktwo ofthem up. Graves
will then engage in hand-to-hand combat
with the creature. As the PCs try to free
themselves, they see Graves and the Shape
Demon writhing on the floor, with Graves
slowly gaining the upper hand as he uses
magnets to pull away shards of energy from
the Shape Demon as the creature tries to
tear away Graves’ flesh with various mouths
that form from its body.

Eventually, Graves succeeds in plunging
one of the magnets deep into the demon’s
body, causing it to disperse completely in a
cloud of electronic particles. Graves willthen
try to reach the computer switch to activate
the terminals with the enchanted disks, hold-
ing off the party with his 9mm pistol.

If Graves succeeds, the computers will
activate. After the internal memory check,
the programs will load and activate the sum-
moning program. Five new demons will ap-
pear and attack anythingthat they canfind in
the room. Graves will attempt to make a
hasty escape. The players may use the
electromagnets against the demons, if they
wish.

CONCLUSION
If the PCs succeed in stopping Graves
before he unleashes the demons, or if they
defeat the demons before the creatures
escape form Graves Software, each PC

should receive 1D10 SAN, with 1D2 SAN for
each demon defeated in combat.

If the characters then destroy the disks
and all the files containing the summoning
programs, they will gain another 1D6 SAN
each.

Asthe action winds down, Detective Stiles
arrives onthe scene with several policemen.
The characters are interrogated briefly, then
released. If they have been cooperative,
they will have made a friend in Detective
Stiles and a possible ally in future adven-
tures.

ARTHUR GRAVES

STR 11, CON 12, SIZ 12, INT 18, POW 186,
DEX 16, APP 14, EDU 18, SAN 0, Hit Pts 12.

Skills: Accounting 20%, Bargain 50%,
Credit Rating 60%, Computer Use 95%,
Cthulhu Mythos 45%, Drive Automabile 50%,
Fast Talk 50%, Handgun 60%, Hide 60%,
Library Use 40%, Occult 90%, Read Latin
60%, Read English 100%, Rifle 40%, Sneak
60%, Spot Hidden 70%.

Spells: Enchant Disk, Summon/Bind
Shape Demon, Gate, Contact Nyarlathotep,
Contact Hound of Tindalos, Dread Curse of
Azathoth.

Arthur Graves is a tall, slender man with a
long, almost elfin face. He has short black
hair and piercing blue eyes. He wears a
business suit almost constantly and speaks
in a very punctual manner, never showing
flashes of emotion except when he is work-
ing directly on some Mythos-related project.
Atthat time he becomes quite animated and
talkative, although nobody understands what
he says.

Intelligent but unstable since he was a
child, Graves was always a loner. Compuit-
ers became his friends, and he still enjoys
working with them. He also bears a burning
hatred of the rest of humanity for harsh



treatment of him during his youth.

A long-time follower of the occult, Graves
managed to obtain a copy of Liber Ivonis
during his adventures. He went to college
and learned Latin inorder to understand and
translate the work. Using the spells gleaned
fromthatbook, he managed to contact Nyar-
lathotep, who saw in Graves the opportunity
to unleash a new horror upon the Earth. it
was Nyarlathotep who gave Graves the spells
required to enchant disks and summon
Shape Demons.

His contacts with the Mythos have made
Graves into a complete sociopath with delu-
sions of grandeur. He believes that Nyar-
lathotep has chosen him for some special
destiny, and he has pursued his new project
with total commitment. He will destroy any-
thing that interferes with his dreams of be-
coming a powerful wizard.

He is not stupid, however. Graves will
mask his intentions among others, trusting
noone. Although he is not a friendly man, no
one (save Detective Stiles) believes him to
be a madman. Since he came under suspi-
cion in the serial murders seven years ago,
Graves has been the perfect citizen, avoid-
ing even traffic violations. His company has
given generously to charities, and he is
known as asternbutfairemployer. He wears
amask of civility in order to achieve his ends.

REGINALD STILES
STR 15, CON 15, SIZ 15, INT 14, POW 9,
DEX 14, APP 11, EDU 12, SAN 65, Hit Pts 15.

Skills: Dodge 55%, Dive 60%, Fast Talk
55%, First Aid 50%, Handgun 75%, Hide
50%, Law 65%, Library Use 50%, Listen
70%, Spot Hidden 70%, Sneak 65%, Me-
chanical Repair 45%, Nightstick Attack 60%,
Nightstick Parry 45%, Occult 35%, Psychol-
ogy 30%, Track 45%.

Spells: None.

Reginald Stiles is a classic police detec-
tive. With a typical build, a paunch and a
receding hairline, he is apicture of the burned-
out city cop. He was originally assigned the
serial murder case seven years ago, but
could not find enough evidence on Gravesto
press charges. Since that time, he has gone
on to solve several other cases and has
performed well enough in the line of duty to
earn two commendations from his depart-
ment. Nevertheless, hisfailureinthe Graves
casedisturbs him, and this case will give him
the opportunity to put Graves in prison for
goad.

Stiles is a man who believes strongly in
justice. He will not harass the characters
unless he feels that such acts will serve the
greater good of putting Graves behind bars.
He will try to pressure the characters into
giving information, then bargain with them to
assist in his investigations, but he will not
press charges against them unless they
commit blatantly illegal acts. He feels some
kinship with the PCs, seeing them as pursu-
ing the same goal as himself. If the charac-
ters betray him, however, he will not rest until
he sees them punished.

SECURITY GOONS
AND FAKE POLICE
STR14,CON12,SI1Z12,INT 8, POW 10,
DEX 13,APP 12,EDU 10, SAN 0, Hit Pts 12.
Skills: Law 40%, First Aid 40%, Fast Talk
60%, Handgun 60%, Submachinegun 50%,
Rifle 50%, Fist Attack 50%, Knife Attack 40%.
These men are all from the fringes of
society, taken inby ArthurGraves and trained
to be his personal group enforcers. Like
him, they are sociopaths, and they conceal
their true desires to maim and kill in orderto
better serve their master.

SHAPE DEMON

STR 32, CON 15, SIZ 12, INT 17, POW
15, DEX 14, EDU —, Hit Pts 35.

The abilties of the Shape Demon are de-
scribedinthe article "Madness Fromthe Mythos™
in Challenge 60. This particular demon will
roam the streets from the time that it is un-
leashed until the climax of the adventure.

If any of the characters wish to find the
demon before then, they will have a 5%
chance of encountering the creature (not
cumulative).

lf the characters do find the demon, how-
ever, they will be severely handicapped in
combat unlesstheyknow aboutthe demon's
peculiar weaknesses. Q

For more on Shape Demons and en-
chanting computer disks, see “Madness
from the Mythos " by Patrick Sheats in Chal-
lenge 60.
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i The following adventure may be - ...

hazardous to your PC’s health. - -
Referees may want their players to - .

he PCs have been offered a
fair payment for transporting
some equipment to Geric IV.
If they accept the mission,
however, they are infor afew surprises.

When the PCs are halfway to their
destination, warning signals suddenly
blare tolife, indicating emergency hyper-
drive cut-out. Anyone with access to a
viewport sees the streaking light dis-
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generate new characters before the
game begins.

play of hyperspace suddenly cut to the
still, black, star-studded sea of real
space. And looming right before the
ship—rapidly growing larger—is asmall
moon. A crash seems imminent!

A successful Piloting task and some
fancy flying allows the ship to crash-
land on the moon’s surface. Any PCs
who were not secured in some way
must roll Strength against 3-D damage

from being tossed around by the im-
pact.

At this point, the PCs may want to
inspect their ship. The vessel has suf-
fered heavy damage to all its primary
systems. Unfortunately, the ship's
stocks have nowhere near the compo-
nents needed to effect repairs. On top
of that, there’s a strange hissing noise. '
It appears the hull's integrity has been



breached beyond its ability to self-seal.
However, the ship does have power,
and the sensor suite is still operational.

The rebels are in obvious need of
help. Sensors reveal a strong power
source only 12 kilometers distant in the
direction of some close-by mountains.
Gee, how lucky canyou get? Repulsorift
vehicles are useless, as there is virtu-
ally no atmosphere. The PCs will have
to trek across the moon’s surface on
foot in vacuum suits.

When the group gets within six kilo-
meters of the power source, the moon-
scape becomes much rougher and bro-
ken, with rocky debris strewn across
the surface. Allow each PC aModerate:
Perception task to realize that this area
has suffered saturation bombardment,
although they can’t tell how long ago it
occurred (this task is Easy for charac-
terswhose backgroundincludes lengthy
military service).

Two kilometers farther, the charac-
ters stumble upon the rear fuselage
and sublight drive of a crashed ship,
fighter in size. A Difficult: Technology
taskidentifiesthe wreck as aZ-95 Head-
hunter. A Moderate: Perception task
also reveals the fact blaster fire had
penetrated the hull and heavily dam-
agedthe sublightdrive. The fighterdidn’t
crash; it was shot down.

APPROACH

Upon reaching the site of the power
source, the rebels see what is obvi-
ously a fighter-size launch bay protrud-
ing from a low cliff-face. Though the
ship shows the scars of bombardment,
the inset bay doors don't appear to
have been breached. A bulbous projec-
tion near the bay, obviously for flight
control, has been seriously breached,
the jagged, torn metal visible from the
plainbelow. Anapproachis much easier
fromthe far side, as it is agradual slope.

