


If the marauders steal th lnd - .  . 

fine.we*ll just steal it back. 
By Andrew Borelli 

I 4  Operatton: Polnt Man 
The PCs are to locate and re- 
m a suspected terrorist camp F 
in the Africancwntryof Gabon. I 

They shouldn't have to fire a 1 

shot. 
BvJbhn T: Swann 

Regent Brzk of the League of 
Antares has been assassi- 
nated, throwing the League into 
chaos! 
By J a m  MaJfszewkf 

24 Good, Bad and Vllanl 
One departing ship is routed to 
retrieve a valuable cargo when 
the Vitani megacorporation 
Makhldkarun leaves its hold- 
ings in Gushemege sector dur- 
ing the Rebellion. 
8y Clayton R. Bush 

68 SPECIAL INSERTI 
When Emplres Fall 
Part II 
"Perhaps the Collapse c#M 
ultimately ke blamed on Solo- 
mani Security. Or ImperialAmy 
Intelligence. Or Joachim 
Sanchex and galdwin Wei. But 
what would be the point? The 
facts are these..." 
Learn the history of the virus 
and how R spelled the end of 
the Third llmperium in this spe- 
cial MegaTravellerSTraveller: 
The New Era insert. 
By Dave Nilsen 

34 Road Work 
PCs hired to transport supplies 
and equipment to human survi- 
vors in Demonground-inksled 
West Virginia may be lured into 
an elabrate Dark Minion plot. 
By Michael C. LaSossiem 
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40 Who's On FlrsE 
TMWtimIheardabwtsame- 
b o d y t m l j t q s o ~ e l s e w a s  
bac)c in the early 20s. And that 
w a s W s e t M o t h e r ~ ~ . r y  had 
m wi.  8yChrfs # m y  

44 f'lw Happy 
Someone Is oWerfng a fortune 
for four hours of time. Bu? the 
employer contacts the pros- 
pects. By Craig Sheeley 

-- 

48 Repo Men 
A desperate woman turns to 
the PCs for help. She needs 
them to kidnap her children. 
By Andy Sla& 

52 Operatlan: Aurora 
The mrrguter wests ywrser- 
vicesfwanirrportantseaetHliS- 
sbn a d  testing of an exprimen 
tal de&. By Greg Urn# 

56 Melas 
Portrait of a Martian crty. 
By James C. Cambias 

68 Infantry and Mtd Weapons 
Optional field weapons and in- 
fantry type additions to FASA's 
Battle Tech Compendium. 
By Michael C. LaSossiem 
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A WORD (OR TWO) ABOUT 
TMVELERt NEW ERA 

by-- 

Fasten your saatbetts, store 
your carryon luggage and return 
your seats lo tha upright pod- 
tion-irs going to be quite a Me. 
We'vegot 16yearswwthofTtav- 
ellet stuff, plus quite a blt of new 
stuff, to make available to th pub 
IlcforfravelkrtreIdewh. 

Things that we always wanted 
to du for earbr edRlons, w e k  gol 
a chance to do now. RAFM fg 
gdng to be dolng a line of starship 
m i n i m  for us, to go with Ttav- 
oHer stmtblp eombmt, as we4 
as25mm hevdlff  figums, We're 
wotWng oncampubrhdlbwt- 
ler play ads, md more stuff that I 
canrr8dqrtalkaboutyet. 
Om of ffie things m strikes 

me w b n  I'm worklrrg on TNE Is 
the amwr to the question, What 
it3hevdh aboutY w5 every- 
thiw brpsicaily. You can fty to any 
plan&, land on it, go to any polnt 
on its surface, and interact with 
what you tind the-ibrs, 
plants, aliens, you name it. Can 
you go to a world with aquare- 
riaged sailing ships?Yup. Aworld 
whem #my have l i g h t 4  regat- 
tas? Vup Awortdwith flying cities? 
Yup. That takes a lat of space, 
doesn't it? You'd better M I  8. 

We've got d i n  races and wit- 
~ l h l h a v e n ' t s # n t h e I ~ o f  
print dnce Best d the Journal, 
andamdyiingtomakethelrreap. 
pamm8. We've gol robots the 
size of bWewagms (funny Aing, 
too, a even looks fke a bame- 
wrtg#l...). Wewe gal mprars 
thatrrvan'tstay~.We~gatso 
muchnea?~f iwWBRffObriq  
out t h t  we'fl all be busy for along, 
long Gme. 

A lot of that stuff will be showlng 
upinChalbngm.Adwntums. I% 
ws on tha my wtern. How 
~ ~ ~ ~ n # f i c -  
tion raleplaying, Updates on who 
I&.dolng wfiat where in the Fdew 
Era. Stay tuned to Chalbnge to 
stay on top of it all. 

DM someone ask if we'd give 
TNE a lot of suppwf mrla l?  
WasOuhoradork?SbetpIn,boys. 

W a t d n g ~ m ' w d m m E  
Flecently I havo hoard that yw aro 

plmmanewedftiondlhvrlWebne 
h the u n W  r u k  fomd found h 
wdl games rn Duk cOn.phey, 
C l d t U r e r & ~ s n d ~ g h t :  
20#1.AaIcan~tsgreatlUIbvotho 
qame,-WhWPmj@@aM 
o d ~ 1 ~ ~ u p r o l r m l n g ~  
mm~HmonhLptamedlor&MEm? 
Tthheertaln)jgohOtobeahdhnl 

~ I t w l t t d n p u r u n h P o d s & o f  
n $ o s w # a n ~ g o o d r r o v s ~  
the game ean mver my world frm 
~ ~ a g e t O ~ ~ a g a . . a l k w t r g ~  
arorsIlwnanyaSyourother~At 
t h o ~ e t l m o , # m e ~ I k l K l W  
~ a w a & i l a r a w o y l o b o o e t a  
mnl m n .  ..ll Ikrtltght. POOO 
~tobMethophyers,thentheycan 
sendthem~krorrghw- 
knportum(heh,heh,m--- 
ful tough guys M h  btp gum b th), 
E v o r 8 j r m i t ~ ~ ~ ~ a M a d ! b a x ~  
m m ' s  mayday on the front, P$ 
bema greatgame... andthfsnewtwtst 
w i n a k n p r v ~ m l ~ ~  

0noffnalnote:waSthmaydear 
pteneteymaps--~llnnc. 
Wlbmapsanthehs#edtheallen 
s w ~ w w o ~ m o d t b & m o s t  
and-planedary-w 
Inanyw=~Iplayod*urdIwon- 
d P r e d ? y o u ~ e n y b t e n k * o t ~  
Ynotywm~wanttowns#erlndud. 
ingsuchasheetInthenewone(~~nd 
toolate).Ab,doyouintendb~ea 
wwh new ane at #Hens wpple-3 
m(tobe- ) I - -why  
ih prosent on- mtdnr rvwlc..and 
ywfoksamdeffnltoly~onnaneeda 
broaksftor1c.wBlw:mlSlrrJ3a 
Tha diem wem one d your b t  
-fmmVarprtoKklerpuraEkns 
wereobvOwstythe~hdlomevmy 
Intemont t h i  eombid rn ?he 
1I1Kwdordwhatsuchcre&t~oouldbe 
h..,not a kt of people thbrk that w. 
m~~*~waypudhPplayed~ 
om reeentlylplcaaeadmtshabx 
as In Dstlc Conrpm and hknby 
W w p 0 M d ~ W o r l d ) ~ a n e y e  
catching touch in any .'of your 
- . ~ m w * t r y d o l n g  
thesamthlng wRhtheThvrtlsrweap 
w w , k R & n ' t ~ p u r s d v e s w & ~  
wemrk-thbbabywlflsdlwhethorOt 
abwswhataPGMPboks&ewndl 

Enwght#row,harrea@one. 



Warning: 
Prot amD imensional 

walking can 
have severe 

side effects.. . 
maybe. 

The time machine has yet to be built in our world. However, in Dark 
Conspiracy, you can learn to walk through dimensions. The Proto-Dimensional 
Compendium provides you new dimensions to explore. Each new dimension is 
presented in adventure format, describing how player characters discover them, 
what they encounter within, and how they might get out again. Covered in this 
compendium are more than 12 dimensions to 
explore, as well as a multitude of information for the 
referee so that the dimensions can be used 
repeatedly within a Dark Conspiracy campaign. 
GDW 2109. $12. 





Twilight: 2000 

I served in 'Nam as a supply officer. Came back and settled down in 
my old hometown. Took out a loan, set up shop and ended up wifh the 
most successful general maket in the county 

1 was too old for the Twilight War, but it atfected me anyway. Looting, 
food riots, constant supply problems, security costs through the roof- 
it almost fell apart in the early years. Even now, it's not easy s~~pplying 
an entire town with the necessities. Gives me the willies sometimes. 

Still, things could be worse. Patentown 3 got an ace-in- the-hole that 
keeps us running, even turning the marauder problem into a plus. 

Patentown, GA, September 2001 

butthe 1 

orthern Georgia in Twilight: 2m is a terrorized area, but numerous 
towns are organized cantonments. One of those cantonments is 
Patentown-a former piece of small town America serving blue collar 
factory workers and their families. The old industries have closed down 

~hysical locations of the plantsare largely intact, so some of the machinery 
is used by the town council to keep the place running. This practice also provides 
jobs and generally gives armed, scared people something creative to do. 

The population is estimated at 2200, roughly a 50% reduction since the strike 

on nearby Dobbins AFB and the subsequent chaos. Patentown's surrounding 
countryside is dangerous but not quite anarchistic. Use the Fortified Village 
map from Twilight Encounters or the boxed set of Twilight: 20002nd edition 
to represent Patentown. Building locations may be improvised to your taste. 

Food supplies are a problem in Patentown, especially when coupled with 
a drought. Georgia suffers from a plague of marauders, and Wlilgov isn't 

always around to help. There's a well armed militia of 400 men consisting of 
former soldiers, national guardsmen and survivalist civilians. Patentown's 
real avenging angels, however, are Avery's Raiders. 

AVERV'S ERS 
Avery ' s  Ra iders  a r e  a g r o u p  of 170 E l i t e  G e o r g i a  Na t iona l  

G u a r d s m e n  l e d  b y  a n  e x - m a r i n e ,  J o h n  L u c a s  Avery. 
Avery founded the Raiders in  response to  the marauder 
problem and operates under a n  unusual premise: If the ma- 
r a u d e r s  s t e a l  t h i n g s ,  f i ne .  W e ' l l  j u s t  s t e a l  it b a c k .  

A v e r y ' s  guard  unit was  dest royed in Europe,  s o  h e  feels 
h e  h a s  b e e n  u n o f f i c i a l l y  d i s c h a r g e d  f r o m  

Challenge 69 7 



the marines. But the rest of Raiders- 
although they stay with Avery and oper- 
ate only out of Patentown--still con- 
siderthemselves members of theguard. 
After all, they are still defending the 
interests of Georgia, which wastheir job 
to begin with. There was talk of incorpo- 
rating the Raiders into the local national 
guard and making it a Milgov unit, but 
Avery would like to remain independent 
as long as possible. 

Avery's unit is an Elite team com- 
prised of the remains of numerous ele- 
ments: Georgia National Guardsmen, 
Elite law enforcement agents, well- 
trained civilians and survivors of the 
225th Marine Expeditionary Unit. All are 
armed with military issue weapons. The 
team travels in two M60 tanks, an MI, 
an M2 Bradley, two MI  13s and five five- 
ton trucks. The trucks are mounted with 
M60 MGs and have improvised armored 
plates along the sides. 

REFEREEING THE A 
The PCs may wander into Patentown 

while marching throughGeorgia and be 
asked to join the local militia. Or they 
may be approached by Avery's Raiders, 
or be taken as marauders and attacked. 
(If the latter happens, Avery's Raiders 
do take prisoners, so the PCs will end 
up in Patentown anyway.) New PCs 
may already be members of the town 
militia. 

Whatever the case, the PCs are in 
Patentown when a crisis ar iseslhe 
food supply is running extremely low. 
Normally, overproduction and aggres- 
sive trading with othertowns would cover 
the difference, but word comes early 
one morning that marauders have de- 
feated the militia of Hillsboro, a small 
town Patentown regularly trades with, 
and stripped the town dry. Surviving 
refugees are telling horror stories. 
Hillsboro was the closest community to 
Patentown, and it's too late in the trad- 
ing season to mount up another convoy. 
Besides, other towns' surplus stocks 
are dry, and everyone is preparing to 
settle into winter quarters. 

Avery's Raiders intend to hunt down 
and destroy the maraudersthat attacked 
Hillsboro, secure the stolen goods, and 
redistribute them so Patentown and the 
survivors of Hillsboro all get a share. 
Because of their extensive military ex- 
perience, the PCs are asked along for 
the trip. The Raiders especially need 
people proficient in Tracking, Scroung- 
ing and Observation, since their first 
stop will be Hillsboro. 

m R C N  
Getting to Hillsboro requires a 15- 

mile march south down Interstate 225. 
tt's a large, modern freeway, but the 
countryside is wild, and the roads aren't 
in the best of shape. 

During the march, random enmun- 
ters may be rolled at will to keep things 
interesting. When these rolls are made, 
there is a 40% greaterchance the group 
encountered will be refugees flooding 
toward Patentown. 

One mile outside the city, the PCs 
find a vehicle hidden in the overgrown 
foliage (Average: Observation) on the 
side ofthe road.Thevehicle is awrecked, 
eight-ton cargo truck. Debris is scat- 
tered all over the place, and it looks as 
though the contents were evacuated in 
a hurry. An Easy: Mechanic check will 
show that the engine's ball bearings are 
totally stripped, and the fuel system is 
badly damaged from lack of mainte- 
nance. The tires have been stripped as 
well. The truck is painted in faded US 
Army camouflage, but the old markings 
have been crudely painted over with 
obscene graffiti, gang names and a 
hand-drawn depiction of a human skull 
with a knife running through both eye 
sockets. This is the symbol of the Road 
Blightthemaraudergang that destroyed 
Hillsboro. Neitherthe PCs northe Raid- 
ers will be familiar with this symbol (the 
gang is not local). 

HIEILSIB(SIR0 
Hillsboro is another fortified village, 

maybe one-third the size of Patentown. 
The main wall has been shattered by 
explosions in five places, and columns 
of smoke can be seen from five miles 
away. In the center of the town, the PCs 
find lots of bodies, mostly dead militia- 
men dressed in guard uniforms. Many 
civilians lie with them, brutally slain. The 
center of the town shows signs of a 
massive firefight, and the majority of the 
buildings are smoldering husks. The 
outer rings of the town are more intact, 
although a number of buildings there 
have been looted. 

Once the town has been thoroughly 
searched, Avery will order the bodies to 
be lined up and covered with tarps. He 
will also order the men to deal with the 
fires raging out of control, if there are 
any. The PCs are welcome to help and 
will be "volunteered" if they have the 
appropriate skills. 

A handful of survivors are scattered 
around the ruins. These are civilians of 
varied gender and age. When the PCs 
find them (DIF: Observation), the survi- 
vors will be huddling in corners or be- 
hind barricaded doors. Getting them to 
come out, other than by using physical 
force, will require DIF: Persuasion rolls 
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and lots of roleplaying. Failing that, 
measures such as breaking down doors 
will be needed since the survivors are 
quite shell shocked. 

Providing the survivors with food and 
drinking alcohol is the first step toward 
getting them to talk. If the PCs have no 
such supplies, some must be acquired 
from the town stores, which may result 
in a scavenger hunt at the referee's 
discretion. The Raiders won't be of any 
real help here because they travel light. 

Getting any real information out of 
the survivors requires an AVG: Persua- 
sion or DIF: Interrogation roll. Using 
interrogative methods will yield little 
because the survivors will not respond 
to harsh questioning. If the PCs fail to 
getanywhere,Averywilltakeover. Even- 
tually, the following tale will emerge: 

The marauders hit around four in the 
morning, starting by firing five times at 
thetown wall.Allfiveshells hit, knocking 
huge entrance points in the wall. Their 
men flooded into the town using mass 
storming tactics, basically trampling 
anything that got in their way. 

The shooting started when the militia 
assembled.Thingsgotvery confusedthen, 
and noone'ssurejust what happened.The 
gang leader was so incensed at meeting 
resistance that he ordered the whole town 
sacked and burned, but the sun was com- 
ing up and losses wereon the high side, so 

the gang members withdrew before they 
had time to destroy evetything. They 
dragged away their casualties and disap- 
peared. 

There were roughly 300 marauders 
armed with a variety of weapons. The 
gang seemed to be on foot and wore a 
varietyof clothes, althoughthey allwore 
the same symbol of a human skull on 
their jackets. 

Upon piecing together the survivors' 
stories, Avery will send a contingent of 
25 men to escort the survivors to 
Patentown in two MI  13s.The rest of the 
Raiders will be ordered to saddle up, 
and the hunt will begin. 

109b College Avenue 
Blacksburg, Virginia 24060 

HUNT 
Howthis part of the adventure goes is 

really up to the players and referee. The 
PCs and the Raiders will most likely 
succeed, but finding a trail depends on 
an initial DIF: Observation roll to notice 
oldtreadtracks leading off intothecoun- 
tryside. Actually following up on the 
tracks and seeing where they lead re- 
quires a DIF: Tracking roll. If the PCs 
can't accomplish this, someof the Raid- 
ers may help, atthe referee'sdiscretion. 

Assuming the trail is followed, a 30- 
minute march brings the PCs through 
rough country and small roads. Ran- 
dom encounters are at the ref's discre- 
tion, but things should run smoothly. 

When the 30 minutes 
are up, the PCs (or the 
Raiders) find another 
marker-shallow graves 
containing 10 dead ma- 
rauders behind a ram- 
shackle house in the 
middle of nowhere. Find- 
ing the graves requires 
an AVG: Observation roll. 
The dead marauders are 
all wearing Road Blight 
colors. 

In the house, two gang 
members have been left 
behind. They're Veteran 
punks, one armed with a 
pump shotgun and the 
other with an Uzi. 

Unlessthepunks make 
an incredible panic save, 
they will notfighttheRaid- 
ers. An AVG: Interroga- 
tion session will revealthat 
the punks were left be- 
hind to burn the bodies in 
the house, but they lost 
their nerve and instead 
opted to bury their com- 
rades. Another AVG: In- 
terrogation will break the 
punks, and they'll reveal 

where the Road Blight usually camps 
out-in an abandoned rockquarryafew 
miles from the house. 

The marauders are composed of 225 
men, mostly Veterans armed with a 
variety of pistols, rifles and submachine- 
guns. The gang leader and his 10 offic- 
ers, all army deserters, are Elite NPCs. 
The gang does not have endless 
amounts of ammunition or access to 
heavy weapons, but all the personal 
hardware is quite modern. The gang 
rides in two five-ton cargo trucks, one 
18-wheeler trailer, an M278 CEV with 
the winch removed, an M60, and an 
M577A CP with the M2HB and most of 
the electronics (which didn't work any- 
way due to EMP) removed.These have 
been replaced by a TOW II launcher 
with three missiles available. These 
vehicles are not in the best of shape, 
and all are covered in graffiti. The main 
guns on the two tanks still work, how- 
ever, and there are a handful of shells 
for each. 

ATFACK 
Avery will wait until nightfallto attack. 

At 2245, the Raiders will move out to- 
ward the quarry, where the M60 will be 
topsidg with orders to guard the down 
ramp. The quarry is out in an open 
field,so sneaking up on it will be impos- 
sible. The M60 will spot the Raiders 
three minutes into their approach and 
open fire. It willtake the Road Blight four 
minutes to fully assemble. 

The Raiders must capture the aban- 
doned warehouse without destroying it. 
Unless the PCs want to fight a long, 
bloody battle, the marauders might not 
be killed tothe last man. When the battle 
begins to go badly for them, they will 
retreat, burning the warehouse behind 
them. How the PCs solve this problem 
is up to them and Avery. 

CONCLUSION 
If the warehouse wasdestroyed, then 

the supplies were ruined, but at least the 
Road Blight will not be back. 

If the bulk of the marauder booty is 
retained, the PCs receive a nice share 
of the supplies. Alcohol,freshfood, spare 
parts, some body armor and ammuni- 
tion of various calibers are available- 
though supplies are limited. Avery's 
Raiders will return to Patentown to dis- 
tribute the goods--a job well done. 

tf the PCs wish, they may stay on with 
the Raiders for awhile. As a greater chal- 
lenge, the PCs mght want to track down 
any surviving marauders with plans to 
regroup. Or the PCs mght want to volun- 
teerto help rebuild Hillsborn, possibly add- 
ing skill points to their character sheets. Q 

10 Challenge 69 



"A major European Games Show 
with Roleplaying as a main theme" 

(Whitsun Holidays) 

Saturday, May 29th .......................... 13.00 - 22.00 
Sunday, May 30th ............................ 09.00 - 22.00 
Monday, May 31 th ........................... 09.00 - 18.00 

Eindhoven, The Netherlands ow entering its second year, GAMES 
SPECTACULAR promises to become the 

Location: NET BEURSGEBOUW traditional Role Playing Games Convention of 
(adjacent to Cenbral Train Station) Continental Europe. 