On the other side of the facility is a
garage entrance which has been se-
verely breached, with an intact person-
nel airlock next to it. Outside the airlock
are humanoid footprints. The prints
show that a number of humanoids en-
tered (a Moderate: Perceptiontask sug-
gests the number was between six and
10), but there is no evidence that any-
one exited through the lock. Leading
away from the garage is a set of large
tire tracks from a ground vehicle. The
tracks obliterate the footprints about 20

meters away. These prints and tracks
are pristine-clear and unmarred by mi-
cro-meteors, suggesting that they are
quite recent.

Ifthe rebels follow the tracks fromthe
garage, they find an abandoned cargo
hauler (similartothe TrastA-A5 speeder
truck from the Rebel Alliance Source-
book (page 110), but with six oversized
wheels) tucked away in alarge, shallow
draw one kilometer distant. Allow each
PC a Moderate: Technology task to
identify the model as one manufactured
for the Army of the Republic during the
Clone Wars. The truck is sitting amidst
the landing gear prints of what was
probably a larger-sized light freighter.
The truck can be started and driven by
the rebels.

BASE

Without equipment and in vacuum
suits, scaling the 40-meter cliff to the
launch bay doors would be both difficult
and risky, even in very low gravity. If
they do reachthe doors (such as through
the use of speeders), the PCs are un-
able to open the bay's blast doors, and
the shattered flight control room does
not present a clear, safe opening to
enter. This leaves only the air lock and
garage door as sources of entrance.

Inside the base, life support is opera-
tional, as is artificial grav plating in the
floor. However, throughout the base,
two-thirds of the lighting has been shot
out, creating dark corners and eerie
shadows. Cameras cover all primary
rooms and doors, but half are not func-
tioning.

Armory: The walls here are lined
with blaster racks, but all are empty.
Several crates have been smashed,
their contents gone. If the rebels look
through the debris, an Easy: Search
task reveals three loose grenades and
eight blaster power packs (these are
still charged, but will not fit the rebels’
weapons).

Command Center: Gaining entrance
to the command center requires a Very
Difficult: Security task (or the use of
explosives).

Piledonthe floor here are 39 corpses.
Clothing remnants suggest that some
are military, but most are civilian.
Corpses on the bottom are obviously
decades old. An Easy: Medicine task
reveals that those on top are about a
year old.

Also piled here are about 100 weap-
ons, ranging from blaster pistols and
rifles to a couple of old repeating blast-
ers. Most are old and have slightly less
damage value than current equivalents
(blaster pistols have 3D+2 instead of
4D).

A security station includes a bank of
video screens showing various loca-
tions throughout the base, though half
are blacked out. All bulkhead doors can
be locked from here.

Anyone checking sensors will find
power sources at 12, 18 and 20 kilome-
ters distant. These are crashed ves-
sels. Also, high radiation levels are de-
tected only 30 kilometers distant. If the
rebels investigate, they find a two-kilo-
metercrater, with debris from a starship
scattered for thousands of meters
around the crater (the Myrkos).

The following information can be
gleaned from computer logs: The base
is the Tembora Research Station. Be-
cause enemy forces were active in the
region, the dreadnaught cruiser Myrkos
was placed in orbit over the base, tak-
ing precautions that only the ship’s com-
mand and officers were aware of the
location of the Tembora moon. Enemy
forces discovered the base and at-
tacked. Myrkos, severely damaged,
plowed into Tembora and was de-
stroyed. Apparently, enough damage
was inflicted upon the enemy that they
could not resume bombardment, or
perhaps they believed that the base
was destroyed. The last log entry is an
alert fromthe lab section that “KLR-B1"
was not responding to commands and
was threatening the robotics team
leader.

Tembora is a small moon, 1200 kilo-
meters in diameter. Surface gravity is
roughly 0.15 standard. There is virtually
no atmosphere. During the tumultuous
years of the Clone Wars, many planets
changed hands or suffered severe bom-
bardment. Army Weapons Research
Dept. chose to build research facilities
in remote areas to maintain secrecy
and avoid destruction from random
bombardment. Rogue planetoids were
even better—especially if they were
officially unchartered and weren't going
to cross a star lane for several years.
Tembora was such a planetoid. When
Myrkos plowed into Tembora, the im-
pact altered the moon’s course only
slightly. Aconcerted search would have
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marked KLR-B1
through KLR-B4.
All are empty.
Fabrication
Lab: The skeletal
remains of six hu-
mans are found
here. The lab con-
tains some very
valuable fabricat-
ingmachinery and
metal stocks.
Garage: The ve-
hicle door has liter-
ally been blown to
pieces. However,
the debris has been
cleared away from
the entrance (more
footprints). Looking
inside while using a
light source reveals
that part of the ga-
rage roof collapsed
underthe bombard-
ment. Thereappear
to be roughly six ve-

% }/;;//\\_._H&%&\ e

‘Drold Room l

Fabrication Lab [%

>
\‘47 hicles inside, but
mostaredestroyed,
partially or mostly
buriedundertons of
// rock and permacite.

One vehicle (identi-

found the rouge moon, but, amidst the
chaos and destruction of the wars,
Temborawas lost. The stationwas prob-
ably assumed destroyed.

Common Area: Scattered through-
out this area are 31 skeletal corpses.
Blaster burns can be seen everywhere,
the blackened spots interspersed with
the browned splotches of dried blood.

Piled on the floor in the galley are
three fresh human corpses, all partially
dismembered. An Easy: Medicine task
reveals that the corpses have been
dead for roughly six to 10 hours.

A red panel light next to the door to
fight control indicates that there is no
pressure beyond the door.

’Droid Lab: Piled onthe floor here are
four fresh corpses—three human and
one Twillek. One of the humans is a
female, and she had been horribly dis-
membered. An Easy: Medicine task re-
veals that the corpses have been dead
for roughly six to 10 hours. Scattered
around the lab are the old, skeletal re-
mains of 12 other humans. Along one
wall are four 'droid berthing stations
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cal to the truck described in Approach,
above) has suffered cosmeticdamage only
and is operational.

There is aclear spot close to the door
large enough for a ground truck. A path
has also been cleared from the clear
spot to the garage door in the inside far
wall. The fardooris locked. Anindicator
light shows that the compartment on
the other side is pressurized. A Moder-
ate: Security task will bypass the auto-
matic lock, but opening the door will
result in rapid decompression of the
pressurized compartment.

Hangar:Whilethe hangarisintendedfor
fighters and shuttles, a light freighter could
berth inthis bay. Located here are two Z-95
fighters and one hyperspace shuttie. The
fighters show extensive laser cannon dam-
agetothe hulls, andthe cockpits have been
destroyedwithexplosives. Explosives have
alsobeenusedonthe shuttle to destroy the
drive section and the cockpit. Allow each
PC a Moderate: Technology task to identify
the shuttle as a model used by Republic
military forces during the time of the Clone
Wars.

Scattered on the deck around the
shuttle are the skeletal remains of six
soldiers.

Lab Computer Room: The computer
system is still operational. A perusal of
its databanks reveals the plan of what
was then the Army Weapons Research
Dept. to develop the KLR series of
combat 'droid, designed to have the
highest survivability of any combat 'droid
then in use. Extensive records show
video recordings of battles between
KLR-B1 and older 'droids, followed by
analyses of KLR-B1's tactics and strat-
egies. The last entry entered is as fol-
lows:

“It is possible that the whole KLR
software programming may have to
scrapped. The combat software pro-
grams we designed to make the KLRs
the most cunning and efficient 'droids
on the battlefield are flawed. KLR-B1 is
proving unmanageable. He is some-
how bypassing his programming limita-
tions and circumventing system-ma-
nipulation failsafes. He has injured two
technicians and killed a third. Units B2
through B4 have already been deacti-
vated after only receiving initial system
trials. Only B1 remains to be shutdown,
afterwhichwe will attemptto correctthe
software glitches. Were we to leave
these 'droids active, it is very possible
we'd end up with mechanical psycho-
paths on our hands.”

Med Suite: When the rebels open
this door, they are assaulted by the
stench of bumnt flesh. Strapped into a
surgical couchis anaked human male—
still alive, for the time being. The flesh
has been burned off his foot to the
ankle, leaving only charred, blackened
bone. Blistering burns cover other por-
tions of his body. Lying on a counter is
portable plasma torch. The human is
unconscious and not likely to live long
without medical attention. Fortunately,
medical stocks are full, including 32
med-packs. (Theses packs are de-
cades-old, the medicines and diagnos-
tics not up-to-date. If a character uses
one of these packs, increase the Medi-
cine task difficulty by two. An Easy:
Medicine task reveals that these packs
are less effective).

After being treated, the human be-
comes conscious (though his condition
is stillincapacitated—he could very well
die tomorrow). He tells the rebels that
he is Gillon, a crewmemberon the Maid



of Sentiile. Gillon describes how the
Maid barely avoided a crash, then sat
down to investigate the base. “l was
one of four men sent in first for a recon.
We found the old ’droids in the ware-
house, but the three in the lab were the
valuable ones. The rest of the crew
came in to get them while we four
continued our recon. When we got to
the common area, we were attacked by
one of those big 'droids. It—it sh-shred-
ded my buddies—just tore them apart!”

(Unknown to Gillon, the KLR "droid—
nicknamed “Killer"—returned to the
warehouse just as the crew finished
loadingthe other KLR 'droids. The 'droid
managed to drop four, but the rest es-
caped in the truck. They aren't likely to
return. Killer then dragged the four ca-
sualties to the lab, where he finished off
the woman, who was only wounded.)

Primary Air Lock: The outer door is
intact and unlocked. Surveillance cam-
erascoverthe doorfrommultiple angles,
but all were destroyed by flying debris.
Passing through the air lock, the rebels
find a ready room. The room is a mess.
Dozens of vacuum suits litter the floor,
allgashed and torn. All electronic equip-
ment that was stowed here has been
smashed.

Upper Air Lock: A red panel light
next to ladder leading up to a ceiling
bulkhead doorindicates that there is no
pressure on the other side of the door.
The door has automatically locked be-
cause of the pressure difference. (A40-
meter passage leads to an airlock atop
the cliff, which was destroyed in the
bombardment.)

Vehicle Access: Lying next to the
small personnel door are the skeletal
remains of three humans. The portions
of their dried skins that didn't rot still
cling to their brown, stained bones. An
Easy:Medicine task reveals the causes
of death—bone charring on two indi-
cates blaster fire, and nicks along the
rib surfaces of the third indicate a blade
weapon. A Moderate: Knowledge task
reveals the uniform remnants to be of
the style worn by the Army of the Re-
public during the Clone Wars.

Warehouse: Stored here are dried
consumables—enoughto last 70 people
six months. Also stocked here is a good
supply of of starship parts (for older
vessels, thoughthey can be jury-rigged
and modified for use in up-to-date sys-
tems).

There are 23 undamaged but oblivi-
ously deactivated combat 'droids lined
up in a neat row. Allow each PC a
Moderate: Technology task to identify
the 'droids as models that were old
even at the time of the Clone Wars.

Several stacks of bins contain dis-
mantled combat 'droids. Some bins
contain undamaged, though obviously
used, 'droid components, while others
contain body chassis and components
that have been destroyed by blaster
fire.

Parked in front of the door leading to
the garage is a wheeled forklift truck,
operational.

ENCOUNTERING
“KILLER”

Thefirst encounterwillbe anambush
in the warehouse or in the common
area, dependingonwhichway the rebels
go first. If the characters have not al-
ready encountered Gillon or any fresh
corpses, then Killer has automatic sur-
prise, allowing him two free haste ac-
tions without lowering his die codes. If
the rebels are in the warehouse, Killer
will strike from behind a stack of crates.
In the common area, he will strike by
smashing through a wall from a bunk
room.

Killer is extremely fast, moving at the
speed of a sprinting human. He will
strike quickly and ruthlessly, using haste,
using all three weapons in a single
round when he can, and firing his re-
peating blaster multiple times each
round.

In the first encounter, Killer will move
rapidly through the rebels, engaging
them for no more than three of four
rounds, then exit the room through the
door the rebels entered through. If the
PCs attempt to leave the base, Killer
will disengage doors from panel con-
trols and wedge themshut, drivingthem
deeper into the base. Killer will use the
same hit-and-run tactics in all encoun-
ters, with about an hour between at-
tacks.

GETTING OFF
THIS ROCK
Theplayers are likelytousethe Force,
explosives and ambush (after knocking
out cameras) to eventually get the best
of the "droid. Or they can jury-rig some-
thingfrom Cracken’'s Rebel Field Guide.
With Killer destroyed, the rebels can

finish their search of the base. There
are plenty of parts stocks to repair ei-
ther their old vessel or a new one they
have laid claimto. Andthe consumables,
weapons, fabrication equipment and
23 'droids are valuable salvage. The
base itself could be of great value, as it
is obviously unknownto the Empire and
won't cross another star lane for two
years.

KLR-B1 “KILLER”

Developed during the later stages of
the Clone Wars, the KLR series combat
‘droidwas designed to employ the most
sophisticated 'droid tactical program-
ming and have the highest survivability
of any combat 'droid of its time. Unfor-
tunately, the KLR-B prototypes were
flawed. Following a raid onthe Tembora
Research Station, KLR-B1 went rogue
and murdered all base personnel.

Since the time of the Clone Wars,
small starships have periodically landed
or crashed on Tembora as the rogue
moon crossed interstellar space lanes.
Surviving crewmembers who crashed
close enough to make it to the base
served as Killer's only source of enter-
tainment.

At first, he simply murdered them.
But he quickly learned that toying with
them and drawing out their deaths was
much more satisfying.

Killer was created using the 'droid
creation rules fromthe Star Wars Rules
Companion. Because of his role as a
primary NPC, he was created using the
building dice allowed a PC character
'droid. His improved skills reflect the
value of 93 skill points earned in his
technical tryouts and in previous en-
counterovera period of decades aboard
the station.

DEX 3D Blaster 7D Melee 5D
KNO 1D

MEC 1D

PER 3D Hide/Sneak 4D

STR 5D (+5D additional armor)
TEC 1D Security 3D

Equipment: Locomotion (two legs),
photoreceptors, radar, macrobinoculars
(internal), comlink, audio membranes,
heavy graspingarm, vibroblade, blaster
carbine and repeating blaster. (The
grasping arm, vibroblade, and blaster
carbine are all in one arm. The repeat-
ing blaster is the other arm). Q
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pace Gods, West End Games’ Torg sourcebook, offers
a tantalizing glimpse of alien worlds and technology.
Unfortunately, only so much can fit into a 128-page
book. Following is a set of new Biotech equipment and
Akashan Creatures with which to expand the realm of
Space Gods.

Biotech
Equipment

Frask: This organism resembles a tiny, clear contact lens. A
Frask dies when it detects a Thought Scan power directed at its
host. The death triggers a chemical change, causing it to become
slightly cloudy and thus alerting the host. Instead of a Good result
the psionic attacker must obtain a Superior success to prevent
triggering a Frask.

The nature of Lorbaat eyes prevent them from benefiting from
Frasks.

Hozil: Hozils resemble microscopic earthworms. A Hozil enters
through the nose or throat, and attaches itself to the lungs, where
its waste is absorbed by the host. After one day, the absorption
enhances a character’s confidence, bestowing +1 to all Persuasion
and Charm attempts. Successful use of Charisma Control does not
affect this organism, but an Ego Strike stuns the Hozil, rendering it
7| inert for 24 hours.

| Kinhin: These organisms are extremely frail membranes which
increase a character’s hearing. When dropped into the ear canal,
they act as a pre-amplifier, offering a +3 bonus to all hearing-based
Find attempts.

Needling: The gray, millimeter-long Needling burrows under the
i skin at the back of the neck. Its natural secretions act as a limited
¥ emotion damper. The difficulty of Intimidation, Taunt or Interroga-
tion attempts against the character are increased by +3. The
Needling has no other effect, and it survives for 24 hours once
placed in a host (even if the creature is removed later).

Nybok: This organism dampens psionic use. Resembling a
leach, the half-millimeter-long creature attaches itself to the base of
the skulland promptly falls asleep. Forthe duration of the organism’s
presence, any attempted Psionic Manipulation skill used by the
character, or directed at the character by another, is subjectto a +3
difficulty.

Nyboks only function in characters who possess psionic powers,
as they feed off the character’s Psionic Manipulation ability.
Penital: This organism works to dampen sound. Penitals virtu-
ally assure that a character will not suffer auditory distractions,
permitting intense concentration in a noisy environment. Penitals
lower a character's Perception (and related skills) by —3 versus
noise, but if the noise is loud enough, the character might feel a
slight vibration. The Penital crawls into the ear canal and inflates,
wedging itself in the canal just ahead of the eardrum. Penitals are
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mated for life. If one Penital dies, the other follows almost instantly.
Tronack: This organism operates through the base of the spine,
providing the character with an automatic active defense for Intimi-
dation, Test of Wills or Interrogation attacks against the character.
The character can perform a normal action in the same round he
rolls for an active defense against any of these three attacks, in
effect providing a specialized flurry. This does not affect additional
flurries, such as those proscribed by the encounter line of a Drama
Card. The Tronack can survive three such uses before it dies.

Akashan
Creatures

The transformations which accompanied the Akashan'’s return
resurrected many extinct South American species. Animals not
seen for hundreds of years (and some never seen by humans) now
roam freely across the continent and swim in neighboring oceans.

For example, Orestias Cuvieri were the native fish of Lake
Titicaca which were wiped out by the deliberate introduction of
Great Lakes trout. With the coming of the Akashans, all existing
trout have transformed into Orestias. Unlike the original flatheaded
fish which grew to 30 centimeters, these new fish are much larger,
reaching lengths of up to a meter. They are thus proving to be an
abundant food source.

Not all animals now seen among the Andes are native to Core
Earth, however.

GYLPTODONT

Remains of Gylptodonts have previously been found by arche-
ologists, and now the huge Mohani-bred armadillos are once again
roaming the tropical forests of Brazil. With a body shell reaching a
height of over one meter and a length of two meters, these
lumbering behemoths are taxing the natural food supply in order to
keep their stomachs full. i

Gylptodonts are as nasty as the famed wild boar, and they
alternate physical attacks with a Spirit vs. Spirit attack. The creature
uses its hate-filled disposition as a weapon against an opponent’s
Faith or Spirit.

The results are read as stun damage. This is a deliberate act, but
it is not directed by intelligence, as the spiritual assault is always
focused on the current attacker.

Gylptodonts continue to fight after they are effectively dead,
ignoring any damage until they suffer seven wounds or until the
combat ends.

If a Gylptodont survives an attack, only after the scene endsdoes
wound damage take normal effect. Thus, atthe end of an encounter
in which it suffered four wounds, the Gylptodont finally dies.