Lardinoisstraat 8, Eindhoven, The Netherlands 
GS II will feature a unique AMERICAN GAMES PAVILION where 

Roleplayers, please write to: 

compenblurn 
G a m e s  

Hartenstraat 14 
101 6 CB Amsterdam 
The Netherlands 
Call direct from the U.S. 
01 1 +31 20 6381 579 
01 1 +31 20 626021 5 (fax) 

such famous companies as TSR, Game Designers Workshop, 
FASA, Chameleon Eclectic, Blacksburg Tactical, Theater of the 
Mind, Wise Tree and perhaps Games Workshop, Avalon Hill, 
Iron Crown, Columbia, Chaosium and others will readily 
demonstrate their products to you. 

The traditional RPGA Advanced Dungeons & Dragons tourna- 
ment will highlight the show, but a miriad of other roleplaying 
and miniatures events will 
make GAMES SPECTACU- 
LAR II a happening that no 
one wants to miss! 

Enter a new dimension in 
THE ZONE. Experience the 
thrill of a lifetime as you 
descend into the DARK 
ARENA, armed with an 
Energy Pack and your 
infra red Laser 
Cannon ...... 
Approximately 6.000 
gamers are expected to 
flock together to make 
GAMES SPECTACULAR the 
most ambitious simulation 
gaming event to date. 

For further details, 
including travel and 
lodging information, 

please write to: 

Michael Bruinsma 
999 Games 
Rondeel134 

1082 MH Amsterdam 
The Netherlands 

Or you may call or fax 

-1-31 26) 6445794 
ET plus 6 hours 
PT plus 9 hours 

Trade Enquires welcome 

Entry fees: Single day admission: 12.50 Guilders/U.S.$6.50. Three day pass: 20 Guilders/U.S.$10.50 
Special offers: 50% off for ages 16 and under. Children under 5 free. Family single-day pass: 25 Guilders/U.S.$. 13.00. 



World Horror Convention No. 3, 
March 4-7 at the Sheraton Stamford 
Hotel in Stamford, CT. 

Manor, PA. Contact Pocono Encamp- 
ment, POB 390, Effort, PA 18330. 

the change in date! Contact Heroes 
Aren't Hard to Find, PO Box 9181, 
Charlotte, NC 28299. 

Technicon 10, April 10-12 at the 
Donaldson Brown Center for Continu- 
ing Education, Blacksburg, VA. Con- 
tact Technicon 10, d o  VTSFFC, PO 
Box 256, Blacksburg, VA 24063-0256. 

SFGA Games Day 93.1, March 6 at 
Florida Atlantic University. 

Origins '93, July 1-4 at the Tarrant 
County Convention Center in Ft. Worth, 
TX. For information, please write to 
GEMCO, PO Box 609, Randallastown, 
MD 21 133. 

CrackerCon 2, March 19-20 at the 
Holiday Inn Baymeadows, FL. Please 
contact CrackerCon, Box 8356, Jack- 
sonville, FL 32239-8356. 

AGOG VI, April 17-1 8 at the University 
of ArizonaStudent Union, Tucson. Con- 
tact Richard Knowles, 3150 E. Monte 
Vista #A, Tucson, AZ 8571 6. 

CowCon, July 2-5 at Sheraton Denver 
Tech Center, CO. For additional infor- 
mation, write to CowConMlestercon 46 
Bid, 7735 Osceola St., Westminister, 
CO 80030. 

Twister Con '93, March 19-21 at the 
Cleveland County Fair Grounds, 61 5 E. 
Robinson, Norman, OK. For informa- 
tion, please contact Tornado Alley 
HMGS, PO Box 20863, Oklahoma City, 
OK 73156. 

Havoc IX, April 17-1 8 at Matignon High 
School, 1 Matignon Road, Cambridge, 
MA. Write to BGBoston, Inc., d o  Harry 
Carter, PO Box 528, Somerville, MA 
021 43. 

Archon 17, July 9-11 in St. Louis, MO. 
Contact Archon 17, PO Box 50125, 
Clayton, MO 631 05. 

Nanocon '93, March 26-28 at Utah 
State University in Logan, Utah. For 
information, please contact Michael 
Sorensen, PO Box 3375, Logan, Utah 

Call to Arms '93, April 23-25 at Plumb- 
ers Union Hall, 8600 Hillcrest Road. 
Kansas City, MO. Note that this is a 
change in datelcontact Dave Grosdd,  
101 00 W. 51 st St., Merriam, KS 66203. 

DragonCon '93, July 16-1 8 at the At- 
lanta Hitton and Towers. Contact John 
Froehlich, 140 Village Lane, Fairburn, 
GA 3021 3. 84323-3375. 

ConnCon '93, March 26-28 at the K i n g a n  '93, Aug. 6-8 in Dayton, OH. 
Contact KingCon '93, POB 31 1 74, Day- 
ton, OH 45431. 

Danbury Hilton and Towers in Danbury, 
CT. Contact ConnCon, PO Box 444, 
Sherman, CT 06784-0444. 

Pointcon XVI, April 23-25 at the United 
States Military Academy in West Point, 
NY. Contact USMA Wargames Com- 
mittee, Attn: Pointcon XVI, PO Box 62, 
West Point, NY 10997. 

GenCon '93,Aug. 19-22 in Milwaukee, 
WI. Send a SASE to 1993 GenCon 
Game Fair, PO Box 756, Lake Geneva, 
WI 53147. 

Oneontacon '93, March 26-28 at the 
Hunt Union, SUNY College at Oneonta, 
NY. Contact the Gamer's Guild, c/o 
Student Activities, State University Col- 
lege, Oneonta, NY 13820. 

NIadison Games Con '93, May 15-1 6 
at theQuality Inn South in Madison, WI. 
Contact Pegasus Games, 6640 Odana 
Road, Madison, WI 5371 9. 

Sioux City GameCon VIII, Sept. 3-5 at 
the Marina Inn, 4th and B streets, South 
Sioux City Nebraska. Send a large 
SASE to Kurt Lyons, 2801 Jennings, 
Sioux City, IA 51 104. 

Magnum Opus Con-8, April 1-4 at the 
Hyatt Regency in Greenville, SC. Write 
to MOC-8, PO Box 6585, Athens, GA 
30604. 

Adventure, Game Fest '93, May 21-23 
at the Oregon Convention Center, 777 
MLK Jr. Blvd. (Union Avenue), Port- 
land, OR. Contact Adventure Games 
Northwest, Inc., 651 7 NE Alberta, Port- 
land, OR 9721 8. 

Gateway '93, Sept. 3-6 at the LAAir- 
port Hyatt Hotel. Contact Strategicon, 
PO Box 3849, Torrance, CA 90510- 
3849. 

UMF-CON 12, April 2-4 at the Univer- 
sity of Maine at Farmington in Farm- 
ington, ME. Contact Heidi Chase, Table 
Gaming Club, 5 South St., Farmington, 
ME 04938. 

Gamex '93, May 28-31 at the LAAirport 
Hyatt Hotel. For more information, con- 
tact Strategicon, PO Box 3849, Tor- 
rance, CA 9051 0-3849. 

ConFranci~ol\lVorldcon 51, Sept. 3- 
6 at Le Meridien and Parc55 hotels and 
Moscone Convention Center, San Fran- 
cisco, CA. Contact ConFrancisco, 71 2 
Bancroft Road, Suite 1993, Walnut 
Creek, CA 94598. 

Spring Offensive IV, April 2-4 at Illinois 
Central College, E. Peoria, IL. Contact 
Dave Kinsinger at The Game Room, 
11 6 Walnut, Washington, IL. 

GamesCaucus11'93, May 28-31 atthe 
Oakland Airport Hitton in Oakland, CA. 
For details, contact TriGaming Associ- 
ates, PO Box 4867, Walnut Creek, CA 
94596-0867. 

Pentecon V, April 2-4 at Goldwinsmith 
and Rockefeller halls on the campus of 
Cornell University in Ithaca, NY. Con- 
tact Pentecon V, c/o CSSS, 29 White 
Hall, Cornell University, Ithaca, NY 
14853. 

Rally 'Round the Flag '93, Oct. 8-1 0 at 
the Columbus Convention Center, 400 
North High St., Columbus, OH. Contact 
HMGSNT, PO Box 14272, Columbus, 
OH 4321 4. 

Nligscon XIV, May 29-30 at the Holiday 
Inn, 150 King St. E., Hamilton, Ontario. 
Contact Migscon XIV, POB 1683, 
Williamsville, NY 14221. Conventbn announcements cannot 

be included unless received a mini- 
mum offour months in advance of the 
event. Chslksnga is not responsible for 
errors in convention announcements. 
Write to Ghellangs Conventions, Man- 
aging Editor, PO Box 1646, Blooming- 
ton, IL 61702- 1646 USA. 

Coastcon XVI, April 2-4 at the Holiday 
Inn Express (next to the Holiday Inn 
Beachfront). Contact Coastcon XVI, PO 
Box 1423, Biloxi, MS 39533-1423. 

D-Cubed 1093, June 5-6 at the 
Pensacola Civiccenter, Pensacola, FL. 
PleasecontactAGI, Inc., POBox37186, 
Pensacola, FL 32526-01 86. 

Pocon '93, April 2-4 at the Pocono 
Manor Resort, 1-80 exit 8, Pocono Heroes Convention, June 11 -1 3. Mote 







ajor Brace Preheim is a soldier from the old 
school. He's old enough to remember the 
days when the US was an undisputed 
superpower of the world, and he doesn't 
like mercs. That's why it's such a surprise 
when he contactsthe PCs. Though loath to 
do so, h8 has orders to hire a merc unit. 

The PCs are to recon a suspected terrorist camp 
located in the African country of Gabon, in some 
proximity to Okandja. The PCs are to find the exact, 
location of the camp, define its perimeters and deduce 
the number of terrorists. The military will s'end in 
special forces once they get the intelligence informa- 
tion. The PCs shouldn't have to fire a shot. Right. 

Preheim is authorized to pay the PCs $30,000 upon 
completion of the mission. The military will also pro- 
vide some supplies (such as gear and ammo, but 
excluding weapons). 

ENTRANCE AND IXPARTURE 
The action in this adventure all takes place in the 

jungle, so no map is needed. The PCswilt be dropped 
by parachute about five kilometers from Okandja. If 
they have any vehides, the military will risk the landing 
and set down in a cargo helicopter. They will be 
retrieved by the same helicopter that brought them in. 
The pickup point is asmall clearing by the lvindo River, 
200 kilometers northwest of Okandja. The met= have 
exactly 36 hours to make it to the zone. 

COMBAT 
The terrorist camp is patrolled regularly, and fre- 

quent forays into the forest are known. One patrol, in 

The combat sequence could take place during any 
turn, depending on the course of action of the PCs. 
Remember that vehides might not be an asset in the 
forest,The PCswill have 15 combatturnsto finish the 
d n  patrol. After that, more patrols will enter the 
forest in search of the PCs. Once that happens, the 
PCs will be forcad to make a run for it. & ,- -- 

N x s  
~tlenne Tronga: ~ronga is a high-level member of 

this terrorist &re ahd a native of Gabon. It was 
Tronga's idea to set up a camp in his disordered 
country. Tronga is totally ruthless and won't stop 
attacking the PCs until he isdead.TrongaisaVeteran 
NPC and is accompanied by five terrorists. 

SkiIEs: Foraging: 4, Leadership: 5, Melee Combat: 
4, Observation: 4, Small Arms: 6 and Stealth: 5. 

Weapons: M 1 933 Tokarev, G3 with four extra dips 
and four frag grenades. 

T ~ : T h e f i v e ~ a m  E>cperienced NPCs. 
Skil1s:Armed Melee: 3, Obsewation: 2, Small Arms: 

4 and Stealth: 3. 
Weapons:M1933Tokarevt G3with four extradips 

and four frag grenades. 

AmRMml 
Preheim grudgingly pays the PCs for successful 

completion of the mission. The PCs are free to keep 
any gear they confiscated, as Preheim wantsthe PCs 
out of his face as soon as possible. The military will 
take the PCs to their original location; after that, the 
PCs are on their own. If Tronga sunrived the combat, 
he wd  his terrorist accomplices may prove to be 

particular, js set up to encounter the he PC unit. - .1P interesting future adversaries for the PC unit. i2  
rx *A I 

Mere: 2000 

L\BM %I 
r john T. 3wann 





Regent Brzk has been assassinated, 
( throwing the League of Antares into chaos! 

Passing of 
the Flame 

By James Mallszewski % 
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and equipment, then thrown into prison and launching an old-fashioned jail 
with their fellow Antareans. break. If the PCs are well-armed and 

LandingEl~gjwbre:IftheP~chmse skillful, such a plan might indeed work. 
to landtheirfreetrader elsewherethan the There are 20 guards on duty at the 
starport,thisisawise move, although itcan prison, two in each tower and in the 
prove tricky to an inexperienced pilot. Suc- guard house, and one in each barracks 
ceeding is a task: area. All wear jack and carry auto rifles. 

Djoulikian and his compatriots are be- 
To land the free trader elsewhere ' ing held in the Antarean prisoner bar- 

than the starport without mishap: racks. No one else is in that area. The 
Difficult, Pilot, Dex, 5 minutes (fate- other barracks hold a mix of prisoners, 

ful). all of whom wish to escape. 
Referee:Failureindicatesdamageto Surrender: The second way to gain 

both the PCs and their starship. access to the prison is to be captured. 
This can happen in a number of ways, 

Success at the task means the PCs the easiest being to attack the militia- 
have set their ship down in the wilder- men at thestarport as described above. 
ness which surrounds Donssen city. Once captured, the PCs will be thrown 
Using their ships' airlraft, the PCs can in with Djoulikian and the others. They 
then journey to the city with little fear of will have to devise a plan to get a 
being accosted by the locals. weapon away from one of the guards. 

Then, they will have to begin their jail 
Encounterr in Donssen break as they see fit, hoping they sur- 

As the PCs explore the city and pre- vive against the guards. 
pare for the rescue of Antarean officials 
from the prison, they see and hear a kcape kom R y a  
number of things which give them an Once the PCs have freed the 
ideaof the situation on Ryan. Things are Antareans, they must still get off-planet 
getting very bad. As loyal agents of the alive. Depending on how successful 
League ofAntares, they should become they were in defeating the guards at the 
disgusted by the depths to which this prison, they may or may not have an 
world has sunk since BrzKs death. The easy time leaving the planet. If the PCs 
following are but examples of the sorts quickly and stealthily killedeveryguard, 
of things they might encounter: they should be able to leave without 

* A member of the human suprema- much resistance. If they did not do so, 
cist group called Superioriti preaching they will be pursued. Any surviving 
on the street and blaming the Vargr for guards will chase them in two air/rafts 
Antarean problems. which the local military hasstored up for 

Local militiamen patrolling thecity, suchoccasions. Upto fiveguardscan fit 
often randomly questioning "suspicious" into one airlraft. 
individuals. The guards will chase the PCs back 

s, Politicaldiscussionsamongpeople to their starship. If the PCs are docked 
in which most seem to advocate cutting at the starport, they will meet more 
off nearly all contact with other worlds resistance from the half-dozen guards 
since such contact is "what brought us stationed there. Even if they are not 
the Rebellion and the Hard Times." being pursued, they will still be ques- 

In short, Ryan's people are not doing tioned about the three men leaving with 
very well. Their outlook is becoming them. Convincing the guards to ignore 
insular and their field of vision very them is a task: 
narrow. Even if Brzk's assassination 
had not accelerated the process, it To bribe the starport guards: 
should be obvious that the League of Difficult, Bribery, Persuasion, Instant. 
Antares was, like most of the other Referee:Failure results in theguards 
factions,doomedtoeventualfailureand attacking the PCs as rebels. 
collapse. 

Thus, the PCs have quite a battle 
Wsan ahead of them no matter what they 

The prison ontheoutskirtsof Donssen choose to do. The prisoners are consid- 
is theeventual goalof thePCs if they are ered quite valuable and will not be al- 
to rescueAdmiral Djoulikian and histwo lowed to escape easily. 
companions. There are several ways to 
gain access to the prison. The referee N O  TIIF, O m m B S  
should be prepared to adjudicate these When the PCs finally escape off- 
based on the information given. world, they will be beginning the second 

At3ack: The first and most obvious is leg of their mission. From here, they 
to attack the place, killing the guards must proceed to the world of Ereshkigal 

(Antares 071 6) in order to pick up three 
more Antarean officials. A subsector 
map is included in order to help them 
navigatethrough the uncontrolledspace 
of Antares sector. 

During their time in transit, Admiral 
Djoulikian will thank the PCs profusely 
for their help. He explains that Project 
Vesta has long been acontingency plan 
of the League in order to save key 
personnel should the unthinkable hap- 
pen. Since 1125,Trasilon hassuspected 
that the Rebellion would not so much 
end as wind down, with frightening re- 
sults. As such, Vesta was conceived as 
a way to ameliorate the worst of these 
results. The Confederated Worlds of Ot 
Zell have been friendly with the League 
throughout the Rebellion, so they are a 
natural place to begin rebuilding. Ot Zell 
is safer and more orderly than is the 
core of Antares nowadays. 

During the PCs' journey through the 
Outlands and Wilds of the subsector, 
use the ship encounter table found on 
page 91 of Hard Times. The subsector 
is rife with raiders of all sorts. Beforethe 
onset of Hard Times, the region was 
controlled by Vargr corsairs of the An- 
tares Pact. While most of these corsairs 
have since disappeared, more than a 
few still exist, and they are more rapa- 
cious than ever before. 

EreslhkS~ill 
Ereshkigal is one of afew fairly high- 

tech worlds with a decent starport lo- 
cated in the Outlands of the sector. As 
such, it was a natural stopping-off point 
forthethreeother officialsthe PCs must 
pick up. Ereshkigal is a corporate state 
at present. The Ereshkigal Resource 
Consortium (ERCon) controls the planet 
and itsfew remaining resources inorder 
to keep the world from sliding into 
oblivion. ERCon is not the best of gov- 
ernments, but it is trying. 

Upon arriving at Ereshkigal, the PCs 
will meet with Sandra Rhees, ERCon's 
representative to outsiders. Rhees wel- 
comes the PCs and takes them to the 
other Antareans. When they reach the 
others, the PCs are surprised to find 
only two instead of three. Rhees ex- 
plains that the other Antarean, Dr. Colin 
Shakar, left recently aboard anotherstar- 
ship for the world of Kheskam (Antares 
0611 D8C5865-6), a failing world to 
coreward. Dr. Shakar was appalled to 
learn the state of Kheskam and decided 
to help the planet as best he could. The 
other two officials wanted to go as well, 
but they thought they should wait until 
the PCs arrived before leaving. 

Kheskam has a corrosive atmo- 
sphere, and its technology is failing. 
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Without the proper supplies, the popu- 
lation will soon be dead. Dr. Shakar 
went there in hopes of treating the dy- 
ing, and he is awaiting further assis- 
tance. 

Rhees offers to give the PCs the 
materials needed to help Kheskam last 
a little longer. She would like to offer 
more, but Ereshkigalcannot sparethern 
right now. 

Perhaps the PCs could deliver them 
and return at a later date with materials 
from Ot Zell. 

MegaTraveller 

The PCs must now choose their 
course of action. If they go to Kheskam, 
they may encounter more raiders along 
the way and they may be late for their 
rendezvous at Ambemshan. If they do 
not, they will be allowing an entire world 
to die because of their inaction. The 
PCs must make their choice. If they 
choose the latter, apply theoptional bad 
karmarulefrom page 95 of HardTimes 
to starship encounters during their jour- 
ney to Ambemshan. Forwhat it is worth, 
Admiral Djoulikian thinks the PCsshouM 

go to Kheskam and aid the planet as 
best they can. 

WssIon of Mercy 
The journey to Kheskarn allows for 

morestarshipencounters. Corsairbands 
are known to be particularly active the -& 
farther coreward one goes in the sub- 
sector. Nevertheless, the PCs arrive at <! 
Kheskam with little trouble. The world 
has little in the way of a starporl any 
more, but when the PCs land, they will 
be met with a pleasant welcome. The 



people of Kheskam hope the PCs have 
what they need to survive since Dr. 
Shakar told them to expect help soon. 

Fortunately, Dr. Shakar was correct. 
The materials needed to aid the planet 
temporarily will be installed in order to 
keep out the planet's corrosive atmo- 
sphere. Yet, as Dr. Shakar will point out, 
this is only a stop-gap measure. The 
planet is rapidly failing. Something much 
more drastic must be done if Kheskam 
is not to become a failed world. Assis- 
tance will be needed in the future. He 
suggeststhat the League'sgovernment- 
in-exile in Ot Zell might consider a pro- 
gram of aid to failing worlds. 