DEXTERITY 10

Unarmed Combat 20

Swimming 12

STRENGTH 15

TOUGHNESS 19

PERCEPTION 8

Tracking 10

Trick (12)

MIND 3

Test (12)

Survival 6

Willpower 8

CHARISMA 1

SPIRIT 14

Intimidation (14)

Spiritual Attack 21

Possibility Potential: None

Natural Tools: Claws, damage value STR +2/17

TOXODON

The re-awakened Toxodon, or giant rhinoceros, has swiftly
established itself along the stretches of land near the base of the
Andes. Toxodons are generally aggressive herbivores who hunt by
means of hearing and smell.

These large creatures have poor eyesight, which explains their
tendency to charge with an attemptto impale and trample any living
things smaller than themselves.

DEXTERITY 12

Dodge 16

Unarmed Combat 16

STRENGTH 18

TOUGHNESS 16

PERCEPTION 12

Tracking 15

MIND 4

Survival 12

CHARISMA 2

SPIRIT 4

Intimidation 18

Possibility Potential: None

Natural Tools: Horn, damage value STR+3/21; trample, dam-
age value STR+4/22

DONKEY

The donkey eats just about anything and requires little water—
a perfect "pack horse” for the mysterious continent. Smarter than a
horse, a donkey does not follow commands it considers stupid or
foolhardy, which is the basis for it being labeled as stubborn.
Donkeys are suitable as riding animals (they average about 20
kilometers a day, assuming 10 hours of riding) and attack only in
self-defense. Donkeys can carry a measure of weight equal to their
Strength.

DEXTERITY 10

Dodge 12

Running 13

STRENGTH 12

Climbing 12

TOUGHNESS 10

PERCEPTION 8

MIND 5

CHARISMA 2

SPIRIT 4

Possibility Potential: None

Natural Tools: Bite, damage value STR+3/15; hoof, damage
value STR+4/16

Genetic |
Clues

A Lorbaat warrior, out looking for trouble, discovered a
chinchilla and used her Psychic Assault power againstit. The
power seemed to have no effect. Further experimentation
convinced her that these small South American rodents
(although tasty) were immune to psionic attack.

Some scientists have suggested that the volcanic dust
with which the animal daily bathes provides protection,
because it is also immune to all known Core Earth diseases.
This innocuous creature may hold the clue to destroymg the
Comaghaz plague. v

The Cyberpapacy and Nappon Tech are current!y werklng
to determine the validity of these clalms as well as the
source of this immumty Q. - .
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Low Desert Kill

Vehicles:

3 Kelson Support Vehicles: Piloting 5,
Gunnery 4

2 Thors: Piloting 5, Gunnery 3

3 Warrior H-7 Attack Helicopters: Piloting

By Michael C. LaBossiere

5, Gunnery 4
Infantry: Three platoons of rifle-armed

Kenseng 4 is an excellent example of what mankind can do to a world. Centuries
of war and misuse have turned vast areas into desolate wastelands. But even
though Kenseng 4 is no longer a nice place, it still attracts visitors. Of course,
Kenseng 4's 'Mech factories generally attract the kind of visitors we can do without.

umerous Clan raiding forces were sent to attack Inner
Sphere 'Mech factories during the course of the Clan-
Inner Sphere Conflict. Onetargeted 'Mech factory was
one of Kerek Arms’ production facilities, located in an
area known as the Low Desert. This region was
desolated by centuries of warfare and environmental abuse, creat-
ing atreacherous field of battle on which the brand new Kerek Arms
'Mechs were to get their first taste of battle.

GAME SETUP

Turn over the CityTech and Battle Tech maps so the white hex
sides are showing. Lay each map side by side (like a normal setup,
only upside down). The maps are designated as Map 1, 2,3 and 4
(respectively), numbered from left to right.

Rubble counters should be distributed on each map, with the
number of rubble counters increasing on each map (Map 1 has the
least, Map 4 the most). If desired, elevation markers can be used to
create sand dunes (construction paper works nicely).

On Map 4, three hardened and two heavy buildings should be set
up near the center of the map, within two hexes of one another. The
hardened buildings are the production facilities, and the heavy
buildings contain the offices and living quarters.

ATTACKER

A Clan raiding force is the attacker.

Command Star:

1 Man O’ War: Piloting 3, Gunnery 2

1 Mad Cat: Piloting 3, Gunnery 3

1 Ryoken: Piloting 4, Gunnery 3

2 Black Hawks: Piloting 4, Gunnery 4

Fire Star:

1 Loki: Piloting 4, Gunnery 3

4 Vultures: Piloting 4, Gunnery 3

Recon Star:

5 Koshi: Piloting 4, Gunnery 4

Setup: The attacker sets up on Map 1. All units must be within 10
hexes of the left side of the map.

DEFENDER

The defending forces are composed of Kurita Regular Army units
and workers from the 'Mech factories.

Command Lance:

1 Marauder: Piloting 4, Gunnery 3

1 Thunderbolt: Piloting 4, Gunnery 4

2 Grand Dragons: Piloting 5, Gunnery 4

Fire Lance:

1 Archer: Piloting 5, Gunnery 3

1 Catapult: Piloting 5, Gunnery 3

2 Trebuchets; Piloting 5, Gunnery 4

Tri-YJ Unit:

3 Yellow Jackets: Piloting 5, Gunnery 4

Tri-M Unit:

3 Mosquitos: Piloting 5, Gunnery 4
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foot infantry.

Installations: Each building has a turret
with 40 points of armor. Each turret is armed
with an AG/5 with 20 shots.

Setup: The infantry units are set up on
Map 4. The rest of the defending units may
be set up anywhere on Map 3 or Map 4.

SPECIAL RULES

The Low Desert is a region of very odd terrain. The sand has become
saturated with industrial chemicals, and the various reactions have
created a material that is slippery and unstable. The shifting of the sands
inthe wind also generates a charge in the particles (due to the presence
of chemicals, alloys and other materials) that is discharged when
something metal (like a 'Mech) contacts the sand. In game terms, all
ground vehicles receive a +1 madifier on their Piloting rolls and lose 1
movement point when in clear terrain due to the sand.

VICTORY
CONDITIONS
The attacker wins by destroying the three hardened buildings (the
'Mech factory facilities), and the defender wins by preventing the
attacker from fuffilling the victory conditions.

YJ-5K “YELLOW JACKET”

Produced by Kerek Arms, the Yellow Jacket incorporates highly
advanced technology into its design. Its XL engine provides it with
a high ground speed at a low cost in weight ,and its endo-steel
internal structure also saves weight. Tactical doctrine calls for Yellow
Jackets to operate in groups of three (a “Tri-J"), and they are often
supported by Mosquitos (which also operate in triads).

Capabilities: The Yellow Jacket's high speed and laser armament
enable it to perform its role as a recon/deep raider 'Mech admirably. The
high speed enables it to penetrate deeply into enemy territory, and its
laser armament gives it the combat endurance raiders require.

Variants: This new 'Mech has no mass-produced variants. There
were several prototype models with varying armaments (one was
armed with two medium pulse lasers and a large laser), and a
prototype might turn up on the battlefield.

Mass: 25 tons

Chassis: Endo Steel

Power Plant: 200 XL

Jump Jets: None

Armor: Deftech 7

Armament:

8 Defiance B3M medium lasers

Manufacturer: Kerek Arms

Communication: TrueTalk 4

Targeting and Tracking: SureKill 5

Type: YJ-5K “Yellow Jacket”

Tons

Tonnage: 25 25
Internal Structure: 1.25
Engine: 200 XL 4.25

Walking MPs: 8

Running MPs: 12
Heat Sinks: 0

10 [20] Double Heat Sinks
Armor Factor: 88 55



Internal Structure Armor
Head 3 8
Center Torso 8 12/4
R/L Torso 6 8/4
R/L Arm 4 8
R/L Leg 6 12
Weapons and Ammo:  Loc Critical Tons
Med. laser CT 1 1
Med laser CT 1 1
Med laser RT 1 1
Med laser LT 1 1
Med laser RA 1 1
Med laser RA 1 1
Med laser LA 1 1
Med laser LA 1 1
Heat sink (double) RT 3 1

MS-5Q “MOSQUITO”

Produced by Kerek Arms, the Mosquito incorporates highly advanced
technology into its design. lts XL engine provides it with a high ground
speed at a low cost in weight, and its endo-steel internal structure also
saves weight. Tactical doctrine calls for Mosquitoes to operate in groups
of three (a “Tri-M”). Mosquitos are often used to support Yellow Jackets.

Capabilities: The Mosquito was designed to provide long-range
support for its smaller cousin, the Yellow Jacket. The unit’s four LRM-5s
enable it to perform this job admirably, and its high speed and laser
armament enable it to engage effectively in close combat.

Variants: This new 'Mech has no mass-produced variants.

Mass: 35 tons

Chassis: Endo Steel

Power Plant: 245 XL

Jump Jets: None

Armor: Deftech 7

Armament:

4 Defiance B3M medium lasers

4 Long Arrow LRM-5s

Manufacturer: Kerek Arms

Communication: TrueTalk 4

Targeting and Tracking: SureKill 6

Type: MS-Q5 “Mosquito”

Tons

Tonnage: 35 35
Internal Structure: 175
Engine: 245 XL 6

Walking MPs:7

Running MPs: 11
Heat Sinks: 0

10
Armor Factor: 112 7

Internal Structure Armor
Head 3 8
Center Torso 11 16/6
R/L Torso 8 12/4
R/L Arm 6 1
R/L Leg 8 14
Weapons and Ammo:  Loc Critical Tons
Med laser RA 1 1
Med laser RA 1 1
Med laser LA 1 1
Med laser LA 1 1
LRM 5 RT 1 2
LRM 5 RT 1 2
LRM 5 LT 1 2
LRM 5 LT 1 2
LRM ammo (48) CT 2 2
LRM ammo (12) RT 1 0.5

KELSON SUPPORT VEHICLE

Designed as a support vehicle by Kerek Arms, the Kelson is
designed to play two types of support roles for Mosquito and Yellow
Jacket 'Mechs.

Inits first role, the Kelson serves as afire support vehicle. Its large
laser and two LRM 5s provides it with the required long-range
firepower.

In its second role, the Kelson serves as a supply carrier. It can
carry up to four tons in its internal cargo bay and far more in special
containers that can be connected to the hull. Kelsons typically carry
two tons of LRM 5 ammo and two tons of sensitive repair equipment
in the internal bay, and carry less delicate items on their outer hulls.

A typical unit of Yellow Jackets, Mosquitos and Kelsons will be
composed of three Yellow Jackets, three Mosquitos and three
Kelsons.

Capabilities: The Kelson's high-sfficiency fusion energy gives it
the power it needs to keep up with its '"Mech partners and the ability
to carry substantial amounts of cargo without becoming too slow. lts
missile and laser armament enables it to engage light 'Mechs and
vehicles with a reasonable chance of victory.

Type: Kelson Support Vehicle

Mass: 35 tons

Chassis: Standard

Movement Type: Hover

Power Plant: Fusion

Manufacturer: Kerek Arms

Communication: TrueTalk 4

Gunnery System: SureKill 4

Tons
Type: Kelson
Movement Type: Hover
Tonnage: 35 35
Cruise Speed: 8
Flank Speed: 12
Engine: Fusion 5.25
Control: 1.5
Heat Sinks: 10
Internal Structure: 3.5
Turret: 0.7
Armor: 96 6
Location Points
Front: 26
L/R side: 20
Back: 10
Turret: 20
Weapons and Ammo:  Facing Tons
LRM 5 Front 2
LRM 5 Front 2
Large laser Turret 5
Small laser Turret 0.5
Small laser Turret 0.5
LRM ammo (36) Body 1.5
Cargo Body 4 Q
Submissions Wanted

Challengeis now seekingarticle submissions
from new authors. We will consider articles on
any science-fiction roleplaying game by any
publisher.

Send in an SASE for our free submission
guidelines and schedule of special issues.
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CHALLENGE

Star Wars Death Star Technical Companion
review by Craig Sheeley. Star Fist review by
David L. Pulver.

Star Wars Death Star
Technical Companion

West End Games.

$15.00.

Designer: Bill Slavicsek.

96-page sourcebook.

With this sourcebook, West End Games has
decided to tackle the largest “dungeon” in
gaming history. | was impressed (and skepti-
cal) when Iron Crown tackled the Mines of
Moria. The Death Star puts that project to
shame.

The author does a good job of covering the
enormous station, splitting up the sourcebook
into sections covering the history of the station,
construction, technical stats and interior. He
rather cleverly accomplished the difficult task
of detailing its surface andfloor plans by estab-
lishing that “the Empire is a master of modular
technology design.” “While we may only detail
a small section of the massive Death Star
within these pages,” he asserts, “areas with
similar functions will be very similar in design.
In other words, one hangar bay looks like any
other hangar bay aboard the battle station.”

Using this system, the book details “city
sprawls,” modular sections of the Death Star's
surface that handle shield generation, fire
power, vehicle bays, etc. Other specialty sec-
tions are covered security sections, command
centers, engineering holds, TIE fighter bays,
“superlaser” (planet-smasher beam) fire con-
trol centers, even the Emperor's throne room!
As usual, very technical maps are provided for
each section—after all, the information would
hardly be useful without maps.

Further chapters detail the not-so-small army
of troops and armada of ships carried aboard
the battle station, complete with troop vehicle
and ship stats, and NPC stats for several
featured NPCs. There is even a chapter on the
Alliance's evaluation of the Death Star's past
performance and what allowed the Alliance to
destroy the first one (the background in The
Star Wars Role Playing Game is supposed to
be set between Star Wars and Return of the
Jedi, roughly right after The Empire Strikes
Back).

JUSTIFICATION

The author even covers the most important
question and most severe criticism of the whole
concept of a book detailing the Death Star: Hey,
didn't Luke Skywalker give it a terminal case of
proton indigestion? After all, the whole mashuga
went BOOM at the end of Star Wars. And the
second one was fragged before it was completed
in Return of the Jedi, So why have a book on
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something that no longer exists?

Ah. Maybe the Empire has scaled down the
Death Star to something that doesn't take quite
so long to build. After all, the Torpedo Spheres
are roughly based on a small-scale Death Star
design. Throw a miniature Death Star at the
player characters and see how they fare!

Or just keep the book around as a curiosity.
It's still useful—remember, the Empire is the
past master of modular technology. The Death
Star's components were constructed from de-
signs already used by the Empire—I| was struck
with-the similarity between the layouts in the
Death Star and those in the Imperial planetary
fortress detailed in the Star Wars Sourcebook.
If you need adetention level on planet Boola 4,
just take out this book and flip to page 68.
There's your detention block, laid out in a full-
page map. Need a medical bay? A turbolift
nexus? A hangar bay? Turbolaser tower? All
those and more are in this book. In that regard,
the book is a very handy reference source for
maps and installations of all kinds. Of course,
itincludes the usual Lucasfilm illustrations and
art, although there is some very nice new
artwork as well.

FLAWS

Of course, it's not perfect. There are some
minor flaws, the most important being a com-
plete lack of any quick information system—
there is neither table of contents nor index! |
find this unprofessional as well as irritating—
you have to thumb through every page to find
what you're looking for. Personally, | wouldn't
have minded one less picture if | could have a
table of contents.

The other minor flaws were mostly subjec-
tive. | thought the dimensions for the Death
Star were too small, preferring the round num-
ber of 160 km (100 miles) to the stated girth of
120 km. But, | haven't gotten out Return of the
Jedi, a set of calipers and a calculator to
calculate the exact figure (by comparing the
Death Star's curvature to the length of the
Executor when the command ship crashes),
so 120 km sounds as good as 160 km.

| hate the designation “superlaser” being
applied to the main weapon. Whatitdoes is far
beyond the purview of laser weapons and is
thoroughly in the range of antimatter weapons,
but that doesn't matter.

| still loathe the inefficient, senseless, mul-
tiple-branch military system set up by the ex-
SP| author of the Imperial Sourcebook and
used as a base for the forces occupying the
Death Star, but at least this book glosses over
the subject, spending a minimum of time on it.

The sourcebook has the identities of Admi-
ral Motti and General Tagge mixed. Tagge was
the one who was riding Lord Vader and got
such a pinch. Admiral Motti was never even
identified—the gent on the other side of the
rebel who was protesting about rebel capabili-

ties was addressed as “commander” andnever
named.

EVALUATION

These were the things that struck me wrong
about this book—trivialities. Aside from the
lack of any index or table of contents, the
book's very good. | recommend it to Star Wars
fans andreferees, as well as people interested
in a fairly good treatise on the “ultimate power
in the universe."

Star Fist

Steve Jackson Games.

Price: $19.95

Designer: Steve Jackson

Two-player game of tactical combat. In-
termediate complexity.

It's April 17,2153. The outnumbered miners
of the asteroid belt are losing the revolt against
Mother Earth. In desperation, they create Star
Fist, a mobile asteroid-fortress, and launch it
at the Terran Spaceyards in Earth/Moon orbit
in a bold punch that the belters hope will
cripple Earth's industrial supremacy and give
them alastchance to win the war. Protected by
ionic shields and drone defense globes, bris-
tling with particle beam turrets and missiles,
and boasting two secret weapons, the Star
Fist is hoped to be unstoppable. It's up to the
battleships, cruisers, destroyers and fighters
of the Terran Space Force to prove them
wrong.

Star Fistcomes with two scenarios, center-
ing on separate attacks by the space forces as
they attempt to cripple the Star Fist. It takes
about three hours to play a single scenario.
Each turn represents an hour. The hex scale is
unfortunately unspecified, while every counter
represents a single spacecraft or missile. The
map is laminated so ship and missile vector
arrows can be drawn on it using the crayon
provided.

MOVEMENT SYSTEM

The highlight of the game is its movement
system. This is a two-dimensional vector sys-
tem, realistically simulating Newtonian laws of
motion. The vector movement system forces
both players to think about their attacks three
or four turns in advance, since once a ship has
accelerated up to speed and is moving in a
given direction, it takes just as long to reverse
course as it did to speed up. As a result, you
feel that you are commanding spacecraft, not
airplanes or battleships.

The Star Fist itself doesn't move—it's an
immobile pointaround which the Terran squad-
ron and the fist's own missiles and interceptors
maneuver. This givesthe game a very different
feel from Steve Jackson's earlier “unbeatable
machine"game, Ogre, as well as adding some
“terrain” to a space map.



As the rules book acknowledges, the sys-
tem is based on GDW's classic Triplanetary
(a version of which was also used in the
original Traveller game). But Star Fist adds a
few extra wrinkles to this hallowed system,
especially some very cunning game mechan-
ics to keep ships from drifting off the map or to
return them back into play if that does happen,
plus a clever rationale to discourage exces-
sive speed.

COMBAT

While maneuvering around the map is fun,
the Terran player's real goal is to destroy the
Star Fist's weapon system, with victory based
on how many systems are destroyed relative
to the casualties suffered. The fist's many
weapons, sensors, missile bays and shield
generators are displayed on asix-by-six grid of
installations. When the Terran player inflicts
damage, he rolls 2D6 to determine which grid
square was hit. A nice touch is that the grid is
on a laminated card—when an installation is
hit and destroyed, the Star Fist player simply
crosses it out with the crayon provided.