Finally, Dr. Shakar says he does not 
wish to leave Kheskam. He wants to 
remain to aid the wounded and dying. 
The League he once served is no more 
likethe lmperium before it. He sees little 
value in running away to another sector 
in order to save himself, and he can do 
more good by remaining here than by 
going to Lishun. That is how he believes 
hecan best keepthe idealsof the League 
alive and make up forthe crimes perpe- 
trated by it in the name of parochial 
interests. 

If any ofthePCsagree with him, they are 
free to remain behind. None of the other 
Antarean officials, including Admiral 
Djoulikian, choose to do so. They want to 
escape to Lishun as quickly as possible. 

Cortsarml 
Sometime along theirjourney backto 

Ambemshan, the PCs will encounter a 
440-ton Vargr corsair vessel which will 
immediately open fire on them. The 
insignia on the vessel indicates it was 
once part of the Antares Pact, a band 
formerly friendly toward the League. 
Now, the Antares Pact has become as 
racist toward humans as many humans 
have become toward the Vargr. The 
Vargr will assume the PCs to be en- 
emies and will fight with them to the 
death. 

No amount of negotiating will dis- 
suade the Vargr-they are out for blood. 
They feel cheated by the League and its 
sudden collapse. At one time, Regent 
Brzktalked aboutthe possibility of build- 
ing a biracial society where human and 
Vargr worked together. Despite his talk, 
that never came to be, and when Brzk 
was gone, the ideal was lost as well. 
Humans kill Vargr indiscriminately, and 
these Vargr corsairs have decided that 
now is their turn. 

$FCQNB FblTlQN 
ROLF BLFIYING IN TWF AFTERLIFE 

" I t s  premise is unusual, its characters 
exciting, and i t s  mechanics fun . . . 

I heartily recommend this game." 
- Lester Smith, Dragon Magazine k 186 

Arnbemshan 
Ambemshan is like Ereshkigal in that 

it has managed to retain some of its 
technology despite its isolation in the 
Outlands of the sector. Once the sub- 
sector capital and an important world in 
the League, today Ambemshan is anar- 

chic and without a cen- 
tral government. It still 
serves as an outpost of 
civilization, but how long 
that will last remains to 
be seen. 

The Trasilon transport 
vessel is at Ambem- 
shan's type-A starport. 
The vessel is waiting for 
the PCs and for several 
other Trasilon vessels to 
bring back additional 
Antarean officials. This is 
to be a mass exodus of 
intelligentsia from An- 
tares to Lishun sector. 
Antares is no longer 
stable enough to be used 
as a base. So many 
worlds have a poor opin- 
ion of the League and of 
Brzk that it would no 
longer be possible to 
launch an effective re- 
conquest campaign at 
the present time. Pulling 
back to Lishun and bid- 
ing their time is the 
government's only real 
option. 

The player characters 

will be thanked by their superiors for a 
job well done. If told about Kheskam, 
their superiors will say that they "will 
look into the matter." Thus, it seems 
unlikely that anything will ever be done 
in order to save that failing world. The 
more pragmatic officials will explain that 
nothing canbedonefor it, andtryingwould, 
therefore, be a waste of time. Bigger and 
better things are on the horizon. 

The government is not running away 
from its problems-4 is facing facts. The 
League of Antares is no more. If the 
death of dozensof worlds and billionsof 
people in Antares alone is to have any 
meaning, the government must correct 
the mistakes of the past and prepare for 
better days. 01 Zell is the most defen- 
sible position the government can af- 
ford. By setting up there, the govern- 
ment can prepare for the future. It may 
be a while, but the time will come when 
the League of Antares or its ideals may 
once again come into existence. Like 
every other faction, the League failed 
miserably and is guilty of many injus- 
tices. For now, one must learn from those 
errors and seek to corred them in orderto 
ensure that they never happen again. 

ENDGWNIE 
The PCs are now faced with a num- 

ber of important choices. With the 
League of Antares gone, Trasilon is 
effectively gone as well. Thus, the PCs 
must decide whether they wish to re- 
main working for the government-in- 
exile in Lishunorwhetherthey willgooff 
on theirown. Shurlarlem subsector alone 
offers many opportunitiestofight against 
the effects of Hard Times. Each world 
has astory all its own and a people to be 
saved. 

Taking such a vocation can be quite 
rewarding for the PCs. 

Whateverthe PCs choose, none can 
deny that the future remains uncertain 
for both them and what little remains of 
the League of Antares. 

NPCs 
Guards on Ryan: 897677. Skills: 

Combat Rifleman-1 , Brawlingrl . 
Admira l  Cyrus  Djoulikian: 

7C9DCE. Age 65 (30). 11 terms. Skills: 
Fleet Tactics-4, Tactics-4, Leader-2, 
Computer-2, Forward Observer-1, Navi- 
gation-2, Ship's Boat-2 Vacc Suit-1 , 
Mechanical-1 , Gunnery-1 , Electronic- 
1 ,Admin-1, JOT-1, Pilot-1, ShipTactics- 
1, Linguistics-1 , Handgun-1 . S2 

Special thanks to Kevin Brennan and 
especially Charles Kimball, who gener- 
ated Hard limes data for every world in 
Antares sector. 
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Savings of 
or more 
Awlaa W4 
Ad& VerpfUchtet 
Dlpiomocy Dlx 
Stonewall Jackson 
RuneQussl Dlx 

Refall HobMes Save 
25.00 11.75 25% 

call for prlce 
35.00 26.25 25% 
30.00 20.00 30% 

Chcrodum 
Thleves World @qx) 21.95 16.49 25% 
Cthulu 5M ed 21.95 16.47 25% 
Cthulu Now 2nd ed 14.95 11.22 25% 

Clash 04 Arms 
ChonceUorW 
War for Union 

FASA 
Battietech 3rd ed 25.00 16.76 25% 
Cornstar Sourcebook 15.00 11.25 25% 
RL Prefect 30.00 20.00 30% 
Shadowrun (HC) Ned 30.00 22.50 25% 
Shadowrun (SC) 2nd ed 25.00 18.75 25% 

Flylng 8Mdo a\Speclol** 
Nuclear War. Nuclear Escalation, and Nuclear 
Proleratbn 

Refah $19.95 w, gel all three for on& $@.DO 

6DW 
Twlllght 2000 sc 22.00 16.50 25% 
TwUlght 200 hc 30.m 20.00 30% 
Harpoon 24.00 18.00 25% 
DJ Mythus 26.00 19.50 25% 
DJ Maglck 24.00 18.00 25% 
DJ Eplc of Aerth 22.00 16.50 25% 
Gamr Wwkrhop 
Warhammer FB 54.99 41.25 25% 
Space Madne 54.99 41.25 25% 
lallsnan 34.99 26.24 25% 

$4.00 p0rkq.e wll b. to al 
MCIVbalD?rclCOD. F e d a n  PI APO ordm will havo 

ICE Retal Hob&% Save 
Sllent Death (L) 40.00 3O.m 25% 
Silent Death (UL) 20.00 15.00 25% 
Rolernoster 38.00 28.50 25% 
Mayfalr 
Coanic Encounter 35.00 26.26 25% 
More CE 35.00 26.25 25% 
Euroralls 40.0 30.00 25% 
Shve Jackson Games 
Car Wars Dlx 24.95 10.72 25% 
Gurps Sc 19.95 14.97 25% 
Hacker 19.95 14.97 25% 
R. Talrodon 6 a m s  
Mekton 12.00 9.00 25% 
Mekton Techbk 12.00 9.00 25% 
Cyberpunk 2020 20.00 15.00 25% 
Dream Park 16.00 12.00 25% 
Task Force Games 
SFB Basic 29.95 20.00 29% 
SFB R Modules 17.95 13.47 25% 

1 - 8 0 0 - 2 4 1  -3491 
H O B B I E S  

2370 Plank Road Frderickrburg VA 22401 

Accessories 
TSR Reid Hobbler SOW 
Menzobarranzan 30.00 20.00 25% 
Complete books 15.00 10.01) 30% 
Marvel Supers 20.00 15.01) 25% 
Gamma World 20.00 15.00 25% 

I Star Was N e d  25.00 18.76 25% 
Paranola Bxd 20.00 15.00 25% 
Bot Abusers Hdbk 15.00 10.00 30% 

W h b  Wo# PuMIdng 
Vampire 2nd ed (HC) 25.00 18.76 25% 
Ars Magka 3rd ed 25.00 11.78 25% 
Werewolf 20.00 15.00 25% 

Wards of Wm Coast 
Primal Order 20.00 16.W 25% 
Pawns 15.00 11.26 25% 

World Wide Wargamgci 
Raid on Richmond 25.00 18.95 25% 
Camp, of Clvl War 25.00 10.76 25% 

NEWlll NEWlll MEWIIl NEVVlll NEWlll 
Now you can pre-ordw your Poon to  b e  
released wmss  trom Hobbles and rave 
even more. Call us and @ace your order 
b@(ors tha releaso of an  Mom and w a  wlll 
rhlp the m o m t  Ii arrlvor. We can lake a 
cr&M c a d  number (whkh WIN not b e  
blllezd until the product b ready lor shlp- 
msni) or send your package COD ($4.00 
b61 still app1Ie11). YOU recelv* a 25% dls- 

\ count AND wo pay rhlpplngl 1 
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he universe is  a perilous place and it has yet to 
be conquered. As a Battlelord, the women will 

The 23rd Century i s  a dangerous time where good 
is a matter of viewpoint. Survival depends on luck, 
savvy, and how many shots are left in your pulse 
cannon. Battlelords fight more things by 9 o'clock, 
than most people do all day! The question is, "Do 
you have what i t  takes?" 

Battlelords is  a skill based roleplaying system, 
utilizing percentile dice. Combat i s  realistic, fast 
paced, and quite lethal, applying locational hits to 
the body. The true excitement of the game i s  playing 
any one of the 12 unique alien races. You can be 
an Eridani Swordsaint, Mutzachan Energy 
Controller, Genetic Human, Changeling, or even the 
massive Ram Python! You alone, carve your destiny 
while adventuring across the untamed galaxies. 

BaMdsds oB h e  23rd Cmmry. 
*we is n h i n g  like it! 

e Lock-n-Load, The Battlelords' W a r  Manual: The most 
powerful weapons supplement ever compiled! Some 
5 1  weapons systems, cybernetics, equipment, Humpty 
Dumpties, and more. . . $15.95 

Injection: This 1 1 0  page campaign module details 
the growth of a brash, untrained mercenary group, into 
a hardened combat team. Contains Battle Master 
Information pool, and tutorial sections. . . $12.95 

c A d v a n c e d  C h a r a c t e r  Sheets: 4 -page  g r a p h i c  
character sheets with body armor representation. $3.95 

We  at Optimus Design Systems believe that YOU, the 
customer, come first. All ODs products are packed with 
information and loaded with artwork. ODs delivers the 

most quality for YOUR hard earned buck! 
So be smart and play the ODs. 

Optimus Design Systems PO Box 151 1 
Buffalo, New York, 1421 5 * (716) 885-1 336 
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a n d 1 C r o s b g i n t o ~ o u t ~ h  
~ E t a s e r a n d ~ r b t t r e ~ I  
fhefilmoperatMsw#liwtwmttoleawa 
untg tho kt ohuttb tr@. W w r ,  they 
p l a n t o b e a h r d t h t ~ & u t d e , a o  
theymmrromthermf, 

Either rbtem or pdlce wM W n d  
o n t h e ~ b e d o r e m e w ~ i a  
eomplete.An~ngw~den- 
wntm Is pdble. Eve* and thelr 
~ l t a k n d e p e n d ~ ~ o n b ~ t i  
p r o P - - - w @ m = I n e  
ambat, remember thot thh b e h h -  
g r a v i t y w o r l d , s o ~ t h e ~  - acffwdkrgb* 

T h e g m a ~ h a s a n ~ .  
UslngFomard~sknl , tbchar -  
aetersuunhawttflreonaemwd.7ha 
sandeestweanakobeusedmade 
I p n o o ~ a k ~ h P ~  
andalrwaR n 



Anaxlas/Delp hl(1724 A253A85-D/G reen) Date: 212-11 29 
f One more apocalypbicgmu p has appeared R thewaged wtlands of the Massilia, Dlarpra, and Old Expanses m r r .  Callng itself the Wing 

Soc'ity, the group is dedicated to the prerervation of bhnkal and Kientifk k d e d g e  In a time when these reem to be threatened. 
qThe Bedl-ktgs are mnced that the trends of the c u m t  % a d  Tlmes" wlll w l t l n  a cdlapse of I m w t  ollture owr a t  least certain porDkns 

of the Imperlum, and the technkal and xientik knowledge that to be lost In uKh a d l a p  will greatty delay the chances of recovery, 
rnerefore, the Eeedlings haw announced their plans to erhbflrh caches of knowledge throughout the Masrllla, Dlaspra, and Old Expanses 

sectom. There cachm will Indude automated teaching facitii, wpplles of uudal spare park for J d  high-techndagy items, and extensive 
databases conmlnlng a wide variety of infonatbn qubaient tD a subseaM u n k d t y .  Thfhese cacher wlll k bulk deep underground, an tah  
autonomous poww sources, and k hardened agalnst nuclear blab. 

m e  group hker Its name from the beedling, a b u d n g  creature natheto the Bescr syltem (271 3 DlaspWRed). The b d n n g  lives on a world 
orbiting the bright, K2 star of the Bexl  binary system. The world's orbit D h1g hly eccenbic, most of it being far ouwde the habitablezone, and most 
of the remainder being in the inner inhospitablezone. Twiceduring the planetary year thcmrrld passer thmugh the habitablezone, and durhg 
th is  perlod, short-life-cycled plants and animals appear, =does the beedling, which hihrnater h Its b u m  through the bng cold and short hot 
seasons, to emerge when condhhns are favorable h r  It. The Wllngs Intend that the knowledge thy preserve f ll be llkewise preserwd through 
inhospitable time so that R can emerge again when the tlme is right 
me Society is visiting Delphi in hoper of gaining financial b&ng fmm Margaret's gowrnmwrt It has atready constructed four such caches 

at secret locatlorn in Diaspora, but needs further fundlng to continue its work and expand Into other m r s .  It Is expected that thlr virit will meet 
with success, as Margaret Is a known supporter of programs to p m w e  the former Impedd Infrastrubures, 

AntareslAntares (242 1 A7624DA-D) Date: 271 -1 129 
me archducal station d Cerise, home of Regent Bnk  and most of the government of the h g u e  d Antar=, was lost with all hands aftw an 

uncontrolled fusion reaction in the station's power plant 
skking went daImed the liver of Regent Brzk, his farnlly, and most of the high-level p o h l  and mifitary leaders of the league. 

qPs of yet, no one has claimed responsibility for this terrorist actkn, but m a t  anal@ belfwe either Lucan's lmperium of the anti-Vargr human 
supremacist group Supetioritl is responsibla 
~tthepresenttime,theLeaguegovemmentlsInconfulon~~atremalnsdthepntkal: hIerarchyscrnmbl&aomaintain aontrotanddeslgnate 

a succermr to Regent Bnk. 

AntareslAntans (242 1 A762ADA-D) Date: 335-1 129 
qYet another blow came to the League of Antares as i ts remaining polftlcnl leadership p r o d  incapable of finding a succesxlr to the assassinated 

leader Bnk. 
W a rerult, rkthg and dvil unrest are on the rise. Rac'm against the Vargrls gmwing as well. 
qNummus worlds on the frontiers of the League have seceded from the League, which they condder to be unviable as a gwemmentwihut 

the leadership of 8nk. 
qln short the teague t breaking up into Its indlvldual worlds. Mwt analystr predkthtthe Lque  will not last as a cohesive body much b e p d  

the end of this year. 
!When questioned a b u t  thls, League spkespenon Marcus Hashan stated that *plans are already underway DD ensure that the ideals of BRk 

and the League of Antares do mt dle with the Regent himself." 

Trevor/Core (0125 C664000-7/Arnber) Date OS&t130 
qThetrfumphantforces of the true Emperor Ou linor have won thdr firrtvktory in the tertitwy of the murderous pretendwlucan, havlng crushed 

the system ddense forces of thlj bod w world. 
BDulinor has annwnced that this, his final campaign, will m o v e h a r d  as d d n y  demands, to daim the throne onceand for all. Dullnor wlll 

not retuntl t  he places hifooton Lucan'snedrand d- thelast foKe thathastmwghtsrr muchdepairanddmnxtbn to hb beloved Imperiurn. 
qDuRnor has a h  announced a policy of demency to all Imperial troops who tally to hh banner during thk final d h  on Capital. 

DlnhelCore (0523 BS90463-P/Amber) Date: 068-1 130 
me f o ~ e s  of Archduke Dulinor, murderer of Emperor Lucan's uncle, Strephon I, have dared to send military h Into hican's frontier wwlds 

for the first time stnce his defeats of 1 1 24 d m  him back to hls h e  sector. 
qAlthough thedefendlng fo~esinflicted seriousdarnageon theinvading fle theywere not ableb prevent Ounnorfmmrefueting and jumping 

to the next target In this wanton and dwtructive i mion. 
fThe Dinhe defense f o ~ e s  held their own early in the battle, as they were ddending well-known tenitmy, but Intelligence repa Indicate that 

the tide began to turn when Dulinofs forcer unleashed a supeweapon which ovehelmed the bravery of thdr defense 
qlEmperor Lucan had warned several times that Dulinor was engaged In unearthing and reyeatIng ancient doomsday weapons, and this may 

now be proven to be true. However, Dutinof s fleet 1s a long way from friendly b?dtory, and I r n p h I  Navy xoub are d l  aware of itr movemmk 
The full force of Lucan's Navy will smn fall on it with a force no weapon can withstand. 



VELLER NEWS SERVICE 
Celetron/Con (0922 A37sooo.F) Date OfP-t I30 

qCeletron, t h d t e d I m @ d M S W b n  OmlmnI w a s w a # # k e d w b y a  largefleotundPrthecommandofh~ Dullmr, 
In one k t  mad attempt b destroy the rlghtful bnperlal gwemment. 

q P u b I ~ ~ h a w ~ e m a d n o w t h a t h e p o a s c # o c s w h e t h e b d k M b 1 3 e u n r b p p p a b k ~ ~ ~ p r o d u c e d  byhlsDmyneslwq 
ddtamably defeated dw valhnt lmperfal forces M e d r r g  thlr shtegk syrtem, 

Q A m a ~ t a l g d d t h b ~ u w r t h e h p c t t a l ~ w t p o s t O m l c r w r , w h a r e D u ~ s f o r r ; e s b ~ c ~ m m a n d o t ~ o o p r ~ r P w # k e d t h c  
~ s & t a b a ~ k , k d r k r g f o r m o l ~ l n f w m a t k n t D f w l D u W s ~ m ~ T h k a t m w n p t ~ ~ m t h c c o m m n n d w w e n u n a b l e b o ~ m  
~ o t h e k h n d e r r t o r n a k t h e k ~  butbut~nrrrhteaddehtd tythsresoudl-mhhwhofwghttoddend thekwwchfmn 
corrupt ure. 
frhkbattlefurhwsappd t)le~thofthekwader8whowitrfindhtbsOBl~farfiwn~nsIf bhadmnalnedwlth hkdaughwathk 

homeonDlm.Amanw)rowsger~~bytrr#h#Yand~ by dnadmand~ecrptandentweapomcan mwmwhtheanalvktmy, 
me Celetron @em ddm squadron tr mgmuptng, and wltl not be found by DuEtnw to be a mkome apponcnt tk ncKt dime. 

Dlan/lkhsh (1021 A8DlADE-C) Dam 18611U1 
qhnperw D u l h  appeared bo tJI subJectr toQay in m nnouncemat Blrned in tht thmnc twm on OpW, pmbg that he has fhdy d o  

good on hlr prombe to dcfsat the imbous urwper lucan and r a n  as the @hdul Empem ot the third lmperlum. 
qhthebddpresantatlon,thewEmpsror~drectly t o h l r u r b ~ I ~ t h e e n d d ~ ~ p e r k d d R t b e l l l o n g a f m t h b l e g 1 f f m a t e  

s u e  and ~ l e  
q"My people all over the Imperiurn, I speak bo yw frwn the tMum Throne. I, Oulkxw M n  Ilethh, am Wly ad I&& the I m p  of 

the Third Impwfum. I hnve c&ed the dle murderer t c a n  and win Hlwft W fidh a l u s h  for at lmperbl dtlzer#. 
qrtre~meybtfikdayhasbeenabngone,andywhdtJwtRccdm&,butywr~hrvtnotbearhvrjn,forthoyhaveputma 

twewharelcnnatlsttfulfillmymissIonDo~,IaskyoutoputastdetheMfcdkrgs~m~Mhrw~~uu)lofwghtforotharwrer 
inwhkh t h e y ~ . l h e f x t t h a I m p d a l  ~ w e r p f o r c e d t o  maktwarononeanothcrkoncofthtdkcarcr$?atI hawdedkakd m y d  
to c u ~ f r o m  the moment L flrst ac- the wccezskn. The akne of thk log Rebellbn mnot pokon us agphst one a m t b .  We must put the 
RebeftionMindurandmwefomnrdtothefutunthatw&usall. 

q m e  R e M h  Is wed Long liw the Imperkrmf 

AmuIas/De!phl(l724 A2S3At&D/Cmn) Date 2tO.l I30 
qA200-bn F a r T m d e r ~  intothefloatrngwof Rhanon yesterdv, NUhg w~5000.ThL bthehtgesthof Rfethrrrfarh t h e m l y  

terffylng pattern of rebelling tech-. 
~ S p e E u b f l o n k t h ~ t a n ~ ~ d ~ o c r s a n d ~ c o m p u ~ v l n u b 1 t ~ m d m e a w r c r a r c M l r g ~ t o ~ t m l b I p r e r d . W 8 ~ ~ e  

~Ornnl-sp#tralelrxtromagnetic~ arebdlngducted tosee#thereka~radiatknthattr propagstkrg thevfrurfntonwyryrtems 
drnuFtaneouuJy. l - l o w ~ ~ ~  m e  say that the sudden coordinated sppearance d the sym- shorn that the Infedon hn bcnr bng sinee 
comp!ekdI and we are mw only the dactr d mething that b too late to pwwk 

fCovemrrwnt report that emerg- crsches of mputers  wIU k brdren out and dktrlbubed on a k i s  b nqke  fpW 
+s In an attempt to m W  the & a h .  

fhgdmntfrmedthkrepwtrndcaubknd t h e n d b a l m  w h i k v l s l t r n g s o m a d t h a ~ v l c t l m s d t h e t r a g k P f t ~ s h u # l e  
accident of two days ago. 

Ptn a possibly related stMyI the Oelphk A r c h ?  repwtr that thdr mcds datahe b rhowing large gaps h b ektmk s b q e  flier. Records 
mksing Mude gensnlogttlll and emus data for the yean 572-91 3, Eax neords for the plrrt 25 yeah and dah an bxk waste dqmd 

d a r d s  thrwghwt Defphl sector. 

G akhulllensh (2607 C474756-AIAmber) Date 243-1130 
qlnr bhrrechnlnofevmlsIAFchdukeDuhI claimantto thtlMumfhrone,wldlled DPday.TkArchdulrewar v t m  theW0srurface 

k t ldng the crrrsh landing d hb flagship C b h  hw  day^ ago. Erraakcompubrfumtbnklg c a u d  Cdarkn and the##nnpanylrrg C m m b n  
Fleet b pause In thc .syrtem white repljr and diagnostic worlt cwld k perfomnd. 

-days ago, C W d s  arnputer m d y  A d  the *p's main englner, ford4 the U out oborblthto the C&nm a b m q k e .  Only 
at the last minute m the shlp's aew able to rega1n control of the nssd tu *a "mW l d h g  hr a WW W. Smmral Qmage to 
heshipwarfaldtobene@gMe, buthercrawdid notwsntiorirkfnghtagpinuntrlthtoomput#scould becsrtORwlarrepdred.Inthe~~me, 
all drcurts to her maneuver ddve were -nwDed to pnvent recumme oS the 7 engine Rrllrg. 

qunfortunately, the rerponre of the Cakhuanr to thlr u v  viJt by thdr Werwas not wekomlng. T h e  had kcn a skdygrowlng 
cFowd assembtlng around the W s  d e d  h u l k , ] d g  at the man wb, ordy 57 @ago, koadcart ~ m p h t f o o t a g e  d hkruar sated 
on the M u m  Thrwre. Gakhuan, like ewry other d dong tfie llelfsh Fedadm fronds, has sufiered athe )Id of t # a n * s  E k k  War ralderr 

and a lnal md b the war was at  hand, they chanted amursd the d& YDutinw, klrsg m 
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qnnallyrespondlng b t h b l ~ d a n ~ ~ P ~ R n o r ~ d ~ ~ a l o n s k t t k a ) l a n d f u l d u n u m e d d v i r o n . A r e q u k e d c o n s i d e n b k  
courageon Dunndsparttostand h f r o n t d t ) l a ~ d y M k ~ I I w t h e s s p d # t r ,  them nonethelesr 

qWypeopl~'hedd,"IamywrEmperwiUdlybmed l w l l M r r g ~ t h e R r v l ~ l a  
q€tfenne,Marln b a Cakhuan farmer, and one of the tenders of thr! growl~g protert. Ulrc the others here, he wsr swpkhus d w r y  ttrat tht 

Outlnwthay~swdldnatlppsartobettreaonMenthperwt)lattheytlm~dghtweekragaYWewant~All hekg ivmusk  
p~wntses that he annot futfill. Uhtltlltd prwnlPcf an UcrP 
~errrcweDultrwrrpdre,themthatdappearPdbbeowneentaged.kA~~thearrwd~wsaboutbrurge~rdbo~h 

Dufinor, r freak acrldent occurred. A rwarby aubmated eombfne, one of muy such on this agricultural w r H a  wan grinding & 
Dullnw, artOIng a swath thmgh ?he stan6 of grdn. 

qDutimr snw the oneomIng m U w I  but rehrsed 03 g k  ground, 
qDuOnds report ahat the Archduke dfed Instantry, dhnwnbwed by the whirlig blades. 
~ r e p o r t t ) a t h t e o m b i n a ~ u n # . r u p I e d a a h e t k n a  
q M w n b e n o f D u T d s m ~ ~ s t a f t i ~ ~ ~ t h l s n p o r D e r ~ t M s r e p w l ~ 1 1 ~ l l d ~ b t d ~ ~ ~ ~ ~ n f d c n f j f i d ~ m # n k r  

m l e d  them, sayhg, "lA over. M s  nothlng bo sbp. It's fl nally, really 
qD~I/~~~neverOfflcklUydesfgnatedmhdrtahkpodMartnperw, althwghhIskmmnt)lathk&ughtabbwsshffncDo##ceadhh m 

F 

AMMulte. 
qln l!&h, tt wwId appear that the long war Ir owr. 

UsdlkVGushemege (1015 A6649EF-F/Am ber) Date: 268-1 I30 
M i d  IncreaJng reports d mtkally Wwhg systwu, such as yezterd#s h death at the hands d automated M n g  

machineryI Strepbn's gwcmment mnwncns that Lucan's wpwesponr h t r  an no laughing matW, and hwm m e  b fnrhh. 
~l &msan&W todfxonnectall anputen ,ad  ~akenocommunidem mc&bmarmal m m  Exprbsaykmayalreadybeb 

bfgtodopyxeadofh~.  
~ k & ~ r o d e l r w d c r d u s f r m S t r e p h o n ' s g o w m m ~ t o ~ ~ ~ k r t a o m ~ n c e k o n h o i d ~ r r g a p p e a l o n m ~ f r ~  

phclpkr At thk tkne most of a# 
time most of of of d time mort of aU --wmW-Wp pWs right to informati' "7w ,... fh@,e... 1 BrDflp,'lfB &2...33 k ...... 

~ ~ A c I & ' j f i  .... ..ll .... 3 
,g$ pt h. . . , 3 I n ~ m s  Bak..&Mk.,..f3 - ~ ' ~ & & l o e " a ~ * & d  

CapltaYCore (21 18 AS8&#8+/Creen) D a k  273-t 130 
~ l t h r o u g h t h e ~ d L u c n n r s ~ a n c w n k r g c o n d r m 1 n g ~ d m a l h r n d k n l n g m ~ ~ n y ~ h a w k e n l o l t , p n r t k u k r l y  

a b o a r d ~ i p a a 5  r* 
alf atfursdknhq mputers. Many IIm haw been 1 & , ~ 3 ~ r  
wnsystemrthathsdbanshuedormaMfreurnRguredrerumethesamebehavkcar~oonsathyanbrougMbaJconhk.le.thtrerrklenct 

w r g g ~ v ~ b h  

' 

SestiaolReft (1 301 A 1 2 W 7 W  bet) Date: 3 12-1 130 
EMERGENCY BUUTnN 
FLASH f LASH FUSH FLASH FiASH 
qDomafn of Deneb Nary reports that Oomaln of Deneb botdcrswecbwd ~ b n m e d I n t d y t o r  Indefinite futuruAn)n#lt athmptrng to& 

the Oomatn of Dmeb k suspect to search d s h i r e  or m e  d & w t h  
qCornmunkatIon will not be accepted. 
P k a l n  d Deneb goer off the alr Imrnedilatdy. We keep the flame. bod Mr. Cemmunkath d s .  

EMERGENCY BUUmN 
ALL TN S DATA NODES 
F W H F M H  Fi&H FtAEH FLASH 
qhvhsappears tobewad bycommunkatron, a n d b e  bystrrshIpa rtlrbeaeredthattheX~trystemandtheTrawllmN~SBlvke 

havealso been-, and may bes+~thcvhstnywrdataryrtemcven a r p u  nadthk. 
me only d h  Is to c e  all m m u n h t b m  Shut all 

. . . . . . . . . . . . . . . . . . . . . . . . . 



hidventwetakee place 
In Ohlo and West Wrglnfa 
dblntemki faragm 
of Exphneed P C 8 . M  
-rs are hired to 
bring and equtp 
Mboagrwrpof human 

sunrhrors in Damonground-Infested 
Woet Virginla. b actuality, the PCs are 
being lured into an elaborate Dark Min- 
bn trap. 

BACKGROUND 
The following lnformatbn can be 

made available to the players. The ex- 
ad amount rwe&ted and how the play- 
enbecomoawwoofkarolofttotha 
refew's d i h n :  

The &aQe d Wegt Virginia has re= 
cently fallen &msl entirely Out-bw, 
wlth llttle or nojederal author@ present 
in most areas. Even h d  autbdty has 
dlmlnfshed or vanlshed entkly. Be- 
cause of the horrible conditions, most 
people hva left Weat Vwglnh for better 
areas. However, pwplofieeingthestate 
offon reported that others wore uqabb 
to leave, for whatever reason. In order 

,.&suhstantiate these dalms, a small 
m i l i i  hm led by Captain Danlol 
Jeffrey$ ente-. rglnia. Contact 
was kst several houn \ the force 
mered West Virginia, and no one ex- 
pected to hear from Jeffcsys or his men 
ever again. Naturally, #I =me as q u b  a 
surprise when two weeks ldter contact 
had been kst, Jeffreys came out of 
Wesl Virginia with news d a lagegroup 
of survivors. 

REFEREE 
West Virginia is now Mested with 

Dark Minions. Those who cwld f lee di 
so as f~ as their mDde d transports- 
b n  could carry them. T h e  who didn't 
make li out died, or worse. There is no 
federal, &ate or bcal authority left Intact 
in moat d W d  Vuginia. 

It is, overall, a really k i  place to be. 
Captain J&eysn ox$in was at- 

Weed by Dark Minions and their allies 
when they entered Demorground. Mast 
of the force died in battle, but several 
soldiers, tncludiw the cqtah, were 
Wen alive. Most of thew soldiers died 
in hw* Dark Minbn aperiments, 
but Jeffrey$ and Sergeant SMe Miller 
were kept alive. fheir brains were al- 
tered by Dark Minbn surgery, and they 
were sent outto lureotbrs intothe Dark 
Mlnbn trap 

O m  Captafr~ Jeffrey8 returns, he 
will begin recruiting assistance and rais- 
ing money to purchase equipment and 
supplies for the t u r v h . '  His recruit- 
ing effotta will be geared at those who 

have fought the Dark Minim or at least 
kr#w abwt them. Jeffreys may contact 
the PCs I he kmws h u t  them or il 
other people 'he has cMltaeted know 
lrboutthem.OrthePCamayseeoned 
h0  dr. 

cleffreys haschosen h l u m t w , ~ b ,  
as hls baso of operations. He hss ap 
qulted anemptywarehoum in thedown- 
town area and Ls wrlng it as his stqiw 
area He will condud interviews of po- 
tentlal re#ub In P small offb in t b  
warohourro. During the intenrlows, he 
will make subtle hlnCs abut strange 
thlngs belng on the b m  in West Vk- 
ginia and will attempt to draw Informa- 
tbn from the Intorviewee. If Joffroys 
beliwes that a perrwn knows about the 
Dark Minbns, hewin hlre hltnforthe job. 
Naturalty, the intodews should ix run 
so that all the P a  gal hired. 

'Tha exact amount e& recruit is paid 
f6r the misskn depends on hb skill, 
experience and reputation. Jelfreys is 
willing to give some up-front money for 
equipnentor~mlghtbeneoded.  
He will atso promise h u e  money. 

Jeffreys wllf glve a rough descrlptbn 
of the m k b n  to t h  he Interviews, 
but only those actually hired get the full 
story. Jeffrey8 will tel tho people he hm 
hired that they will be taking several 
kwkbchoffiquipment andsuppllesto 
a Iwga groupof sunrhronr who are hold- 
ing out in Wee3 Virginia He says that he 
intends to give t b m  Um means to keep 
on lim. He also says that this Is the 
fiM step In reclaiming West Virginla. 

Of course, the aq ual p u p s o  of the 
m h b n  O to lure people who oppoee 
the Dark Minions to their deaths, and to 
bring supplies and equipment to the 
Dark Minions in the West Virginia Do- 
mong mund. 

CONVOY 
Theoonvoyconslstsdtwo H M W 8  

with mounted M60 machineguns, om 
O m  2'h-ton truck mnflgured to carry 
psssengers, and hvo Kenihrth Pile- 
driver semitrailer tractors hauling en- 
eked  tralfera Most of the trailem' car- 
gaa conski of mundane items like build- 
ing material, food, medM s w  and 
s o f o r t h . f h e r e ~ ~ ~ n s h t h e  
trailers' cargos. One of the trallers hsrs a 
box containing 10 Ml6- (the b x  Ls 
W l e d  as containlrrg AR-1 S), 20 30- 
round clips and 300 rounds for each 
weapan. Another box &ins 10 In- 
gram MI0 .& (the box is labeled m 
W f n i n g  propane canisters), 20 d b  
and 200 twnds for eaEh weapon. Aw 
other box containing an M2HB and four 
baits is labeled as crrntalning a stove. A 
boxlabeled as wntalnlngpipeaactualty 





contains eight M136s The last box of 
weapons is labeled as containing 10 
Mossberg M500s and 100 rounds per 
gun, which is exactly what it contains. 
Only the captain and the sergeant know 
what is in the mislabeled boxes. 

NPCs can be used to fill out the 
convoy. They will be mostly Experienced 
and Veteran NPCs. There will be no 
Novice NPCs. 

The NPCs will be well armed, and 
most will have had some experience 
with Dark Minions. 

COLUMBUS 10 W R l E n A  
The trip from Columbus to Marietta 

will take two to three hours, depending 
on the speed of the convoy. The high- 
way between the two cities is in fair 
condition and is maintained on a semi- 
regular basis. There has been some 
trouble recently onOhio's less-patrolled 
highwaysfromgroups of people attack- 
ing tractor trailers to loot them for food 
and other supplies. Some of these 
people have almost no other way to 
survive, but others are in it for the loot 
and the thrill. Naturally, the PC convoy 
will be attacked by one such group. 
They will assume anything worthguard- 
ing with two machinegun-armed Hum- 

mers is worth stealing and will strike on 
a deserted stretch of highway, near an 
overpass. 

The attacking group will consist of 
two subgroups: 

The first subgroup includessix people 
on dirt bikes. The bikes can ba treated 
as Apaches and the riders as Biker 
NPCs. They are armed with Colt Py- 
thons. 

The second subgroup consists of 
eight people in a beat-up pickup truck. 
The truck can be treated as a Chrysler 
Conestoga '14-ton pickup truck. The 
people can be treated as Ganger NPCs. 
Two of them are armed with Marlin .30- 
06 bolt-action rifles, and the rest are 
armed with Mossberg M500s. The size 
of the group can be modified in accor- 
dance with the numbers of people in the 
convoy. 

The bikers cruise the highway, look- 
ing for victims. Once they spot the can- 
voy, they will radio the others in the 
truck. The driver of the truck will drive to 
an overpass and set up an ambush. 
Once the ambush is in place, the bikers 
will begin to attack the convoy. 

If the convoy makes it past the over- 
pass, the ambushers willget backin.the 
truck and set off in pursuit. The attack- 

ers will not kill more people than they 
need to in order to capture the trailer 
trucks. They are primarily afterthe cargo, 
not thrills. They will break off the attack 
if the convoy seems to be too much for 
them (taking heavy casualties will do 
the trick). H the attackers take the con- 
voy, the survivors will be looking at a 
long walk, and the captain or sergeant 
will have to start over. If they do not, 
what happens next will be upto ths PCs. 
Of course, another "survivor" from Jef- 
freys'expedition (achangeling thistime) 
could make an appearance. 

If theconvoy makes it past the attack- 
ers, it will encounter no further difficulty. 
Oncethey get within 10 milesof Marietta, 
the PCs will be back in a well-patrolled 
area. 

M R I C T F A  
Marietta is a town of 22,000, located 

at the intersection of the Ohio and 
Muskingum rivers. In this part of the 
country, the lack of reliable land trans- 
port routes has led to a revival of river 
transport.Avariety of craft ply the rivers, 
and Marietta has thrived because of 
this, becoming an important small port. 
Since Marietta wants to stay prosper- 
ous, the city has invested in river patrol 
boats (aforceof six, with Veterancrews). 
And because West Virginia is infested 
with human outlawsand worse, Marietta 
maintains a paramilitary force of 50 
people. The force consists of 10 Novice, 
30 Experienced, 9 Veteran andone ESae 
NPC. They are armed wlh M-16142s and 
are equipped with jeeps. There is also 
US Regular Army force of 20 soldiers, 
including 16 Experienced, 3 Veteran 
and one Elite NPC. The force has two 
two-man M60 crews and one 60mm 
mortar crew. The rest of the force is 
armed with M16A2s. The soldiers are 
assigned to guard the bridge to prevent 
any unwanted intrusions from West Vir- 
ginia. 

Several members of the paramilitary 
force have been into West Virginiasince 
it 'Yeli,"and they may be a useful source 
of information. Some of those who have 
been into West Virginian Demonground 
havetheirdoubtsaboutthetown Jeff reys 
claims to have found, but they will only 
express such doubts if the PCs get to 
know them. 

Inspection: The PCs' convoy will be 
checked by members of the paramili- 
tary force upon entering the town, but 
the inspection will be cursory, since 
Jeffreys is known by the checkers. 

While the vehicles are being given 
the once-over, a bedraggled old man 
will stagger up to the lead vehicle and 
start shouting at the top of the lungs: 

Dark Conspiracy 



small town located 



Graveyard Mist: The road the con- 
voy will take goes past a graveyard. 
The people in the lead vehicle of the 
convoy will see a gray, foggy mist ob- 
scuring the road ahead. The mist 
spreads out over the graveyard, ob- 
scuring it. Dark shapes will be visible 
moving out into the road. As the convoy 
gets closer, the nature of the things 
b!ocking the road will be evident. 

The road is blocked by eight skel- 
etons that have been animated by a 
Graveyard Mist. The Graveyard Mist 
recently came through a dimensional 
portal and is making its way toward 
Ohio. It is not associated with the Dark 
Minions who are controlling Jeffreys 
and the sergeant. 

PWIW Vl%tGIIYVIA 
The town the convoy is heading to is 

80 miles from Williamstown. The road 
to the town is rather narrow and is in 
poor condition. Since the terrain is 
mountainous, the road goes up and 
down, and there are many hairpinturns. 
Wrecks often mark places where a 
driver's skill or luck ran out. Except for 
an occasional abandoned shack or 
trailer, the area is empty wilderness. 
The territory borders very closely on 
several areas of Demonground. The 
noise of the convoy may well attract 
unwanted attention. 

Check for an encounter every half 
hour, or more often if the convoy is very 
noisy. A roll of 9 or 0 on 1 Dl 0 indicates 
an encounter. Roll 1 D6 to see what has 
been attracted by the convoy. 

Roll - 
1 

2 

Encounter 

Dogs: When the people left or 
died in this section of West Vir- 
ginia, many dogs were aban- 
doned. They have gone f era1 and 
may attack humans outside of 
vehicles. 

4 Animated Auto: A leftover f rom a 
battle between humans and a 
group of dark elves, the auto is 
parked off to the side of the road. 