Actually getting a hit is tricky. Terran ships
have one or two light or heavy particle beams.
The closer the range, the higher the hitchance
and the better the chance of scoring a “close”
or “precise” hit, which gives the Terran player
a choice of which installation to damage.

But Star Fist is not an easy target. Before
the fist can be hit, its outer force screens must
be battered down, and these screens can
regenerate every turn! The Terrans will want to
try for a “precise” hit by firing from point-blank
range, but this requires penetrating a three-
tiered globe of missile satellites. And the closer
the Terran ships come to the fist, the easier it
is for the fist's missiles and particle beam
turrets to him them.

Toward the middle of the game, with the
Terran fleet closing for the kill, Star Fist's
weapons are blasting Terran ships out of space
every turn. While the Terran player is limited to
particle beams (and in some scenarios, mis-
siles) the rebel player gets beams, missiles
and two special weapons—the warper andthe
nova gun.

The nova gun is especially deadly, firing
balls of plasma that move across the map
each turn, annihilating any ship in their path
and damaging anything that comes too close.
The nova balls don't maneuver, but they are
excellent weapons for breaking up Terran for-
mations and disrupting the best-laid attack
plans, as | learned at my cost in my first game.

The warper is a tractor-beam that can pull
one ship or stack of ships in any direction,
altering its vector. Thisis nastierthan it sounds,
since a skillful rebel player can use the warper
to pull a ship into the Star Fist defense globe or
anova, or worse, can alter the courseof anova
bolt to plow through several Terran vessels at
once!

Whilethese special weapons are fearsome,
the rebel player can't use everything at once.
Each turn, Star Fist must carefully allocate
energy between six different shields, thewarper

and nova gun. The rebel player seems to have
plenty of energy at the start of the game, but
soon has to make nail-biting compromises,
especially if the Terran player attacks simulta-
neously from several directions.

In addition to attacking Star Fist itself, ship-
to-ship combat can take place between the
rebel interceptors and missiles and the Terran
vessels. With as many as 30 spacecraft on the
map at any one time, don't look for the detalil of
Renegade Legionor Car Wars. Nevertheless,
combat is surprisingly tactical in flavor, far
more so than the original Triplanetary or than
Ogre. For instance, Terran ships aren't (usu-
ally) destroyed by a single hit—a hit can do
temporary or permanent damage to either
drive or one of the ship's weapons, with dam-
age tracked on laminated erasable record
sheets. There is quite a lot of chrome—ules
for ramming (both other ships and the Star
Fist, and a crippled ship can still inflict dam-
age!), the Star Fist's requirement to drop a
single shield before launching fighters and
missiles, Terran in-flight repairs, and last-
chance point-defense against missiles. Every
Terran shipis named, so you know that you are
sending the cruiser Asmodeusto its death, or
that the battleship Canopus just rammed the
main shield generator complex. Fun!

FLAWS

Inthefirstfew turns, the needto draw vector
lines for as many as 30 units is very awkward
and slows the game to a crawl for the Terran
player. Perhaps fewer (more powerful) Terran
ships would have been a better choice. The
rules suggest using stacking to ease conges-
tion, but even in the first two turns this is virtual
suicide in the face of a nova gun or missile
attack. Fortunately, the game s bloody enough
that after five or six turns the number of units
become manageable!

There are also a few minor rules ambigu-
ities. The rules for rebel victory points have the
rebel gaining points for each of Star Fist's

installations that survive—so far so good, but
the paragraph of the Rebel Victory Points
section has damage to Star Fist's hardened
installations being addedto rebel victory points!
This appears to be a typo—damage should be
subtracted from the rebel victory points!

Another minor problem is that the rules for
Star Fist's interceptors refer the reader to the
Terran movement rules, but these contain
special cases for ship movement on the first
and second turn of the game, enablingthemto
start with higher-than-normal vectors. It is un-
clear whether or not these apply to rebel
interceptors later launched from Star Fist (as
opposed to those starting the map). The way
we played it, these special cases did not apply,
so interceptors launched from the fist began
with a vector of 0 and could maneuver imme-
diately. (Before writing this review, | contacted
Steve Jackson Games, who confirmed that
this was the correct interpretation.)

Last, while it's nice that a marker was in-
cluded to draw vector lines, the pale yellow
crayon provided is hard to see in poor light
even on the black map sheet and is almost
impossibletoread whenusedto mark damage
on the record sheets. And mine broke in half
midway through our first game. | recommend
using a black or red grease pencil instead.

EVALUATION

None of these problems seriously hurt the
game. Star Fist is enjoyable and offers a feast
oftactical options, giving it considerable replay
value. The nature of the movement system
rewards advance planning and gives a real
feel for space combat fleet tactics, and | found
myself wanting to play it several times to try out
very different strategies.

With its atmospheric detalil, tactical feel,
quality game components and wealth of excit-
ing “chrome,” | recommend Star Fist to any-
one who enjoys science-fiction wargames. It's
one of the best tactical space combat games
I've seen—and certainly the most realistic. Q
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CHALLENGE

Cha]lengé Classifieds, Managing Editor, Box 1646, Bloomington, IL 61702-1646

Classified Ads

Challenge accepts allgaming-
related classified ads, subject to
the amount of space available and
good taste. Challenge does re-
serve the right to refuse any ad.

Challenge will notbe heldliable
for errors occurring in advertise-
ments. If you find an error in your
ad, please send a corrected ver-
sion to Challenge.

Classified ads are free, and run
for at least one issue, longer as
space permits. Any reasonable
length is accepted, butall ads are.
subject to editing. Please type
ads.

Display Ads
Write to receive our rate card.

PLAYERS WANTED

NEED PLAYERS of Dark Con-
spiracy, Cyberpunk orany Palla-
dium game (Riftsis okay but hard
to run). Have experienced GM.
Write to Nick Christenson, 2191
Spinning Sheel, Cincinnati, OH
45244. (61)

CAR-PGalnc., a nonprofit organi-
zation, is looking for dedicated
gamers who want to advance the
hobby through positive public
awareness and defense from cen-
sorship. To join or to receive free
informative literature, write to
CAR-PGa, 111 E. 5th., Bonham,
TX 75418. Please enclose 52¢
postage. (61)

PLAYERS WANTED for a Living
Steel play-by-mail game. Swords
and Alpha team members are
needed to secure a base of power
on the planet Rhand. Forinforma-
tion, please send a SASE to David
Peters, 5422 Pine Glen Road, La
Crescenta, CA 91214. (60)

GAMING VIAELECTRONIC BBS
under way and seeking players—
SF game and fantasy game. Will
start more games if GMs volun-
teer. Call SKYLAND BBSin Ashe-
ville, NC at (704) 254-7800 2400-
8-N-1anytime. Log on as yourself
(no handles), explore the BBS,
check out the games running.
Free. (59)

IAMSTARTING a TalislantaPBM.
If you are interested in a unique
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fantasy PBM set after a cataclys-
mic war of magic, contact Matt
Johnson, 625 W. Malvern, Fuller-
ton, CA 92632. (59)

BATTLETECH player looking for
worthy opponentsin the San Fran-
cisco Peninsula area. Interested
parties please write to J. M. Hiatt,
832 N. HumboltSt. #1, San Mateo,
CA 94401-1439. (58)

Please contact Peter Wimmer at
2646 Champlain Ave., Tempe,
AZ 85281. (54)

COMBINED ARMS/COMMAND
DECISIONgroup looking for Uni-
versity of Florida, SFCC and any
others interested in an extended
miniatures campaign. Contact
Harold Medicus, PO Box 936,
Micanopy, FL 32667. (54)

ATTENTION RENEGADE LE-
GIONNAIRES! Playtesters
needed for scenarios in any or all
Renegade Legiongame systems.
This is real playtesting! | will send
scenarios and a questionnaire to
fill out and send back. Criticism
and suggestions are welcome. If
your group is running out of sce-
narios to play, this is perfect for
you. For more information, con-
tact Christopher King, Box MWC-
1847, 1701 College Ave.,
Fredericksburg, VA 22401-4666.
(56)

VAMPIRE HUNTERS, this is the
PBM for you! | am starting a Rifts
Vampires PBM. Contact me for
information and special custom
character sheet. Matthew John-
son, 625 W. Malvern Ave., Fuller-
ton, CA 92632. (56)

STATE COORDINATORS and
local representatives wanted for
the Committee for the Advance-
ment of Role-Playing Games.
Send a SASE to CAR-PGa Inter-
national HQ, Attn: W. A. Flatt,
Chair, 8032 Locust Ave., Miller,
IN 46403. (56)

HISTORY OF THE IMPERIUM
WORKING GROUP (HIWG) is a
Traveller club spanning from Aus-
tralia to Finland, active in Travel-
ler development. Members re-
ceive the bimonthly Tiffany Star
newsletter. Write to Ed Edwards,
1410 E. Boyd, Norman, OK
73071. (54)

WRITER would like to contact
players and designers for history
of the hobby. Older players, sec-
ond-generation gamers and
women are of particular interest.
Write to J. Cambias, 18 George-
town Ct., Durham, NC 27705. (54)

SHADOWRUN PLAYERS want-
edin Tempe/Scottsdale, AZ area.