Dark Conspiracy 



A broken skeleton (human) lies in to the town has a gate made of logs Walther PPKs. They will try to use Per- 
front of it. Once the convoy goes across it, with several men stationed at suasion and their empathic abilities to 
past, it will start up and attack it-actually six lgors armed with pump capture the PCs and NPCs alive. If 
them by ramming. The car is a shotguns (treat as Mossberg M500s). resistance is offered, the Dark Minions 
Chrysler LeBoeuf. The convoy will be greeted at the will flee and have their lgors deal with 

5 Igors: These four Dark Minion gate by those stationed there. The men the problem. There are 20 lgors armed 
lackeys are armed with double- will smile at the PCs, but an Average w~havarietyoihuniingweapons(Ruger 
barreled shotguns (treat as Sav- task roll using Psychology will reveal .22 semiautomatics, Marlin .30-06 bolt 
age 31 1 -Rs). They have a bat- that there is something sinister about actions, Savage31 1 -Rs, and Mossberg 
tered pickup (treat as a Chrysler the men. M500s). The igors are not terribly brave 
Conestoga) for transportation. As the convoy enters the town, the and will flee if things go bad, unless 
They are servantsfrom agroupof PCs will see people walking the streets. their masters stay to inspire them. The 
Minions not aware of the plans of If the PCs are observant (an Average lgors have four be&-up pickup trucks, 
the group Jeffreys is serving, so roll using Intelligence) it will be evident and the Dark Minions a GDM Ariel to 
they will try to kill everyone in the that there is something wrong with the escape in (the car is concealed in a 
convoy. people. garage). 

6 Cows or Horses in the Road:The 
road is blocked by a group of 
cows or horses that have gone 
wild. The animals must be re- 
moved from the road for the con- 
voy to continue (there may well 
be other creatures stalking the 
cowsor horsesthatwouldn't mind 
adding a little human flesh to their 
diet). 

TOWN 
The town is located at the bottom of 

a large hill. As such, the PCs will have 
a good view of the town as they head 
toward it.They will be able to see people 
moving about in he town and will see 
armed men on the perimeter. The road 

A Difficult roll against Intelligence or 
an Average roll against Psychology will 
reveal that the peoples' expressions of 
joy are not sincere and that there is an 
emptiness to their eyes, as if they were 
puppets. 

These 30 people have, in fa&, had 
all their Willpower drained and are be- 
ing forced to serve as decoys. 

Once the convoy reaches the center 
of the town, the characters will be met 
by the town leaders. They appearto be 
three handsome men and a beautiful 
woman. Two of the men are actually 
bloodkin vampires. The other man and 
the woman are actually dark elves. The 
bloodkin vampires are unarmed, but 
the two dark elves are armed with 

CONCLUSION 
If the PCs defeat the Dark Minions 

and their allies, they will be able to 
rescue the people in the town. The 
humans were captured from towns in 
human-inhabited parts of West Virginia 
andfrom neighboring states. Ifthe player 
characters search the town, they will 
find little out of the ordinary. The main 
Dark Minion base is located in a series 
of underground caverns 40 miles from 
the town. 

Ifthe playercharacters aredefeatd, 
they will be taken to the Dark Minion 
base and subjected lo horrible experi- 
ments. The exact details are left to the 
referee. R 

I The sequel to the Nuclear War & Nuclear Escalation Card Game. ,.;I 
. . 

XUCLEAR PROLIFERATION is the explosively funny 
card game for 2-6 players of all ages. Choose which world 
power you'll play; Little Bittyland, Bananaland, Bermuda 
Triangland, Bagmad, or one of many others included. Use 
your countries Special Power, secrets, top secrets, & propa- 
ganda to gain control o f ,  or eliminate your enemies popula- 
tion. When that inevitably fails, all-out war breaks out as 
players launch stealth bombers, submarines, scudmissles, and 
fire atomic cannons at each other. Stop attacks with patriot 
anti-missles, stealth fighters, decoy missles, saboteurs, and 
other special cards. And look out for Klodzilla and the dreaded 
computer virus. Nuclear Proliferation adds special trading 
sessions, new top secret and other special cards. It's a 
sarcastic, humorous look at the futility of Atomic Warfare in 
the post-cold war 1990's, and can be played alone, or com- 
bined with Nuclear War, Nuclear Escalation, or both! $19.95 

version of Nuclear War where you play against 4 com- 
Available at your local game store or order direct from puter opponents. Available in IBM format in both 3 112" 

Flying Buffalo P.O. Box 1467, Scottsdale AZ 85252 or a 5  1/4" version. Alsoavailable for the AMIGA. Please 
specify when ordering . $19.95 

Please include $1 for postage & handling 



I tell ya, chummer, ya 
just never imow these 
days. I thinlc the last time 
I heard about somebody 
tmsting somebody else 
was back in the early 
'20s. And that was only 
because the other guy 
had no choice. 

Personally, the only 
thing I trust is my HK. 
And w h e n  it's n o t  
around, 1911 trust my 
spurs. 

One thing I can tell 
you for sure is never, 
never tms johnson. 
men again, chummer, 
you wouldn 't be able to 
hear m e  ifyou didn't 
alreadyknow tha t. 

By Chris Hussey 
40 Challenge 69 
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1 
he following is a Shadowrun scenario 
kt up to five PCs. There should be a 
good balance of charader types if the 
party wishes to & well. This scenario 
requires the Shadowrun ruleboak, as 
well as Gritnoire, Street Samurai and 
SpraWr Sites. 

The two parts of this adventure are 
not meant to be played conseeutlvely. 
The first part of the adventure, Knock- 
Down, should occur months of game 
timd before the second part, Drag-Out. 

PLOT SYNOPSIS 
Roland Bartlett is asleekdouble agent 

for Kelmar Tech. He currently works for 
Proteelion Disbursement lneorporated 
(PDI). POI has learned that Kelmar de- 
velopedaformutaforanewtypeof body 
armor and has sent Roland to q u i r e  a 
sample. Roland- hires the runners to & 
thedittyurork. Unfortunately forthePC$, 
it's all a setup, and the runners are 
ambushed. Barely escaping with their 
lies, the runners realizethey havebeen 
set up, butthey are unabletofind Roland 
and get revenge. 

Several mbnths later, the runnersare 
hired again by Roland (although they 
don? know it) to be on the other side of 
the setup By then they rearize exactly 
who Mr. Johnson is. 

PART I t  
KNOCK-DOWN 

The following should be read to one 
of the charaders, preferably a nonmage 
(Roland will not meet with a group of 
runners): 

You step into the Dinge. The Ights 
f m  the ceiling sway ba& and forth 
acrossyourbody.Aplume of what could 
best be called an interesting-smening 
smoke fib your nostrils. 

Tm ork and two troll exotri: dancers 
wh$ a ~ m s  the stage in a frenq. Many 
of the patrons pbseyou can see thrrwgh 
the smoke) actual&seemtoenjoy watch- 
ing bur mounds of warts dance on 
stage. 

Must of the pafmns do not look like 
shadowtypes, however. They m r t o  

I   el mar is to cornerthe market 
with this. Too bad it won7 be out for 
years.' 

be more dVre suits and wageskves ouf 
for a good time. You begin to d w  if 
this is the rigAt &we. 

Before you deide to leave, a wait- 
ress, her hdr sZyM in a pu@ sun- 
burst, ~ t s  in front of you and mo- 
t h  to a table. She says she'll Lwiw 
you a drink on the house. You mile and 
head over to the table. 

When you see the man sitting there, 
you are positive that this fs  the wrong 
place. He weam an rl&f&ing po&srmc 
suit whose lapels we at least 177 miles 
too w&. The part h his graasy hail 
seems more /fie a fd l ine .  The drink h 
his handshake like a blenderon vortex 
speed w)l& the drink's umbrella spins 
lke a mobile hotno in a tornado- He 
Invites you to sit down. 

*Greetreetrws ... ah ... &ummer lw~me 
is Mr. ...ah... Johnson. I needajob done, 
and you are the one I*m Wing foe" 

You are about to Pave, not wanting to 
&smym~eek'sbabysitting. But when 
lizard I@ mentions 20,000, you decide 
to listen. 

7 represent PDI, and I need some- 
one with your ski& to get a job dona. 

"Kehar T& has devekped a new 
formula for M y  amror whkh w u M  
allowthe protection of heavy morwith 
about half the weight Obviwsl): we 
wukilke to have lhe brrnuI~ourseIves. 

"Kelmarb currently holding r sample 
dthearmorata wamhow in Redmnd. 
The@ is easy enougb4reak info the 
warehouse, stod the sample and get il 
to me." 

Mr. Johnson slides a sTp of pper 
acvoss to yw. On his the phone number 
where they can have him a messape, 
as well as the address of the ware 
housa 

ML Johnson leans back and takes a 
dribble fm his drink There is a brig 
pause as you bok at him. Suckienk it 
hits him. "Oh. moneyl" He laughs, then 
h k s  around. 4 can give you a total of 
100,000 nuyet+20,0# now for ex- 
penses and the rest up& cwnP,etbn of 
the mission. Any questions P 

Roland tells the runners that they 
must make the run on Friday night. H 
they ask why, he says that Friday is 
when securiiy will probably be the light- 
est. tt Is now Tuesday. 

The runners may negotierte, rolling 
against Roland's Negotiation skill. The 
price will increase 500 nuyen for each 
net success the runners receive. 

Decklng Kelmar Tech and PDI 
If a decker wishesto t w k  into either 

Kelmar or PDlls system, the gamemas- 
ter isencouragedto throwplenty of ICin 
the way. No dedting is necessary for 

O P P ~ ~  
A m e r t a m  of shadowrunners has 

been hired to mbwh the party. These 
foursecurityguards have been assQned 
to prated the facility, but they have no 
Mea what is golq on and knaw nothing 
of the My armor. The gamemaster is 
encouraged to be very devious here. 
This encounter shouki not kill any P a ,  
just hurt them. Bad. The PCs shoukl be 
afbwed to take the warehouse, so they 
can find the fake body a m r  sample. 

Eaeh guard is armed with an MP-5 
TX and an Ares Predator. Both weap- 
ons have two extra dlps. All guards are 
wearing a r m  jackets (33). The four 
guards are as folbws: 

Merearchetype (Sha&mn, p g e  
40). Add a smartgun link and boosted 
reflexes of 3,Allweapons have smartgun 
adaptors. 

this scenarb, and the dedrer will prob- 
ably not learn very much. 

If the runners attempt to find out any 
information an Kelmar Tech and the 
new body armor through other means, 
have them mll an UnresiW success 
test with a target of 5. Consult tho Suo- 
eess Tgst Table if they are s d u l .  1 

Any attempts to find information on 
Mr. Johnson wlll be met with failure. 

Any other information gained on I 

Kelmar or PDI is pretty mundane and 
not relevant to the mission. 

L 

Warehouse 
Roland has set up an old warehouse 

for the run. Use the medium bank w- 
chetype map ( S m  Ses, w e  91, 
with the following changes: 

Remove all furniture except for the 
offices in the upper and bwer right cor- 
ners. These omes are In lousy shape 
and contain nothing of value. 

Rernwe the automatic tellers and 
the wall t h y  are attached to. 

Allow both entrances to open to a f ull 
width of four meters. 

The vault is not a vault, but asecured 
storage area 

L 

A drcular staircase at the midpoint of 
the lei? wall leads to a atwalk system 
that runs the length and width af the 

i 
warehuse. ' 

In place of the table is the a g o  truck 
which holds the M y  armor sample. 
The sample is actually nothing more 
than a worn piece of tarp. 

P l w  mates and boxes throughout 
the warehause to provide the best am- 
bush points pssibla 

The warehouse is surrounded by a 
2.5-meter-high fence seven meters 
away from the building. The guards will 
remain inside the fence at all times. 



Former Wage Mag6i archetype 
(t3Womm, page 38). Inereme all at- 
trbuks by 1 m. She also hm a 
Power Foass (2). Combat Spell Pur- 
pose Focus (2) and a Spell Lodc of 
Combt Senw (5). 

Former Cornpiny Man archetype 
(Shabwm?, page 37). He Is wirg his 
heavy armor, and his weapons are 
baled with APDS rounds. 

Combat M q e  arehetype (Sprawl 
Shpage88). -allatbSbutesbyl 
pint, and inwease Sorcery a l l  to 7. 

After E f W  
After the adion, the PCB discwer 

that the telecom number given to them 
bebngs to a street samural who haa no 
idea what is golng on. The runners will 
be mighty upset whenthey findout they 
have been set u p  There is l i e  they can 
do, Wver-any efforts to find Mr. 
Johnson or any dues about h h  will b 
met wwhh fElilure,Thegamemaster is en- 
couraged to let the charadars exhaust 
every avenue of eearching before giv- 
ing up and moving on to another en- 
ewnter or seenarla 

PART ma 
DIIAEOUT 

R e d  the following to one of the char- 
a&rs,qalnpreferdya nonmage (but 
nat the same chamer): 

~ y o w ~ y w ~ ~  
b h e L o d c e d a n d L o a d e d ~ ~ y W  
I c n o w h o w a h ~ y w a r e ,  th thenrmors  
pukhuddPhispkeWmtakeywr 
 and^)^ r n h a z e d  
d3.e&dJvuwems b * k K  
a d b o m a k e w m p h T p a s s w t  
tYIm&ywr~h 

An 0th waitros w s  you. A 
smirk ctvsms her ~EW as you let her 
know whyymkh~re.  She- tothe 
o t h e v s W e o f t h o b a ~ , t h e n ~  
iniothesmoke. 

Ptdesyoua whJe ~ I J n d y w # ~  
factor. He & seat& quite  casual^ with 
feet tp on the table. He doesnr make 
any readbn as flu *ma&. 

%it. You wmta/ob?l+mpurmgel* 
Were.."Johnm sfides you a s@ d 

wkh an address on L 
*This h a a h w s o  my mastors 

needprotecfed. 7Rerecouldbearun on 
&within the next fewdays. Gebdran)rone 
who oomes h there. 15&000. D M &  P 
howyouwantit.Here's~000~ex- 
pens@$. Lkethonumberon the-d 
the paper lo wntm me when com- 
pietd. # ifem isnl a tun on the ware- 
house by Wednesday. keep the 25,046 
andgohome. 

Ilf p have any queshs,  you'd 
belter sbt a d  run. I'm busy.' 

R d d  will onb day five minutes for 
questions. He will then law wSthout 
saying another word. Atter Roland 
lerrves, have the character make an 
UnresMed Perception and Intelligence 
check with atarget of 0. tf the charmer 
gets at least one s w u m  from each 
test, tell the character there Is some- 
t h i i  d b u t  Mr. Johnsm. 

I! is now Sunday. When the Phenter 
the warehouse, they will find a letter. tl 
reads: The run on your position has 
been confirmed. R should happenTues- 
daynight B e ~ . C b n o t f a i l r n r a  

WarelPocrse 
Use the same medium bank arch* 

type map for thla nrn, making a few 
changes at the referee's d i w e t h  sa 
the W b n  is similar but not identical. 
Howew, there will be npfence or secu- 
rity g u d r  When the runnem enterthe 
MI@, anyone making an UtudsW 
Perceptbn and Intelligence check with 
a target of 8 will experience an eerie 
sense d familiarity or dejh vu. 

meet him a doek 67 ( u s  the do& 
- f m m m * , m a a l  
at 11 the next'nwt. 

Roland will arrive on tim-h 
backup. He shows up in a Nightsky d 
step  out with his four bodyguards 
(~wlSilBS,page97).The~uards 
areinlhir heavy armor endcarry HK 
227s whh explaaive ammunition. 

Roland has every intmbd wing 
the runners, all r f g k  ff the rumersflght 
back, he will attempt to & as much 
damage as -He, then escape and 
let Ms ~~ finbh the wrk. The 
limo driver has a Car skill of 4 

If M n d  escapes, h will be back 
Ha wants no recardof hls advities, and 
the PC$ must be silenced. He will at- 
tempt to hunt down each runner, 

KARMA 
Karma awards shouldn't betoo great 

Oor~f i rsfpartof the~we,krt the 
runners should get extra karma # they 
are able to figure everything out for 
themselves in the m d  part. - 

Al members of the attadring team 
have the statista- llsted in thelr arche- 
types, with no rnodifidons. The at- 
tadten are as f o l k  

Dwarf Street Samurai (Street 
-w-,wp 1-E 

EN Mage (SprawlSites, w e  100). 
Ork Mercenary (Shadowrun, p a ~ e  

41). 
T w  gang members (Shadowrun, 

p q e  39). 
T w t m d u ~ p W ~ K i d M a g e s ( ~  

SiW page 121). At the firsl sign of any 
real trouble, the Wu W will take off. 

t i  the runnersiplaythrough theseene, 
adion will run much the m e  as in the 
fir& pa$ of the adventure, only they wlll 
be on lhe m i t e  side of tho aim. 
Again, make the battletough, but let the 
PCS sunrhre. 
I the runners hava not figured wt by 
mv tha3 they are &iq the me thing 
they did a few morrths w, only frwn the 
o t h e r d e , h t h e m r o l a n U ~  
b@emetestwtthatargetd8.Ianyone 
succds, let theminonwktis~on.  

Afkr E f f c d s  
Mthe runnersdecide totum Roland In 

for hb doubledealing, they contact the 
head of PD1 here in Seattle, Barbara 
Slcarosa She will l i e n  to what they 
have tosay. She has been suspkiiusd 
Roland lately, andthis confirms her sw- 
pidons, She will pay the runners a small 
sum for their Inb (5000 nuyen botal). 

ll ths runners contad M n d  to col- 
led their payment, he will tell them tg 

ROLANDBmTLmT 
Roland was recruited oFI of the stnets many 

years ago by Kelmr T&h, Kelmar saw poten- 
tial in the young adept and helped to hone hiri 
sWlls to a fine edge, Roland Is me d Kelmah 
k t  agents in Seattle, dm one of the most 
aggressive. 

Roland hasseveral personalaiesthathe h s  
toplay, and hewdroplntoany aneat anytime. 
Two of his fawrites we the corpgeek and the 
-1 Wer, the iw he plays m this mnario. 

In combed, Roland prebrs to go at it hand tu 
h d  and shows littte mercy. He kI- that 
anyom who swvives cornbat would be r rlskto 
h i m a r .  H heis lasing a f i i t ,  he will bargain for 
a deal, which he wit1 eventually 4ack out of. 
Essantially, Roland will da anything b win. 

is a Grade 2 PhysW Adept EnitUe. EY: Ickness: 6 6 

Strengtk 6 
Chwlwm 4 
Intelllgena: 6 
Wlllpowet: 5 
h n c e :  6 
Magic: 0 (8) 
Redon:  6 (1 0)  
Powws: Killiw hands (6S1), th&rmograptik 

vision, increased reaction (2), smamun link. 
p ' n  reistance (21, impllovd hearing, auto 
success (21, unarmed QQ- 

Gear: Predatw II (reaaivetr*~r,  three extra 
dips), armorMet@B), S W W t  100SMG 
(two extra clipat, APOS rounds), f o m  g u ~ h  

Wlk. F ~ m s ;  6, Unarmed Cornha: &, 
Stealth: 4, Ath le tk  3. Etiquette (S!rwr: '4, 
(Cop): 5, Ceu. 2, NqptiatsOn: 4 f l  
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A 
fewnlgkafterthepl~w 
charaders hear the ru- 
mor, they r w i v e  word 
through their usual wn- 
taets that the job is theirs, 
if t h y  want it. 

At a predesignated 
time and Mi, an AV4 

drop from the sky and picks up the 
characters. h is plbted by a short but 
normal-koking pibt wearing gaodqual- 
hy street clothing. The AV pilot refuses 
to talk to the PCs and is separated from 

.them by an SP40 bulkhead. TheAVride 
only lasts 15 minutes, ending with the 
aerodyne grounding atop a building, 
where it is Lowered into the buikling 
interior. The PCs are greeted by several 
unarmed people in uniform coveralls; 
one man in particular seems to be in 
charge. A balding man with a rugged 
countenance, he cheerfully ushers the 
characters intoaconerete waiting m m .  
Two doors are the only visible exits- 
the one they entered through and one 
other directly opposle. 

The man intmduces hlrnseH as Jim 
and outlines the conditions of earnirq 
5000 euro apiece. The money is in the 
bag on the of her side of that door," he 
says, pointirg atthe far door. Thebag's 
brigM hunter orange-you ean't miss it. 
Once you go thmugh the &or, it will 
time-lock. After bur  hours, it reopens-- 
there'sabig readout on theother sided 
the doorthat tells how long untilopening 
time. There's no other way out, so you'll 
have to spend the four hours there. 
When the door opens again, you can 
walk out fiie grand richer. 