Air/Raft, etc. For list, send SASE
to Paul Sanders, 612 S. Patton
Ct., Denver, CO 80219. (61)

LARGE COLLECTION of used
games in good condition: SF, Dun-
geons & Dragons, Cyberpunkand
GURPS games, and some out-
of-print TSR products. Contact
Matt Johnson, 625 W. Malvern,
Fullerton, CA 92632. (59)

BATTLETECH 'MechWarrior:
Reports of our death have been
greatly exaggerated! Samos’
Swordsmen, formerly the Feder-
ated-Commonwealth 472nd
RCT, is seeking any new sibko
which is ready for a Trial of Posi-
tion. Those who survive the train-
ing course will be invited to par-
ticipate in our Cerberus Cam-
paign in the Outworlds Alliance.
Are you Star Commander mate-
rial? Seyla! Anyone interested in
along-running, experiencedrole-
playing campaign should contact
Swordsmen RecruitingCom-
mand, ¢/o Khan Gunther Bellows,
Route 2, Box 157, Micanopy, FL
32667. (54)

| AM STARTING a Rifts PBM.
For information and special cus-
tom character sheet, contact Mat-
thew Johnson, 625 W. Malvern
Ave., Fullerton, CA 92632. (54)

STATE COORDINATORS and
local representatives wanted for
the the Committee for the Ad-
vancement of Role-Playing
Games. Please send SASE to
CAR-PGalnternational HQ, Attn:
W. A. Flatt, Chair, 8032 Locust
Ave., Miller, IN 46403. (54)

VINTAGE TRAVELLER ITEMS,
wide magazine selection: Space
Gamer, S&T, F&M. Diverse mint
game collectionmustgo:civilwar,
roleplaying, science fiction,
AD&D, WWII-lII. Priced to sell.
For list, write to Andrew Pierce,
7825 SW 57th Ave., Apt. C, Mi-
ami, FL 33143. (61)

MARTIAN METALS 15mm min-
iatures for Traveller, all in origi-
nal blister packets. K'kree,
Zhodani, Sword Worlds, Darrian,
Citizens, Patrons, Striker Force,

ITEMS FOR TRAVELLER, Star
Wars, Star Trek, Twilight: 2000,
2300 AD. Also a number of non-
RPGs. All in good condition and
at cheap prices. All must go be-
fore my wife burns them. Send
SASE to Fred Kiesche, 123
Rachel Court, Franklin Park, NJ
08823, (57)

TRADE

TRAVELLER information ex-
change. | wish to trade photo-
copies of out-of-print Traveller
books, supplements, adventures,
fanzines, articles, etc. Please
send a list to Larry Davis, H-8
Casa Grande Dr., Liverpool, NY
13090. (61)

GDW'S Rebellion Sourcebook
(MegaTraveller) or ICE's Space-
master modules or sourcebooks.
| will trade for Twilight: 2000 ma-
terial (first and second editions)
or TSR's Top Secret game mate-
rial. Contact Kurt Searfoss, 708c
NE Ball Drive, Lees Summit, MO
64063. (57)

KALISZ TOWN-GUIDE with map
(original in Polish). | will trade for
a fair copy of Black Madonna.
Ame Rassek, Berliner Str. 23,
3005 Hemmingen 1, Germany.
(56)

WANTED

STILL SEEKING Security Leak
and Third Imperium fanzines.
Originals or photocopies. Willing
to pay all copt and postage costs,
or trade for other materials. Con-
tact Richard Artis, 151 G. Meadow
Place, Hope, IN47246-9441. (61)

RAIDERS OF THE LOST ARK
RPG and all adventures. Willing
to pay reasonable price. Contact



Patrick Morgan, 3905 Northern
Lights Drive, Pocatello, ID83201-
5934. (61)

ANY PROFESSIONAL or per-
sonal work, article, background,
etc. dealing with Star Trek's
Vuleans or any similar pacifist/
logical/scientifically advanced
race in any science-fiction RPG
(Transhumans, etc.) Please write
to Jean-Francois Virey, 17 rue
St. Andre, 59800 Lille, France.
(61)

ANY AND ALL FGU Space Op-
era supplements/modules, in-
cluding the following star sector
atlas/sourcebooks: The Galactic
Peoples Republic, The Hiss, The
Sikozant Belt. | will buy or pay for
photocopies. Contact M. Yount,
PO Box 1744, Corbin, KY 40701.
(61)

LASERBURN rules, scenarios,
miniatures. Send any informa-
tion to Paul Sanders, 612 S.
Patton Ct., Denver, CO 80219.
(61)

TRAVELLERS'DIGESTS®, 7, 11,
12 and 14; Allen Module 8:
Darrians; 1071 Robots. Ingood to
mint condition. Send information
toJeff Wharton, 2115'/2Schaefer,
Saginaw, MI 48602. (61-63 only)

BRITISH BATTLETECH fans
who have copies of MekTek is-
sues 4 and up. Willing to swap for
purchase. Please contact Michael
Bolda, 1183 Violet St., Atlantic
Beach, FL 32233. (59)

CLASSIC TRAVELLER material.
Vanguard Reaches, The Beyond
and SORAG by Paranoia Press,
and Glimmerdrift Reaches and
Ley Sector by Judges Guild.
Would also like any issues of the
Journal of the Travellers’ Aid
Society. Preferoriginals butgood
photocopies okay. Please send
list, prices and condition of items
to David Feltmeyer, 7535 Dale
Ave., St. Louis, MO 63117. (58)

CHALLENGE 32, 35 AND 38
(Star Wars material). Will pay
decent price for either photocopy
ororiginal. Write to Kurt Searfoss,
708¢c NE Ball Drive, Lees Sum-
mit, MO 64063. (57)

ISSUES 1 AND 4 of the Journal
of the Travellers Aid Soclety,
and issue 1 of High Passage,
either originals or photocopies.
Send details to Mark Clark, 598
Thompson Station Road, New-
ark, DE 19711-7520. (56/53)

COPY OF THE Near Star List (all
pages) from 2300 AD. Also Atlas
of the Imperium and MegaTrav-

eller Journal 1. Will pay reason-
able price or trade MTJ 2, MT
World Builders’ Handbook or cop-
ies of articles from JTAS (5-24) or
Challenge (25+). David Johnson,
11150 Beamer Road #291, Hous-
ton, TX 77089. (56)

CYBERPUNK, BattleTech or
Shadowrun sets for individuals
who are incarcerated. Funds are
extremely low, so payment may
not be possible. If you are willing
to donate any of the above start-
ing sets, please send them to
Benjamin Donovan, #882123, In-
diana State Farm, 1500 West US
40, Greencastle, IN 46135-9275.
(56)

PARTICIPANTS for a Shadow-
run, Cyberpunk, etc. APAzine.
Please write for information to
Niko Wieleba, PO Box 10097,
Glendale, CA 91209-0097. (56/
51)

LOOKING FOR THE GAME (or
supplement) which features Larry
Niven's Ringworld. | can remem-
ber seeing the cover in 1985. If
you know where | can find it—or,
better yet, have a copy—please
contact me. Benjamin J. Rogers,
902 Fulton Ave., Hannibal, MO
63401. (54)

MOTIVE, an Amateur Press Al-
liance (APA) which covers all
aspects of the RPG hobby, is
looking for new members. Mem-
bers contribute to and receive a
(+/-) 200-page, bimonthly APA.
RPGs most often covered are
MERP, HERO System, Twi-
light: 2000, CoC, Shadowrun
and BattleTech. Please write to
Wayne Peacock, 190 Reed St.,
Athens, GA 30605. (60)

THESWORD & BLASTER, anew

publication detailing games and
groups in the Atlanta, GA, area, is
now available. Covers all aspects
of roleplaying and boardgames,
including reviews, poetry, game
schedules, group contacts and
more. For information, please
contact Jeff Leggett, 2102-B
Wexford Dr., Norcross, GA30071.
(60)

ETHER ILLUSTRATED NEWS,
a Space: 1889 newsletter. For
additional information, please
contact Tom Gray, 101 Hack-
berry, Apt. 1503, Clute, TX
77531. (59)

INQUISITOR—Warhammer
40K newsletter/forum for expe-
rienced players. Eq./vehicle de-
sign, open forum, scenarios,

Q&A, army calc. worksheets,
unit stat cards and more! In-
quisitor, PO Box 14485, Santa
Rosa, CA 95402-6485. (58)

GALACTIC ANARCHYis a PBM
game of exploration and conquest
set after a protracted civil war.
Two to 30 players vie for control of
the universe, with up to 70 arti-
facts, 700 systems and 1000 fleets
in one game. Write to Anarchy By
Mail, PO Box 873, Allen, TX
75002. (57)

TRANSACTIONS of the Royal
Martian Geographical Society is
aquarterly publication devoted to
roleplaying in the Victorian age,
with a primary emphasis on the
game Space: 1889. Each 20-
page issue features several ad-
ventures, detailed descriptions of
NPCs and equipment, and back-
ground articles on late-19th-cen-
tury history and culture. Please
send an SASE to TAMGS, clo
Mark Clark, 598 Thompson Sta-
tion Road, Newark, DE 19711-
7520. (56/53)

MELBOURNE TIMES: Newslet-
ter providing background mate-
rial for the Earth Colonies cam-
paign. Features include news ser-
vice, world briefs, character
sketches, corporate portfolios, po-
liticalanalysis, cultural events and
more. Subscribers and contribu-
tors send SASE to Melbourne
Times, c/o David Johnson, 11150
Beamer Road #291, Houston, TX
77089. Overseas include three
IRCs. (56)