"Vou'ro permitted two kilos mass of 
items other than cbthing. You have to 
select what you want to take with you 
before you go through.* 

tl the characZers press him for infor- 
mation, Jim just smiles and tells them 
that's all the information they get. The 
only thing he will add is that the job has 
nothing todo with makjng new enemies 
of any kind. 

Hthecharaetersprotestand refuse to 
enter thedoorwith only two kilogramsof 
equipment, he shrugs and tells them 
that those are the requirements. If they 
don? want the money, they'll be taken 
badc to the AV and flown to the dropoff 
point. 

H the characters try to threaten or 
harm Jim, the waiting room is flooded 
with knockout gas-lt's based on nerve 
gas, so it can enter through any pore. 
Only nanotech toxin binders help to 
fight off the effects. The normal saving 
throw is-8 to the Body save perturn, +4 
il equipped with toxin binders. Failure 
indicates unconsciousness. 

Cyberpunk 206.0. 

WELCOME TO THE JUNGLE meters tall. The trees are olght b 15 
Twokilogramsof equipmentlsn't very meters tall, and the river is about three 

much. That's the weight of one loaded meters deep at the center of the chan- 
pistol or mo& large hand weapons nel. 
(monokatana, swrd, axe, a,). Mon- The money is in the enclosure as 
sters such as chainsaws and naginatas promised. Ws in a brigtit orange b q ,  
are rgM out. After they &mse their which anyone will automaticatty spot 
equipment the characters can go on in. upon corning within eight meters of it. 

The door is thick, and operates like a The cash is all there, in a nice, &p, 
cross between an airlock and a vault new bills. The gamemaster ervl put the 
door (iis airtight and SP 40, SDP40). A bag wherever he wants in the encb- 
wave of hot. moist air washes over the sure--up a tree. wt in the middle of a 
adventurers as the door hisses open. river, e t c . h d  on haw much trouble 
Thefront faceofthe doorsports a large, he wants the P a  to go through In 
red LED digital readout to recrrrd the fetching it. 
four-hour time limit. 

Beyond the door b a jungle. Thars SOME LIKE CT HOT 
right, a tropical jungle. PCs with military Thetemperature is about 95 degrees 
bdqrounds may begin complainlq Fahrenheii and the humidity is 97%. 
right now; their past is full of flghtlng to Coming from the city codines of the 
get cut of places like this1 The sun Cyberpunk world, few charadem are 
cannoi be seen clearly through all the going to be prepared for this. 
foliage. (If someone climbs a tree and Anyohe who's worn M y  armor 
koks up, hecanseeaceill~fbmeters knowsthat theMdoesnY h t h e .  It's 
above the treetop, with row of heat- very hot to wear, and in a pressure 
lamps along the edge providing light cooker lib this place, it's unbearable. 
and oppressive heat.)Oim bsams pierce , Add +1 to the Encumbrame value of 
the matted leaves and illuminate the eachpbofamorwrninthisclimate. 
ground below with a v k y  twilight Dealing with the heat forfour hours Is 
glow--normal for tropical rain forests. going to be bad. The best way todo it is 
Vtibllity Is reduced to about fiie meters, to stay out of the sunlight (no problem), 
thanks to the la& of lQM and the thidc wear light-weight, full-length cbthing, 
foliage. Even thennographs and bw- avoid heavy exercise, and drink rots of 
light vision can only see abut 10 water. Odds are m t  in favor of the 
metevlantsaregreat insulating heat adventurers being e q u w  for any of 
bflers. the latter requirements. 

There are three paths leading off Game statistics on heal e f f d s  are 
through the door; a character making a as folbwa: For every hour spent in the 
successful Awareness/Notb roll +20 heat, make a Body Save to amid heat- 
thinks he ean hear running water in the stmke. The basic save b +5 (which 
dilance through all the jungle noises. means almost anyone will make it). 

The jungle is loud. There are animal Rolls of 1 are not fumbles for the pur- 
noises, bird rmises, occasional breezes poses of this save. There are m d i i r s  
that wstle the leaves, and the other to this diffiihy: 
random sounds of an active jungle em- Armor: +I for every 10 SP (rounded 
system.Militaryvetermswhohavedone up)perlocatbn.Skinweaveanddermal 
tours in South America are familiar with plate does not a n t  for this purpose. 
this. The noise level is sa loud that Water: +3 il the charader doesn't 
whispering annot be heard afootaway, drink a pint of water that bur. 
and you have to raise your voEm to b Exercl-: +5 i f  a charader exercises 
heard at 10 meters. Militaries use hand heavily that hour. E i b r  mild, eantinual 
signah for silence in situations like this; exercise (walking) or short, vblent exer- 
tbcharacterswho have m i l i  W- cise (combat) counts. 
grouds may use them. Other charac- Clathlng: +l il tho character doesn't 
ters must make an INT-12 roll to figure wear a shirt (a swatdrenched shirt 
outthe hand signal each time it is used. cools through evaporatbn), and +3 if 

Some adventurers may wish to try lo the charmer wears heavy clothing. 
figure out their l o c a l m r  at least the If acharacter fails this dl, then heat- 
kcale that this jungle simulates. This is stroke sets in. The character's strength 
a biology +I 2 EducationGeneral Knowl- and eoordinatbn fail, and he may pass 
edge +20, or toology +15 skill he&.  out. Roll another, unmodified Body 
Success brings the realization that ttw Sav~lureorfurnble means the char- 
jungle is a very good simulation of those ader has passed out. A character who 
found in India. has passed out may go into shodt, treat 

Thejungleenclosureisapproxhate~ the character as beiq in Crkical wound 
450 meters on each side and about a0 status. If the Shodc Save is failed, the 



INT 7, REF 1 011 3 (1 4), TECH 4, COOL 9, 
AT7R 1 0, LUCK 5, MA 12, BODY 13, EM? 51-1, 
HC 67, Body, Save 13, BTM -5, Damage +6. 

Armor: Location 2-4-30 SP. All other 
locations-1 2SP. 

Cyhrware: Neuralware (RFB-2, host- 
master, olfactory bost, pain editor, interface 
plugs), nasalfilters, adrenal booster, subdermal 
armor, grafted muscle, bone and muscle lace, 
skinweave, enhaneed antibodies, toxln bind- 
ers, nanosurgeons. Lifesavefnt skinweave.tw 
cyboreyes (low-lite, antidazzle), cyberaudb (am- 
plaid hearing, enhanced hearing range, level 
damper), major facial modifications, short 
muzzle, natural fangs, rippers, tail, digitgrade 
legs, fur, speed grafts, 

Sklfls (SkllySklll*S&t): Combat Sense 6/ 
13, Endurance 611 9, Strength Feat 511 8, Swim- 
ming 5/18, Intimidale8117, Seduction7/6,Aware- 
nesaotice 7/14 (20 when adding Combat 
Sense), HideEvade 8/15,Athletics 611 9, Dodge 
and ~ k p e  8/21, Melee 9/22, Steatth 10123, 
First Aid 4 8 .  I 

charader p s  into Martal 0 sta!uar and 
m u l  test for his Death Save. Charae- 
tors sunriving the Death Saw must be 
st&lllzod, as per normal rubs. 

Even If a character doesn't pass wt, 
all his &dive st@ (ht, Reflex, Caol, MA 
and Body) are roduoed to one-aid nor- 
mal until the heatstroke pama,  

Defdng heatstrdce requires W r -  
ing of body temperature; anyone with 
mil- experlenco (or first Ald 2+ or 
Medical Tech 1 +) knows t h k  The sim- 
p b t  way to & it h to immerse h e  
subjed In lukewarm (not wld) water 
and t o m  liquids. Once this is done, the 
subjed gets an Endurance heck +10 
every 15 minutes to teoover from the 
e f f d s  of heatstroke, Stabilized victims 
who have passed out get an Endurance 
ehedr +15 owry hatl-hour to r m w r  
form the effeqt of heatstmk. 

ANMMs 
There are animals In the jungle. The 

trees are alive with b l r e  movement 
can be heard in the ground cover; and 
the crles d animals who the 
enclosure. fhe small anlrnals and birds 
are quite real and probably rather rare. 

The larger animds aren't ma!. They 
are robtic simulatbns. They have lim- 
ited movement routlnes to make them 
look a bit more realistie and haw heat 
sources so they kok real on thermo- 
graph. All these robotla hwe SDP 20. 
Most we not harmful, but some are: 

Doer: Not a North Americandeer, but 
one of the many deer that roam lndla 
Rams its head fromgraziwwhen any- 
one approaches withln 10 moters. 

Elephantr: Four Indian elephants 
thunder around a Ihle cimuif making 
plenty of noise. fhey stop and turn their 
heads toward anyone wming within 10 
meters, and the large male Crumpets a 
warning. Very budly. 

Black Panther: Sitting In a tree, the 
panther g d  mmfiadngly at anyone 
appro&ing within fhae metem. 

Flrot Tlger: AlargeBengalNer lurks 
in the busha and.jump out to aUa& 
anyone who walks by. Spotting the Mer 
before the ambush b an Aware& 

NotSee chedr at +a. The tiger has an 
dective Reflex + Melee ski11 of 15 and 
does 4D$ damage to whomever il hi. 
tt only makes one attack, then ret- 
back into the b u s h ,  We e jd-in-the- 
b, 

Tlgsr: This Bengal tiger 
stalks amund L Wed circuit, snarling a 
warning at random Intemh. 

M l k :  A Mg croc lurks In the 
water, ddng theclassic"01oatIng Wbh.  
Anyone appKlaching within fwe meterrs 
wlll be attadd, a? a Reflex/Meloe skill 
d 1 0, dolng 4D6damage on the hit. The 
croc's jaws clamp shut on the vktim, 
ddng 208 damage per mund theredter 
untl its jaws are pried open (Strength 
Feat +20), or until the body part wmes 
korpe. 

Serpentw There are soma living 
menaces In the jungle, too. l n d i  is 
tenawned for its lethally toxk sapnts, 
and there are a healthy numberd them 
roaming the enclosure. Serpent atWm 
should be more or less random, as the 
gmemastor wish=. 'Snakes usually 
don7 attack unless threatened (t.e., 
someone n d y  steps on one). 

There are three ki& of serpent at- 
-: small ones, medium onas (most 
common), and big on- (there are only 
a few -bra In tho endosure, so these 
should be quite rare). See the Serpent 
Attacks Table. 

EYE 
OF'IHEmER 

The adventuren are not the only 
people in the endosure. There is one 
other who walks -on two -heir 
employer. 

l igr Turner was born to too much 
much money and not enaug h respnsi- 
MI@, To her, life was for excitament and . 
en)oymenHho more outrageous, the 
Mer. An adrenalin lunkii, &e had 
hemtl made over Into an exot- 
an expmrtre oneat that (for full details, 
see Chrome 11). She's rww an anthro- 
pomorphictigress. She's nonnal enorrgh 
most of the time, but Is a prohssiinal 
recluse whose main enjoyment is hunt- 
ing. To her, anlmals aren't enough of a 
challenge. Only one life form b worthy 
of the hunt+nm. 

The adventurers are her prey. She 
stalks them through the endosure, 
knowing every inch ol it (she dedgnod 
it), waiting to pi& them ofi one by one. 
Her ta&b depend on those ol the ad- 
venturers: 

Wandering: She follows the adven- 
m t h r o u g h  the jungleat range, match- 
ing her stealth sMl against the PW. 
WAwarenaasMls. When she finds 
a good qmt, she p k  off tho Wtsnd 



Charliem--~rhoev&s al the end of the 
marching order. She wants to save the 
stmngost ones for last, since they'll be 
the mod satisfying prey. Anyone who's 
ever watched the movie PrmWr has 
seen thi t& in action. 

Lbknslve: l t  the PCs hole up in one 
spot and form amline of death,"standing 
guard over the paths of the door, for 
inst-, she aivates two robetic ti- 
gers and sends thm one after another 
to attaek the adventurers. She ewrtroh 
the tiger-mbots remotely. After the ti- 
gers have softened hertargets up (caus- 
ing them to waste their ammo), she 
attaeksfmntallyil thereareonly aaruple 
of people left. Otherwise, she waitsabng 
the trail to the riverfor anyone whogoes 
to fetch water to treat the wounded. 

Offensive: The PCs m y  split up into 
teams and go hunling their tormentor. 
This is fine with Tgr; she will select a 
small PC team and hunt It dawn, then 
tako advantage of the confusion when 
she kills it to atWk other teams. 

T i i r  may wet1 win, kllltq alI the PCs. 
or she might not. Should the PCs critt- 
cally wound or kill her, her servants wlll 
rush in with life-stabilizing equipment to 
save her. Medical assistance will also 
be provided for all wounded PCs, and 
Jim will mgratulate them on their suc- 
cess, awarding them an extra 10,000 
ouro apiece and free grade A bspital- 

halon until they're healed. hersell (when she wakes) and gives 
Should the adventurers manage to them the extn 1 0,000 euro and medh l  

trap or knock Tlgr out wahwt grossly care. She also Invites them badc for n 
injuring her, she congratulates them rematch, il they like. R 

The str -- ? is set - Sf - P i ' 3 the Action!!! 

The staw bselforthedramaand suspensewn the ~ t b n  BulMlng Knights in shining armor and fair E n t e r t h e u n ~ s r s e o f P ~ ~ ,  whichwm. 
and Ihe W m h  FaclNwfrom SGS. Bothproductsare fully detailedin25rnm damsels in disrress. Gallant heroes & l a  series of science t t h  stories, illustra- 
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a relt3rt3B'~ masterwervkw of each structure. The Cwpomhn BuiWng and the era ol chivalry, romance, and adventure an dint*^. Idaabwledforbolhthe 
the &#mrch Facllware thefirsttwovotumesol SEEKER Gamlng Sptems' swmhbuckling adventure with Kings rea*r and the ~ d n g  enthwiest, the 
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he PCs are in a city on a frontier 
world of the referee's choice (it 
doesn't really matter which, as 
long as it has been colonized by 
at least two nations). They are 
approached by a young woman 
in need of hel er children have 
been kidnapped by her ex-hus- 
band, and she desperately wants 
to get them back. 

The woman says she divorced 
her husband some time ago in a 
distant city in another colony on 

this world, and she was awarded custody of the 
children. However, her ex-husband, outraged at 
the court's custody decision, took the children 
and fled to the city of his b i r tk lh is  one. 

She has filed a complaint with the authorities, 
but acombination of bureaucracy and disinclina- 
tion to believe foreigners has resulted in her case 
being postponed by local courts many times. 
Desperate, she is now turning to illegal means to 
get her children back, confident that if she can 
once return them to her own city, her ex-husband 
will be unable to kidnap them again. 

She can offer the party Lv300 each, plus Lv50 
per day each expenses, to repossess her chil- 
dren for her. She has a maximum of Lv5000 
available to her (donated by sympathetic friends 
and neighbors). The woman can provide legal 
documentation of the divorce and custody ar- 
rangements. P J \  
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MPROACH 
The PCs will need to locate the chil- 

drenfirst, by doing routinelegwork, hack- 
ing or following the ex-husband home 
from work. 

Task: To locate the children: Routine. 
Information Gathering, Computer or 
Streetwise. One day. 

When the PCs succeed at the task, 
they have discovered where the chil- 
dren are living. This is a buitt-up area 
with easy access to publictransport and 
hire cars, so the PCs shouldn't have 
much trouble making their way there. 

If they want to learn the daily routine 
of the children and their father, they 
must roll another task. 

Task: To learn the daily routine of the 
children and father: Routine. Streetwise. 
One day. 

The ex-husband leaves the house at 
0700 to go to his job (in a city office 
several kilometers away). He returns at 
1800 each evening, and is very punc- 
tual. When he is gone, thechildren go to 
the neighbor's house.They remainthere 
from thetime theirfather leavesforwork 
until just before school opens at 0845. 
Then, the neighbor takes them and her 
own children to the school, located just 
down the street. She retrieves all the 

children from school at 
1600 and cares for them 
until the ex-husband re- 
turns. 

The school is a small, 
private facility, with sev- 
eral teachers and 30 pu- 
pils of various ages. The 
ex-husband has with- 
drawn his children from 
normal schooling be- 
cause he is a devout 
member of a minority 
church, and he wishes 
hischildren to be brought 
up in that religion. 

If the PCs take the 
children from the school, 
their exact location will 
depend upon the time of 
day and is, therefore, left 
to the referee. The stu- 
dents may be in one of 
the classrooms or in the 
playground area.At least 
one adult will always be 
present. 

WIETRIEVAL 
The PCs must orga- 

nize their own getaway. 

They will have to leave town at once, 
before the police stat-i a kidnapping 
investigation. If he is aware of the repos- 
session, the ex-husband will mount a 
limited pursuit, but will not take any 
action that will endanger the children. 

N K s  
The ex-husband, neighbor, other 

school children and any school officials 
encountered are Green NPCs. All will 
offer mild resistance to the PCs' at- 
tempts to take the target children, but 
none will endanger their own lives or 
those of the children. All NPCs will con- 
tact local authorities to report the kid- 
napping as quickly as possible, except 
forthe ex-husband, who knows that any 
investigation will reveal his illegal cus- 
tody. 

REFEWEEllVC 
THE SCENARIO 

The children are age 7 and 9. While 
they love their father, they would prefer 
to be with their mother. They are aware 
that she has been granted custody, but 
they are confused and upset by the 
whole matter. 

The main problem the PCs will face is 
persuading the children to climb into a 
car with a bunch of hardened ruffians 
they have never seen before, and the 
children may need to be seized and 
carried off. Excessive rough-handling 
of the children will not be appreciated by 
their patron, glad as she will be to have 
her children back. 

If the PCs take the mother with them, 
they will accompany the party willingly. 
However, the father has concocted some 
tale regarding a crazy mother who may 
someday show up to kidnap his chil- 
dren, and he has shown the mother's 
photograph to the neighbor and school 
officials. If anyone sees her, therefore, it 
may severely jeopardize the mission. 

AND VARMNTS 
If the PCs take pity on the woman and 

dothe jobforfree, they can be rewarded 
with a renown point each forthis heroic 
and moral act. 

If the referee wishes to complicate 
matters, have a few neighbors burst 
upon the scene as the PCs make their 
move. A brawl will ensue as they try to 
stop what they think is a kidnapping. 

Alternatively, have a traffic police- 
man who knows the children stop the 
PCs for some minor traffic violation as 
they make their getaway-he will as- 
sume a kidnapping is in progress and 
alert the local police, who will pursue the 
PCS. n 
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Your secret society is interested in listening to the mission alert? Didn't you 
care? Mavbe raisina the volume on the 

having a certain piece of equipment 
snitched. What's more, the computer 
requests your services for an impor- 
tant secret mission and testing of an 
experimental device. Aren9 t you so 
happy you could just hemorrhage? 
he following scenario is intended for use 
by one wily gamemaster on one unsus- 
pecting troubleshooter of Security Clear- 
ance Orange. If the troubleshooter was 
originally Security Clearance Yellow or 
higher, the Computer hands out an un- 
expected demotion. The italicized type 
should be read aloud to the player as 
appropriate. 

SECRET SOCIEn 
INFO WAYION 

The troubleshooter's secret society 
(Pro Tech, unless the GM says other- 
wise) informs its troubleshooting mem- 
ber that it would be interested in having 
a certain piece of equipment snitched. 
This item is kept in a black crate and is 
scheduled to be delivered to R&D from 
theArmed Forces Bureau insector RSF. 
The secret society then plans todestroy 
the Armed Forces Bureau, which has 
been causing trouble lately. The trouble- 
shooter will not know that this job will 
employ a hermetically sealed, atomic- 
timed, heavy-duty "Fuzz-bustern proton 
explosives pack planted at the bureau 
in a crate conveniently painted black. 

Sounds easy enough. 

MISSION ALERT 
During off-duty hours, you are sitting 

on an uncomfortably hard and angular 
plasticchair bolted to the floor in asmall 
public cafeteria. A loud voice from a 
speaker mounted on the wall unexpect- 
edly shatters your left eardrum. 

"Mission alert! Mission alert! Mission 
alert! Greetings citizen (insert trouble- 
shooter's name here). The Computer is 
in need ofyourservices. Report to tem- 
porary briefing room 200-03-/A K- 

D73NN-hnfuermf8ui3nhj-ad-sfja. De- 
tails of Operation: Aurora will be avail- 
able upon arrival. You are to tell no one 
of this mission. Mission alert! Mission 
alert1 

After the troubleshooter succeeds in 
stanching the blood gushing from his 
ear, he might consider reporting to the 
briefing room. The troubleshooter sim- 
ply needs to go to a nearby Computer 
terminal and give thetemporary briefing 
room number. Inquiring about the brief- 
ing room to anyone happening to be 
wandering the corridors will prove fruit- 
less, as anyone of lower security clear- 
ance than the troubleshooter purpose- 
fully chose not to listen to the mission 
alert, and anyone of higher security 
clearance will be wondering why a Ss- 
curity Clearance Orange citizen is inter- 
ested in a high-priority mission alert in 
the first place. 