SS&V (Starships, Starports & Ve-
hicles)is afanzine that covers the
areas listed for MegaTraveller. It
includes one article, with the rest
devoted to designs. AR (Alien
Realms)is aquarterly fanzine cov-
ering aliens in MegaTraveller.
Currently, two issues are avail-
able. Write to Bryan Borich, 3890
50th St., San Diego, CA 92105-
3005. (53)

|WISH TOESTABLISH afanzine
dedicated to Warhammerfantasy
roleplaying enthusiasts. Inter-
ested parties should reply to Rick
Taylor, c/o Der Chroniken Kai-
serlich,916 S. Booker, Little Rock,
AR 72204. (53)

ABA PROCEEDINGS. Exclu-
sively MegaTraveller fanzine cov-
ering Vland Domain and all areas
coreward and spinward. Each is-
sueincludes 1+ starship of TL14—
(no TL15). Issues 12and 13 were
10 and 12 pages. For more infor-
mation, contact Clayton R. Bush,
PO Box 119, Limon, CO 80828.
Send letter-sized SASE for list of
available HIWG documents, Star-

ship spreadsheets available in
WK1 (IBM) format on 5.25 "disks.
(52)

SPINWARD TIMES—anew fan-
zine dealing with the merchant
and economics in MegaTravel-
ler. Also included are adven-
tures, medical data, news and
equipment. Write to Spinward
Times, c/o AG Games, 823 Pon-
sard St., Brossard, Quebec,
CANADA J4W 1W1. (51)

SIGNAL-GK—New, exclusive
MegaTraveller fanzine. Adven-
turein Dagudasuaag Sector! Each
issue will detail a subsector, a
particular race and planets. At
least two adventures in each is-
sue. Signal-GK—A call for help; a
call to adventure. Recognized by
HIWG. Write to Jay Campbell,
The Sanctuary, 45 Fairfield,
Hebden Bridge, West Yorks, UK
4X7 6JD. (51)

JUMPSPACE—A new fanzine ex-
clusively for MegaTraveller. In-
cludes adventures, equipment,
news, players' tips, fiction, and
much more. For additional de-
tails, write to Jumpspace, c/o AG
Games, 823 Ponsard St.,
Brossard, Quebec, CANADA J4W
1W1. (51)

Thank You

- This is a public
“thank you” to my
dear friend and co-
conspirator in the
GDW Art Department,
Amy Doubet. Begin-
ning with Challenge
61, she will be the
art director for the
next four months,
freeing me up for
work on Dangerous
Dimensions™.

Amy has pinch-
hitted on Challenge
a whole lotta times,
and she has some
seriously gluteus
maximus-Kicking
ideas for the next few
issues. I'm looking
forward to the sur-
prises she has in
store.

Hi, Mom.

XOXO0,
‘Steve Bryant
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Challenge 61

Rate each article from 0 to 5. 0 means you did not
read the article. 1 indicates great dissatisfaction, and 5
indicates great satisfaction. 2, 3 and 4 are shades in
between.

To use a separate sheet, list each article number,
then your rating.

Send responses to:

Challenge Feedback

Managing Editor

PO Box 1646

Bloomington, IL 61702-1646 USA

+

012345 Article

OOOOO0 1. Spooktek (Twilight: 2000)
COOOOO0 2. Murder Century (Twilight: 2000)
OOOOOO 3. Equalizer Project (MegaTraveller)
OO0O0O000 4. Wood and Wind (MegaTraveller)
O OOOO0 5. Out of the Depths (Dark Conspiracy)
OOOO00O 6. Tom Fleet (Space: 1889)
OOOO00O 7. This is Only a Test (2300 AD)
OO0OO0O 8. Machines (Shadowrun)
OOOOOO 9. VTA (Cyberpunk 2.0.2.0.)
OJOO00O0 10. Video Nightmare (Call of Cthulhu)
OO 1. Rogue Metal (Star Wars) :
OO0 12, New Discoveries (Torg)
OO 13. Low Desert Kill (BattleTech)
O OO00O00 14. conventions
OOO0O0O 15. Traveller News Service
O OOOOO 16. Reviews
O OO000 17. Classifieds

OOOOOE 18. This issue'’s cover art
OO0OO00O 19. This issue’s interior art
OOOOO0 20. This issue as a whole

FREE Drawing!
Send us your feedback, and you will automatically be
entered inour drawing fora FREE one-year subscription
‘to Challenge, the magazine of science-fiction gaming.

Name
Address :
City, State, Zip

Congratulations to Heather Rae White of Ft. Campbell,
KY, who won a copy of Dark Conspiracy for sending in
her feedback on issue 57.
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Next Issue

Don’t miss Challenge 62, which includes our special
conventions insert, available in July.

TwiLicHT: 2000
One of the USAF's most deadly units goes into the merc
businessin“Spectresinthe Sky.” And don’t miss “Things Got
Weirder” for Merc: 2000.

MEGATRAVELLER
Eliminate a pirate base in “Into the Gap.” And explore
“Iltasis,” a prime port of call as Imperial control in the sector
collapses in the face of Vargr attacks.

DARK CONSPIRACY
“Kafka”: The humanthirst forknowledge. Who knows what
gleaming heights it may lead us to—or what dark abyss.

2300 AD
Join the fight against piracy in “Catch as Catch Can.”

SpPACE: 1889
Unravel the mystery of the “Monastery of Tasharvan.”

AND MORE!

Plus Shadowrun fiction by Michael A. Stackpole, and
Cyberpunk 2.0.2.0., Shadowrun, Star Wars, Call of Cthulhu,
Star Trek, Aliens, High Colonies, Battle Techand much more!

Feedback Results
for Challenge 57

Westward Ho! (Twilight: 2000) ..........ccccevveverrernerrerennnns 3.8
Murphy’s Laws (Twilight: 2000) .........ccceueereeerersrrinsianns 4.1
Shellgame (MegaTraveller) .........cccvveinerniicinneniieiene 3.9
Jewell Situation (MegaTraveller) ........ccccooueviieneiceenne. 3.8
Patroni{Dark Consplracy)i=:-. . .... s o8 s Lanl D 3.7
SubAfricamti{SpaceIBBY)L.. .. ........cccvsoinensemrunssarseiss 3.5
Cache and Carry (2300 AD) ......oocevevreeiereesneeesneesseaenns 3.4
Cult of Deception (Call of Cthulhu) .........cccoeeceevienneennee 3.3
Live Eye (Cyberpunk 2.0.2.0.) ....cocoveeeeiereccnreenecnenens 3.3
An Arm and a Leg (Shadowrun) .........cccceceiiniieinecennn, 3.4
Green Squad 3 (Star Wars) ........ccccceveeercveniiiieesnce s 3.4
Beast Man (High Colonies) .......cccccevevcvvrivicieecnecnirianes 3.0
ComenloinitheiPanty a8 . 4. 2 D s 3.6
OpINGHE S L e 3.0
Conventionsss et seas o 1 “ibdse® nl st 31
TravellerNews Service.o.f. L. . Lol lnn s 4.2
B i O e e, et o L e RS e p e 3.4
ReVIeWS =5 n N e snmn L S R T e 3.8
Classiieds e (L I T 3.6
[TNiSliSselsTeovervaleamsin, Lo s s, 3.4
Thislissuelsimenorant . =5:.......... i h 4.0
iThisiissuerasiaiwholer i . 4.0



Join The

MegaTraveller 2:™ Quest For The Ancients /s science-
fiction role-playing. An infinite universe, filled with fantastic
possibilities, awaits exploration. With over 100 distinctive
worlds to visit, awesome adventures, perplexing mysteries
and bizarre aliens, MegaTraveller 2 makes you the hero —
or villain — of an interstellar epic only your wildest imagina-
tion could conceive.

Based on the classic role-playing system from Game
Designers Workshop, MegaTraveller 2 explores a popular
theme from the RPG'’s illustrious history: the fate of a quasi-
mythical race of superbeings who vanished 300,000 years
ago. Can you and your team of intrepid explorers discover the
answers, and save a dying world, in time?

For IBM-PC/Tandy/compatibles. For the latest information on release dates and availabilities, call
Paragon Customer Service at 412-838-1173, 9 am to 5 pm EST, weekdays. © 1991 Paragon

Software and Game Designers Workshop. MegaTraveller 2: Quest for the Ancients is produced
under license from Game Designers Workshop.

i |
oo oy W} gl &

« Features a graphic intensive, icon-driven interface.
Revolutionary, three-level zoom in/zoom out feature.
Innovative new role-playing engine lets characters speak
for themselves and automatically perform tasks they
do best.

« Advanced character generator supports male or female —
Human or Vargr — characters. Choose from over 100
skills and abilities.

+ Non-player characters have distinctive personalities and
unique objectives. State-of-the-art graphics and
animation bring each encounter to vivid life.

« Exciting interstellar combat and navigation sequences put
you at the helm of a powerful starship.

+ Intuitive combat, on ground and in space. Characters react
automatically and intelligently to crises, according to
abilities and firepower.

E /. ON

Marketed by MicroProse Software, Inc. « 180 Lakefront Drive, Hunt Valley MD 21030 -

S’ojtwﬂ'ze
(301) 771-1151



Featuring an
8-page color section
With a guide to

ingignias & uniforms!

EXCLUSIVE UK DISTRIBUTORS— Chqrt STATION ROAD » EAST PRESTON * LITTLEHAMPTON « WEST SUSSEX » BN16 3AG

BATTLETECH® is a Registered Trademark of FASA Corporation. JADE FALCON SOURCEBOOK™ is a Trademark of FASA Corporation. Copyright © 1992 FASA Corporation. All Rights Reserved.
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