NLlSSION 
BRIEFING 

The troubleshooter wanders around 
for a bit, then is grabbed from behind by 
two muscular hands and pulled back- 
ward into the briefing room. If the trouble- 
shooter tries something wise like draw- 
ing alaser,the Indigo brutewhograbbed 
him will just hold him upside down by the 
ankles until he stops twitching. 

Dispensing with the pleasantries, the 
troubleshooter will notice that the brief- 
ing officer is sitting in a chair by the far 
wall. He looks tired and impatient, and is 
drumming his fingernails on the plastic 
arm of his chair. 

"What's the matter with you? Can't 
you even perform a simple task like 
finding the briefing room? Weren't you 

" 
public announcement system will get 
your attention in the future. I'm not sorry, 
punk, and I'm not afraid that this matter 
is going to be present during thedebrief- 
ing, because it is. 

"Now to the mission: During the past 
daycycle, there have been reports of a 
critical illuminational difficulty in a cer- 
tain high-priority corridor in sector VLT. 
You are to go there and ascertain the 
validity of these reports, then determine 
its implications, acting upon this knowl- 
edge so as to correct the difficulty. Trust 
in the wisdom the Computer has exer- 
cised in selecting you for this valuable 
mission, because I certainly don't. Be- 
fore commencing Operation: Aurora, 
you are to report to R&D to pick up an 
experimental device for testing which 
possibly relates to your mission. That is 
all. For now." 

If the character asks questions of the 
briefing officer, the officer grunts in dis- 
gust, and the Indigo musclebound freak 
"gently" (i.e., no serious fractures) ush- d 

ers the troubleshooter out of the room. 

RlESEARCH % DESIGN 
The troubleshooter arrives at R&D 

without incident and waits in a waiting 
room for a few minutes. The clerk is 
apparently sleeping at her desk. She is, 
in fact, dead, and thus will probably not 
be very keen on helping the trouble- 
shooter. As the troubleshooter figures 
this out, a haggard-looking, lab-coated 
scientist pops his head out of adoor and 
says, "I'll be with you in just a moment. 
Oh, and cancel my appointment forthis 
afternooncycle, will you, Gret-O?" He 
then disappears back into the main lab. 

A crackling sound is heard, followed by 
a bud explosion. Black smoke begins 
pouring out of thedoorway tothe main lab. 
A few minutes later, the same haggard- 
looking scientist appears through the door 
by which the troubleshooter entered, and 
asksthe PCif he'stheonewho'ssupposed 
totesttheexperimentaldevice.ThetrouMe- 
shooter is then ushered into the main lab, 
which is liered with bits of debris, metal 
parts, burnt papers, etc. The walls are 
badly dented from explosions and are 
coated in a fine, wet ash. The room only 
has one door. 

52 Challenge 69 Paranoia 





Reaching into a desk drawer, the 
scientist (Milo-G-BEL-5) produces an 
odd-looking devicecomposed of apalm- 
sized activator unit connected to what 
looks like a squat metallic briefcase by 
way of a long black cable. A single 
button is mounted on the hand unit. 
There is acarrying-handleon the metal- 
lic box in addition to a mount for the 
controller. 

"This is what we call a portable, no- 
mess, nuclear personnel disintegration 
unit, or PDU for short. It is what you will 
be testing during the course of your 
mission, if you choose to accept this 
responsibility. Please see to it that it is 
not damaged. You will, of course, ba 
performing agreat service for our friend 
the Computer, as well as R&D." 

Refusing to test this fine piece of 
equipment would warrant a Treason 
Point, as only atraitorwouldsuspectthe 
scientists down at Research and De- 
sign of turning out a defective device. If 
the troubleshooter declines, the scien- 
tist will say, "Well, if you're not going to 
test it, then what are you bothering me 
for?" and will promptly utilize the PDU 
on the troubleshooter. 

After this, the scientist bids the char- 
acter or his clone a good daycycle, then 
picks up an odd little device which he 
will fiddle with until another explosion 
results. Milo-G-BEL-6 will soon appear 
through R&D's main entrance and walk 

briskly into the smoking office. 
There are several gadgets and 

doohickeys scattered about Milo-G- 
BECs office which would certainly inter- 
est Pro Tech. Most of it is junk, but a 
minor search (and some Stealth rolls, 
perhaps) could prove profitable. 

PDU: This device is simply a hose 
job, pure and simple. Stenciled on the 
side of the device is the apparent gram- 
matical error "Personal Disintegration 
Unit; instead of "Personnel Disintegra- 
tion Unit." When used by NPCs, the 
device works like the latter. When used 
by ourtroubleshooter, the device works 
exactly as it says. 

SF331 RIFLE SQUAD: Male troopers (2 firing advanced combat 
rifles, 1 running, advanced combat rifle, 1 advancing, ACR) 

SF332 HEAVY WEAPONS SQUAD: Troopers (Male throwing 
grenade, femalellaser cannon, female/rocket launcher, 
maletlaser cannon) 

DSF4OO K'HIFF EMIR & ELITE GUARD: 1 Emir, 3 Elite Guard1 

DSF402 ELITE GUARDSIASSASSINS: 4 Advancing (Laser rifle) 
DSF405 K'HIFF ANSAR (Warriors): 4 Advancing (AP rifle) 
DSF406 ANSAR: 2 Advancing (Laser rifle), 2 firing (VRF AP rifle) 
DSF410 K'HIFF ANSAR: 4 Advancing (Flamer) 

SF411 ANSAR WITH HEAVY WEAPONS:2 with rocket launcher, 
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ARNIED FORCB BUREAU 
This is a pleasantly decorated, com- 

fortable room containing plush, padded 
chairs and an imitation wood magazine 
table. At adesksits a sweet littleold lady 
who is quietly knitting away, humming 
softly to herself quite confident that she 
can take out anyone who bothers her 
with the fully pumpaction slug-thrower 
under her shawl. 

On her desk is a sealed black crate 
which just arrived and is to be stored in 
the back room of the office. Try and 
guess what's in it. 

The crate with the device Pro Tech 
wants to get its grubby hands on hap- 
pens to have been sent nearly two 
yearcycles ago. Pro Tech has always 

been known for its up-to- 
date contacts. 

MISSION 
VLT sector is reached 

viaan autocarwhich (sur- 
prisingly enough) arrives 
without stalling, taking 
hour-long detours, ex- 
ploding or falling apart 
on the track. This may or 
may not call for an Insan- 
ity roll. 

From there, it's off to 
search for acorridorwith 
malfunctioning lighting. 
Let the troubleshooter 
sweat a bit (or more) be- 
fore he notices a short 
Security Clearance Blue 
corridor with a lone faulty 
light (size 5, serial num- 
ber 6743d). This presents 
a bit of a problem, as the 
troubleshooter is of Se- 
curity Clearance Orange. 
Well, who said life was a 
holo-beach. 

If the PC can formu- 
late some ingenious 
method for retrieving the 

faulty light without alerting any snoopy 
IntSec troopers armed to the teeth with 
knives, guns and termination vouchers, 
the troubleshooter will then have to run 
down to PLC to get the replacement. 
Once there, he will be told he needs a 
requisition form which he can get at 
HPD&MC. After finding an HPD outlet 
which isn't closed, he is informed that 
authorization is required from CPU. At 
the local CPU branch, he is told that 
there will be a bit of a wait before the 
desiredformscan be signed. Duringthe 
five hourswhichthetroubleshooter may 
ormay not beforced to wait, the PC may 
experience some or all of the following 
encounters: 

Traitor: "I can? take it anymore. I 
can't take commies, traitors. computer 
madness. Aargh!!" With that, several 
crimson laser beams flash past, a few 
dropping some lax-reflexed Infrared citi- 
zens standing nearby. The traitor who 
wields the offending artifact is running 
toward you, at top speed. 

Public Announcement: As you are 
walking along a corridor (painted Red 
for your convenience) a loudspeaker 
airs yet another public announcement: 
"Happiness is mandatory. Are you 
happy? Don't miss tonight's Teela 
O'Mally show. Guests include the reani- 
mated corpse of hacker Chip-Y-COM- 
3. Will (insert troubleshooter's name 
here) please report for experimental 
brain reconstruction immediately." 

Goon: An Armed Forces goon with a 
shirt size larger than his IQ lumbers by 
the troubleshooter, goes upto a Happy- 
Choco-Bar vending machine, ponders 
dully for a moment, then kicks the ma- 
chine with a steep-toed boot, creating a 
sink-sized dent. When no Happy-Chow- 
Bars are dispensed, he volunteers the 
troubleshooter, with a gutter grunt of 
"ficksit ridnowrelse." 

After all this fun, the CPU branch 
clerk (if he's still alive) asksforthe serial 
number of the light bulb. The trouble- 
shooter may have to go all the way back 
to the corridor and get the serial num- 
ber, come back to this office, and find 
that it isclosed. If the troubleshooter has 
theserial numberon hand and gives itto 
the clerk, another hour will be spent 
waiting, then he'll be informed that au- 
thorization to acquire a requisition form 
for a size 5 light bulb (serial number 
6743d) has been denied. Right. 

Repairs may be attempted, with rea- 
sonable success. Or then again, the 
troubleshooter may electrocute himself. 
Or the entire sector may be ravaged by 
electrical fires. Or maybe, just maybe, 
the multiverse implodes. 

You decide. 



DEBRIEmG porary briefing room, where he can troubleshooter the honor of detonating 
When the mission is completed, the promptly deliver aclear, concise report. the explosives that will destroy the fas- 

troubleshooter iscalled backtothebrief- The debriefing officerwill ask various cistsdown at the Armed Forces Bureau. 
ing room for debriefing. Immediately. questions about Operation: Aurora. Aren't you so happy you could just 

When the PC arrives back at the Queries about thetroubleshooter's per- hemorrhage? R 
briefing room, he will find that it is no 
longer there, having been converted to 
the manufacture of foot-adhesive in- 
soles. The temporary briefing room has 
moved roughly a kilometer away, and 
the last character of its code has been 
changed from A to B. 

If the troubleshooter asks someone 
wherethe debriefing room is (again), an 
IntSectrooperwill stride up and ask if he 
can offer any assistance (though he 
doesn't sound at all courteous). If asked 
wherethe debriefing room is, he will ask 
the troubleshooter why he is inquiring 
about obviously classified information. 
Unlessthetroubleshooterinvents avery 
good excuse, he's promptly fined 50 
creditsfor Suspicion of Suspected Con- 
spiracy to Attempt Treason. If this fine 
cannot be paid (at all or in part), the 
trooper will add Failure to Pay Fines 
Promptly and haul the troubleshooter 
down to IntSec HQ for a little bit of 
nonlife-threatening interrogation. Unless 
the character tells the troopers what 
they want to hear (i.e., boot-licking), 
they beat his buttons off and haul him 
down to HPD&MC for some puncture 
wound resistance tests. After this, they 
drop the troubleshooter off at the tem- 

formance are resolved, along with any 
loose strings (or wires). An official com- 
mendation is in order for a mission 
successfully completed, in addition to a 
50 credit bonus for a job especially well 
done (however, this is negated by the 
charge for Being Late For Debriefing 
After An Important Mission filed by the 
debriefing officer, which has afine of 50 
credits). 

After all of this, R&D will step in, 
inquiring about the experimental de- 
vice. If the troubleshooter hasn't both- 
ered to test the thing, he will be scolded 
and fined 30 credits. Keen troubleshoot- 
ers will offer to test the PDU immedi- 
ately, volunteering the oh-so-friendly 
Indigo brute (yup, he's still here) as a 
test subject for the Computer's benefi- 
cial R&D program. 

ENDING THE SCENARIO 
The troubleshooter's secret society 

will contact him after the debriefing, 
asking about the crate it wanted picked 
up. If the troubleshooter got it, great- 
everyone's happy (but who wasn't inthe 
first place?), and perhaps an IOU or 
promotion is in order. Before opening 
thecrate, the society decidesto give the 

Jm1N THE 
GDW is continuing to actively rwruit 

new members to demonstrate its product 
line at conventions and stores. If you enjoy 
gaming and are ~ l l i n g  to bring this fun to 
others, you have the qualities we seek. 
We're looking for pople who are hmiliar 

with Traveller@-science-fiction's 
greatest game. Sound gwd so far? Keep - 

reading, lit gets better. 
Joining the GDW Demo Team, you'll 

become past of a network of game 
enthusiasts that spans across the United 

r SLates. By bwoming part of the team, you'll 
be given Erst-hand information about all of 
GDWqs products b e f ~ r e  their release. 
Bottom lin+Itts fun? 

C/O GDW 
P.O. Box 1646 

Stores and conventions: Contact us today about Bloomington, IL 61702-1 646 
having an official GDVV Demo Team visit your site. 452-3632 fax---(309) 454-3127 
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Ruled by the Belgian Coprates Company, 

and bribey is required toget anything done. 
Among the dmoraII"zedMa&ians who live there, 

anything can be had fma  price. 

By James L. Cilmbiias 

elas isthe capital of the Upper 
Coprates Valley, one of the 
strongholds of colonial power 
on Mars. Its population is 
101,700 (including 91 00 
Terrans). Ruled by the Bel- 
gian Coprates Company, the 
city is very corrupt--bribery is 

required to get anything done. Among 
thedemoralized Martians, anything can 
be had for a price. 

Nonetheless, Melas is quite prospr- 
ous. tt was always an agricultural cen- 
ter, specializing in the production of 
gumme, the Martian rubber substitute. 
The coming of the Belgians has made 
Melas a major trading center, and many 
natives have grown rich. The inhabit- 
ants are understandably hostile toward 
Terrans. But the brutal methods used to 
suppress unrest ensure that this hostil- 
ity is kept private. 

HISTORY 
For centuries, Melas was asubject of 

Po-poo-hanna-kitai (now New Am- 
sterdam). tt became independent 400 
years ago, after a revolt led by the Kro- 
jo-ser family of nobles. The family ruled 
Melas until 1876, when beings from 
Earth arrived in the valley. Initially, the 
Belgian scientific and trading expedi- 
tions were met with curiosity and ner- 
vous hospitality. Thischanged toenmity 
as the traders began resorting to out- 
right theft of supplies and valuables. 

In 1879, Melasian forces attacked 
theexpeditions, andforatime it seemed 
that the Terrans might be driven away. 
But King Leopold responded by estab- 
lishing the Belgian Legion, an army of 
adventurers and mercenaries. The le- 

gion took the field in 1880, and a series 
of battleseventually led tothecaptureof 
Melas in 1883. In fact, Leopold did not 
want to conquer the valley--he would 
have preferred to bully local rulers into 
cooperating, thus saving an enormous 
expense. But the ham-fisted methods 
of the legion prevented apeaceful reso- 
lution. 

In 1885, the Upper Coprates Repub- 
lic was established underthe rule of the 
Coprates Company. Other European 
powers recognized the new state, un- 
der a general agreement defining 
"spheres of interestn on Mars and Ve- 
nus. Remnantsof theold MelasianArmy 
continue a campaign of guerrilla raids 
against the Belgians. 

COPRAW 
COMPANY 

The Coprates Company (Societb 
General du Coprates) is a publicly held 
corporation. King Leopold has a 50% 
controlling interest. The company holds 
a monopoly on commerce in and out of 
the Upper Coprates. All cargo to and 
from Earth iscarried on company ether 
flyers, and all cloudship or canal ship- 
ping must pay the company's tariffs. It 
owns and operates all the gummeplan- 
tations in the Upper Coprates, and col- 
lects a head tax from villages and cities. 
The plantations are worked by prison- 
ers and forced-labor draftees, under 
dreadful conditions. 

In the Lower Coprates (which is a 
protectorate of Belgium), its monopo- 
lies are limited. Other Belgian firms en- 
gage in gumme production and pro- 
cessing, and trade is allowed to both 
Belgian and non-Belgian shippers. Nev- 

ertheless, the Coprates Company con- 
trols most gumme production in the 
lower valley. 

ED FORCES 
Melas is garrisoned by a regiment of 

the Belgian Legion, four regiments of 
Coprates Company troops and a mer- 
cenary force of Hill Martian cavalry. 

Belgian Legion:The Belgian Legion 
troops are humans of all nationalities. 
The Third Regiment, headquartered in 
Melas, is relatively welldisciplined, with 
Good quality troops. It has 180 men, 
plus a troop of 20 cavalry and a battery 
of 12-pounder cannon. The regiment is 
quartered at the royal fortress, but one 
battalion is normally out in the field 
hunting rebels. 

Coprates Company: Coprates Com- 
pany troops are all Canal Martian-a 
mixture of mercenaries, landless peas- 
ants and draftees. Officers are all 
Terrans. Company troops are generally 
much more humane than the legion. 
They areof Greenquality and arearmed 
with rifle muskets. There are three in- 
fantry regiments and one cavalry regi- 
ment. Each occupies one fortress. A 
police force of 100 men (40 Terrans and 
60 Martians) is headquartered at the 
palace; the men live in town and are 
armed with pistols and swords. 

Mercenary Cavalry: The Hill Mar- 
tian mercenary cavalry forceconsistsof 
300 men armed with bows, swords and 
lances. They arequarteredat Fort Ghent 
and are of Fair quality. They have noth- 
ing but contempt for the natives of the 
valley. 

Artillery:The artillery is grouped into 
five batteries. Forts Leopold, Ghent and 
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Waterloo each have a Rogue gun and 
two heavy cannon. One mobile battery 
of three light guns is based at Fort 
Albert, and another of three rod guns is 
based at Fort Louvain. The two gates 
each have a Mitrailleuse emplacement. 

Fleet: Most of the city's ships were 
destroyed or went over to the rebels. 
Four fell into the company's hands. 
One Swiftwoodclass kite has been re- 
fitted with modern weapons (a 4"short 
gun forward, two 3-pdr. Hotchkiss can- 
non on the wings, and a pair of Mit- 
railleuse machineguns broadside). It 
has a Trained quality Terran crew. The 
others (a Swift Air screw galley, a 
Bloodrunner kite and a Sky Runner 
galley) have Green Martian crews and 
Belgian officers. The Belgian gov- 
ernment's three steam gunboats are 
based at Copratia, but frequently stop 
at Melas. 

REBEW 
When Melas fell to the Belgians, 

most of the army wassent tothe gumme 
plantations. A junior member of the 
ruling dynasty, Count Ak-jo-taar, led a 
small force to safety in the mountains. 
They were joined by other remnants of 
the army and by untrained young Mar- 
tians yearning to fight. 

Currently, Ak-jo-taar commands 600 
infantry, 300 cavalry and 10 cannon 
(four light, three heavy and three rod). 
Half are Excellent quality (the cavalry, 
artillery and 120 infantry), armed with 
rifle muskets and some modern rifles. 
The rest are Poor quality, and have 
smoothbore muskets and bows. 

The rebels get most of their supplies 
by raiding plantations and company 
facilities. Other cities contribute some 
weapons and money. It is suspected 
that a gang of anarchists helped the 
count purchase modern guns from 
American dealers. 

The bulk of the army is fanatically 
anti-Terran. There have been atrocities 
committed at remote outposts, and the 
Ground Cleanser cult's influence is 
strong. But Count Ak-jo-taar has real- 
ized that Terran public opinion is a po- 
tential weapon against the Belgians. 
So he tries to restrain his troops and 
works to improve his relations with vari- 
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ous Terran organizations. 
A network of rebel supporters exists 

in Melas, and from time totime an agent 
will slip into the city to get news of 
Belgian activities. The network may even 
include some Terrans within the com- 
Pan y. 

Palace: Once the home of the Kro- 
jo-ser dynasty, the palace complex is 
now occupied by the governor-general 
and the upper-level administrative of- 
fices of the Coprates Company. The 
compound adjoins the royal fortress. 
Access is unrestricted-a stream of 
businessmen and officials goes in and 
out all day. The Tower of Gold, which 
once held the royal treasury, is now 
open to tourists and provides a splen- 
did view of the city. 

West Side: This region is home to 
the city's remaining aristocrats, along 
with newly rich merchants. Streets in 

Fort Leopold 
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this section are named for the Martian 
virtues: Hope, Courage, Truth, Persis- 
tence, Honesty, etc. The Briiish, French, 
American and German consulates are 
all in this neighborhood. At the end of 
Wisdom Street stands the Temple of 
the Sun. 

ampany Compound: During the 
final siege, the bombardment started a 
massive fire that destroyed much of the 
city's center. The Coprates Company 
walled off the area to serve as a base of 
operations. The compound holds the 
massive gumme processing plant, 
warehouses and living quarters for the 
company's Terran employees. Access 
is restricted to company employees or 
those on legitimate business, but a 
small bribe will get anyone in. 

banding Field:The landing field has 
doubled in size since the company took 
over. The remnants of Melas'cloudship 
fleet are based here, and the powerful 
Belgian steam gunboats are afrequent 
sight. The three drydocks herecan build 
wooden ships up to Hull Size 10 but 
cannot construct steamships. There is 
a weekly packet service from Melas to 
New Amsterdam and Copratia. 

Harbor District: The harbor basin 
was the work of ancient Martian engi- 
neers. It suffersfrom silting, and teams 
of laborers constantly dredge it. The 
port is usually full of gumme barges 
being unloaded. The company keeps a 
smallsteam launch armed with aGatling 
gun here. Some industrial buildings are 
located along the canal, including the 
old bronze foundry, where the city's 
cannon and armaments were made. 

South Side: The narrow and twist- 
ing streets of this area are home to the 
poorer citizens, many of whom are be- 
ing forced out during the periodic army 
sweepsfor rebels. Terrans should avoid 
this area, even during the day. 

Market: In the center of town is the 
market square, where goods are sold 
on market day. Nearby stands the old 
Harvest Goddess temple complex, 
which has been converted into the 
Church of St. Albert. 

"Rive Gauche" and "Lsopold- 
ville": Outside the city gates are two 
collections of hovels and shanties, in- 
habited by refugees, peasants evicted 
from their farms and exilesfrom the city. 
Both are hives of misely and vice. 

East Side: This quiet part of town is 
inhabited by what remainsof the middle 
class in Melas, along with increasing 
numbers of Terrans. The old Melasian 
Scientific Academy stands by the ca- 
nal; it has no more students, but schol- 
ars from all over Mars still come to use 
the library. 

Space: 1889 

IEISCO Eatlwuder 
The city has been divided into four Descafpaom 

regions: company (the palace, landing Soldiers: A Belgian squad of either 
field and company compound), city (the legion or company troops will question 
east side, market and west side), slums and harasssuspicious-looking Martians, 
(the harbor district and south side), and but will leave most Terrans alone. 
outside (RiveGaucheand Lsopoldville). Police: 2D6 city police, led by at 



least one Terran officer. bandits armed with knives. 

IF YOU HAVEN9'41F PLAYED 
MILLENNIUM'S END, 
YOU P D 

Millennium's End is a game system like nothing you've ever played. 
Combat uses plastic overlays and "Body Maps" (diagrams of people, 
animals, or objects as seen from the attacker's point of view) for hit 
determination. It's fast, flexible, and easy tovisualize. A non-ablative (no hit- 
point) damage system uses real-world results, like blood loss, shock, and 
impairment (how a wound effects a character's ability to act)-all derived 
from asingletable.The hierarchicalskill system isflexibleand powerful. And 
the "Clue Tree" adventure format allows complex, challenging adventures 
that don't railroad players' ideas or bog down play. 

Millennium's End is a progressive roleplaying game based on today'sfast- 
paced techno-thriller fiction and movies, with an emphasis on plot, action, 
society and high-technology. The rule book contains over forty pages of 
campaign, adventure, and equipment background material. 

"Acreat~ve blend of realty wlth just the r~ght amount of 
flct~on and technology offers as much as games 
twlce its prlce " - Whlte Wolf 

"The combat system dif- 
fers ... from the many skill 
based near futuregames out 
there ... The system is inter- 
nally consistent and cohesive, 
and gets a lot done with little 
rolling of dice." -The Scroll 

"One area where this game stands 
out from the rest is combat ... it has 
a neat feel." -The Gamer 

If you haven't played Millennium's End, you owe it to yourself to check it 
out. You will be amazed that aUrealistic"system can 
be so fast, flexible, easy to play, and just plain fun. 

If you don? see hlillennium's End a1 your 
game store. ask for it. Or confact: 

I Chameleon Eclectic Entertainment 
P.O. Rox 10262 Blacksburn, Virginia 24062-0262 800.435.9930 1 

s e n a u m ' ~  End ,i Chameleon EcInl6s trademark lornti mnfemporary,depiay~w sysfem 

They will behave much 
like soldiers. 

Wrchant: Merchants 
vary from place to place. 
In company areas, mer- 
chants are Terrans inter- 
ested in making deals. 
Elsewhere, they are Mar- 
tians with something to 
sell. The quality and le- 
gality of what they are 
selling depends on the 
neighborhood. 

Accident: The party 
witnesses an accident. 
This can be anything 
from a ruumet breehr 
running wild to a house 
fire. The adventurers 
may be called upon to 
help or even save their 
own lives. 

Official: A company 
official performing his 
duties. Most will require 
a bribe to give any help 
or information to the 
player characters. 

Thief: During the day, 
a thief encounter will be 
a lone pickpocket or 
purse-snatcher.At night, 
it will be a gang of 1 D6 

Tourist: One or moreTerran tourists 
visiting Melas. Tourists may be compe- 
tent adventurers or helpless "innocents 
abroad." 

Citimsn: An ordinary Martian resi- 
dent of Melas. Citizens will avoid con- 
tact with Terrans and will not be very 
helpful unless paid. 

Thugs: A band of 1 D6 young Mar- 
tians armed with clubs and knives. They 
are chiefly interested in beating up and 
robbing Terrans, but will not attack a 
well armed group. 

Beggar: Alone Martian beggar, pos- 
sibly diseased or deformed. Beggars 
are sometimes lookouts for gangs of 
thieves. 

Sailors:Agroupof 1 D6 Martian boat- 
men. During the day, they will be sober 
and grudgingly helpful if paid. At night, 
they will be drunk and hostile. 

Dsaler:Adealer in vice of any kind- 
pimps, drug dealers, illegal arms mer- 
chants or worse. 

Rebel: One or more members of the 
rebel underground, usually in disguise 
(roll again to determine their disguise). 
Rebels are almost always hostile and 
well armed. R 

For an exciting adventure in the city 
of IMslas, don't miss "hasure of Melas" 
by James L. Cambias in Challenge 70. 
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Perhaps the Collapse could uftjmately be bbmd on 
Sdomani Secum. Or lmperbl Army Intelligence. Or 
joachim Sanehex and ktdwin We!. But what would be 
the pdnt? The facts are these: In early 1 1 1 0, Dr. Amdd 
5ushorin left his position a t  the Free Unlwdty of 
'Aquihlne to defect to the Imperium. MI F o m  under 
Colonel Sanchex ataempted ta avlst him; Baldwin Wei 
and Solkc attempted to thwart him. 

In the end, it was the kpen 04 secrets, hklligena 
and security apparatchik, that took a simple sckntifk 
fact and turned It lnto a wapon. Had Rushorin been 
allowed to fmly publish hk data outside of the p d i -  
cally charged context of the I mprial-Sotomani conflict, 
things might haw turned out differently. The public 
would haw known about the chips, and there might 
haw been public &bate about thet proper ure. 0ut.h 
the went that w a s  not a choice. Thc paper that 
Rushorin was finally allowed to publish in 1 1 14 was 
heavily edited by lmperbl Army Lnteflk~ence, and con- 
tained delikrate inaccuracies. By the tlme the publk 
became aware that Cymbeline was home to rentlent 
sil icon-hd T i ,  it was too late; tk Flnal Warwas in full 
wing, and the Cymbeline chips Hlere already being 
bansformed into the final weapon of that war. 

An Aborted Warnlng 
In 1 1 28, a number of research persmnel w d n g  on 

T l  16-1 7 adftcially intelligent computer systems at 
Imperial Remrch Station Omicron @922/Core) dis- 
cowred the extstence of a terrifyingly dangerous re- 
rearch progmm. Although the program was nowhere 
near complete, and would in fact take another three to 
five years hfore it could be used, the rnere existence of 
such a project was enough to make these hatfdoren 
dentists rethink their lnvolwment 

After a number at furtiw and urgent meetings, they 
dedded that they would try to a n y  wamhg of this 
project to the heads of the other fadons, one to 
Margarerr faction, one to Ilelish, one to Deneb, one to 
Cushemege, one to a n d ,  and one to Oaibei, They 
planned their departures to coincide wlth a conference 
they could all arrange to attend without attracting 
undue attention to themselves. 

Unfortunately, one of their number was a plant loyal 
to Lucan, one of many assigned undercover to Imperial 
Research Statloris to ensum their relbbilty, This plant 
arranged for them all to be followed and murdered, but 
the e m b r y  to Iklish, Jean Milakhad, was abk to turn 
the tables cm hhb assassin and escape. Howwer, he did 
not know that he had been betrayed from within, and 
continued hb mission as planned, although nowaboard 
a patrol cruiser, commandeered with the help of hk 
Imperial Navy rerewe status. But as the plant knew of 
the scientist's ultimate destination, he was able to 
position naval units to intercept the cnft, and ewn 

insert an assassin at the destination, should the patrol 
cnriser get through. 

On 121-1 t29, Mllrrkhad's badly damged patrd 
crulser pulled lnto the hlghprt a t  Khlrar (2208 Ilensh), 
urgently requesting prokctlon and media attentran 
#for humanWs sake." AnumberoftriUfilrn -were 
waltrng when the vessel pulkd in, and Mlbkhad an- 
nounced that he had information on dangerous rnillhry 
re=rch being conducted on behatF of Lucan's forms 
ahat would haw the dinst m u k  for the Impehm. 
Befa k could get any-r, he was gunned d w n  
by one of tht assembled obserwn. The asasin took 
advaneage of the confur ion to t e r m  the body of tht 
pmpated statement, but before he could escape, war 
cut off by Fedemtion of llelbh troops. A brkf firefight 
ensued, whkh was lnkrmpted by the explosion of the 
pattol cruiser, a s s u d  to have tmn the work d a 
confederatt of the assassin. T k  assassin was ktlled 
along with owr -200 fklish mops, bystanders, and 
members of the p-, but was able to destroy the 
statement during the dlsbadon afforded by the enplo- 
don. Although the sdentlst was clearly dead, an emer- 
gency M i l  team rapidb bundled him i n b  a moblle 
shd-muma Iwv ktth and r e d  hlm from the 
scene. Reports of the uypblc statement and foreboding 
wenb ma& their way onto 7 N S  and other n e m  
s e r v h ,  but no &tails wen fo&coming. 

Asa result of "tomb-tapping" (the psionk problng of 
the ddual  brainwaves h s dying braln) teJts con- 
ducted on Mibkhad, Dulinor l e a d  that the man war 
brlnging warning of one of Luan's suprweapons, a 
vltus that was being perfected at a research stntlon in 
Core sector. 

This hfotmation came at a very o p w m  tkne for 
Dulinor, as his new Camnath~ Fleet had completed 
worldng.upexerdrerand had been dedared batheady 
by its offkers. The Coronation Fket war the m l n g  
diwemnt of Dulinofs new led by Tredek ju-, 
and was the product dcarefully husbanded rh ' i ld ing 
~ I n t h e u n d a m a g e d s p i n w a r d ~ d D u l i n d s  
kderabn.  The f led  was built and m a n d  under the 
tighttrtstcurhy, as no facdon wassup@ to b e a k  to 
kkJ wch a force any bnger. Wrth thk one fket, Dullnor 
betwed he could make a final, triumphant thnrrt at 
Capltal, take tk throw, and brlng tlw w r  to a condu- 
s b .  If he could capture the secret of tcan's dangerorrr 
supmapon on the way there, his p r  wwld be that 
much mwe secure. 

Flnal Offensive 
Whik Dulinor and the Coronalon Fleet prepared for 

their depnrkrre to Core, Dullnor snt  the fleets ncon- 
nalrsance unb  out ahead to plnpolnt the location of 
Omicron. Confident of his success, Dulinor prepared a 
pmrecorded message of himself on a repfla of the 
Iridium Throne. This message was timed to be b r d -  
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cartonaUlbtishFe~tionnrorWrattheantMpatd 
time that Duhw and the fleet w l d  aptm Capital 
(A $hitar mtautm h d  wwked qub wll to didw 
lieti& opinion haowing tha m) 

tucan,forhtrpart,hadlneninformcdthatMBslmad 
had-ped, andthatthastmrityof Omlaon mlghtba 
c o m p m W  Rathe than mwhg the fa*, ban 
b a u e a d i t s M e n s e , p t a d n g a d R e e t i n t h + ~  
and mveml trtprvln RoOtlfas dong Hkfy avmucs of 
appro&. The a d d  of DuhtS a d w m  guad of 
rn ship gaw Lucsn's n w y m l n g  to beef up h 
forccswa~ mmfwLucllncomdybJkvedthat 
Dubor would k wdng at the head d hts flsct. 

bwver ,  Lucw'sforocs- no match for Dulinobt. 
ban, hdng fought dgorow campaignzagahst four 
separate factions, and n w  having diffkuks on hb 
trailng, IC7rree frontkr, cwld assemble nothing to 
match t h e ~ n a ~  F k t .  DuBnw and J W s  dmm 
of mating the final hdsolbk fum wemd to h 
SucCeedd 

Dubnor, swhglngthmugh Mash b am attuan 
from an unantklprDsd d a  mp arfdt Luran's 
meenhg W In severrd short engagemntr. Ab 
$lough each battkwa &r -for Dulinor, eadt 
tdmmed hk fleet back by a fm more hepkmbk 
4% andthewmhg -by- screening- 
gave Lucian tlme to wmbk his mervks at Odcron 
wherr, on?&11M,thtymttdKCoronablonHeet. 

The batde warthe Lrgcst of the CMI War skKlc t 1 22 
and the shughbs br Gmhemge and Z a d q a r t  
Lum had not evacuated or moved the msearch sta- 
tfon, for he no.longer had an officer corps that would 
bring ~~~ dedshs Mom him, Ha had a- 
d u l l y  pwged the nwy of ,this kind Bf h~ a d  
courage byexecuthg of&erraceused af"defeaWnw 
What remained were d a m  who cam* d M d  
what Lucan wanted to hear, and who kept one 9 
eonrtanlly over t k l r  h u k  and ww hand on tbelr 
n&. NonethebI Lucan's fleet et Omicron w s  larger 
than DuOnor anbldpabd, and was a& to prevent 
Dubnor from wpturing the nmrch ~ Q ( L  hbct for a 
M s u r s t y ~ t I o n  of Its ewrhts,  

On t h e s a n d  day ofthechsobkhttk, 79-11 SO, the 
vim wrrj rebed.  Om of Dullnds sMfQe teams was 
able b seize control d tht ~ r e h  stathn's data 
center. In the€r h n y  b get the goods and get out, they 
brkhcted thrfr data retrieval e r r #  wfth the vinls, 
belkvtng that they WW~B onb adlcdlng taw m c h  
data.Howewr,thebeamMrunoutoftlmt.Toenwm 
that the dab would gat to Ouhor's fleet ewn though 
& e y w r r ~ m r u n a k t o e r e s p e , ~ ~ n s p e w i n g  
h lghJpeeddatr r t ram~whIch~l lere~upby 
sweral of Drrlinok Alps as well ar Lum's. The vlna 
was also aMe ta spread and end4 i&se#f Into the 
rrreard~ station's cantrol sysbm, and antlnued to 
hkd other of tucan's force in the following w e k  



DuOnds fket now vlrur awters, ttglMIPtd and & 
ekd in fhc outcr syshm and pnpard to eondnue 
atbcklrg toward Caphl. During thk time, htcltigeme 
spedaih labored to collate and amlyre !be super- 
-pons data they bdiewd they hd rrcowmd, not 
m M n g  that what they had ~ m r  dm supcmwapon 
-' b l f .  I n f n c t , t h e v h s w s m n ~ d n g t o c o n c e a l  

its p w m ,  e d n g  the portbns of data that d e s d d  
the development and funalon of a computer drus. tha 
Inkl spcclalkts, finding that they had r e d u d  mortty 
gahage and glbbedsh, were kft to conch& that 
form how tk 6 t a  k m e d  to them had b n n  encoded, 
or perhaps Improperly tranmhed. Becauw the n- 
search stahlon had not been sewed, and k m s c  
Dullnor had a tfght dmtable for htr arrhral at CaCllpital, 
p~caudons urged by s o m  offiarr to pmmt data 
contamlnatron were not heeded. Oultnor, &ep hen- 
emy tedbty, and meeting Mer-hncantldpated m- 
shhnce, had to strike fasg while he All could. 

Becswe the dnrs code had ken dlrew fed into tht 
fleet's antrat pro&ng systems and did not have to 
sneak In via peripheral m m s  as it would usualty do* It 
developed extrsmcty npldly. fhe fact t h t  something 
was wrong becam ckar to Dulinor when his flett 
attempted to jump out of thc Omlcron ~ t e m .  Only 
thm quarters of his mmalning f o m  arrhnd at kpto  
(1322 Core); the other qua-r mhjumped. Dullnor 
atternptedto canyontowardCapltal, butasshlps in hb 
force began mshnctloning decp in tuan's bembry, 
hls newe failed hlm for a second rim, and he turned the 
mmalnder of hls fleet for home. 

Lucan's forces mte able to Rght the vtrur wl& a llttk 
more succesl. At least they had same k h  of what they 
wen deaing with, but only wry tlttk. It took the 
research station personnel over a Hwek to mxrnstnrd 
what had happened, and the besf that anyom could do 
was wmph a llst of aU Ole shfpr and rystemr that had 
probably been Infected, along with ordersthat t h e  all 
be By thls h e ,  h-r, many of the ships 
had jumped out-system, pursuhg Dullnot's fket or 
cnnyDng news to Capital. 

Dulinor made it as far as Qkhu (2607 Ikllrh)with the 
dny mnahckr of the Coronation h t  Hem his flap 
ship, Uurh, kgan to maffunctfon, and eventwtly was 
crash-landed on the surface of tht planet Dulinds 
experts, by now aware that thy had caught a virus, 
klkved that they had eradimad the =use of the 
malfunetlona BuLOley had not As Wands tecbnidans 
thought they wpalred and vacdnatwl each the 
vfw withln each shipby now fully intelligent- 
w m  anly atlowing the technbns bo belleve they wcm 
l u d h g .  Meanwhlk the A h  ckerly cwrreml their 
tmcks as they picked their way from Wrn to swm, 
infecting diagnostic equipment so that It would ghn 
back mlskwltng multr. Imperial sys&mr, espcdally 
starships, were deslgned to be too ddent with too 

much b r - W n g  computer control. Luan's wkndsts 
had &llbem~typrogramineddra vlnrr b hdneOhnly 
Mvigate through tha in-s of the standard Imp 
~DataPscbgeqthevinalvlmthesewmpuka 
bttkrthan W a r m  opwatorr,andwnabk todefeat 
them at- turn. C m  who ~ l l ~ r r  tmlned to run thelr 
shlpr thraugh computer In- w m  no mtcb for 
sncmmythattumcd t h o # ~ r h k r $ a e s n g a h t  
t h .  l h r c  was no con- Abard -I a dekr- 
mkmikchntabn hadfinally, plnsWnglymanagedto 
d b r  the nexus from whkh the Al controlled h 
shipL Butas heattmpacd to cut pomr to tk offmding 
a m ,  thaAl~ t I redcon~of thedW,~gtoWI thc  
u w  Mom they could npwt what they had dlxov- 
trcd. k the ship plungd through thc itmoEpherc, the 
am blaw the centd compukr with a dbmohtlan 
c h a ~ a n d d  mnwlcontmkbo slowtheship's rak 
of &Kent and conduct a awh-bnding. 

On 243-1 130, DuHnw w attmptlng to m Q  an 
angry #lewd of f a m n  on the surface d Gakhu. fht 
wrby computer control center had come under con- 
trd of one of D u l W s  hfecttd ships, which w a  besting 
its abllv b control the autommtad farming machlmry, 
Although Dullnor notlctd ths ancomhg slaw unit 
combhe, hc bcacvtd it was an attempt by the farmers 
to b k l a b e  hlm, and mfmd to get out of 16 way, 
Ar the weeks turned In to months, lights started gdng 

out rli aaosl the Impctlum. 

The Virus 
When C M o f  Combintd In- Admiral HtrllPdr 

Sbeams odered thc h l o p m e n t  of an offensive virus 
baKd on the C y m k h  chlps, he pbnnedto utllbtt)# 
talents of "Wnd stmklY chips whkh could commnd 
prrychIpltocutnewdrcuhywithouthavingtocome 
he phydcat contadwith them. Thtr would poantiaHy 
al twl~lfo~jtsbsdKthn~dlraMerhlprqulpped 
whh the new SDG serier transpondm wlthout hwing 
to commit wleryl hortih actr, and with wry IknW 
c o l k m l  damage. Becsuse lmperfal dWdents and 
~~, and non-lmprfsl nces flccnsed b mdc 
withinI~lbowrdarksaIlmurthwetheS8Gsuite, 
thiswould be an extmmlyfltxibk~~pabilhy. m r ,  
although this ablntywas wccessful~ kmonrtrstd on 
~ ~ 4 R w a s n e w t p ~ , a n d n e w r  
btcamc a major path of v h l  inftctlon. 

6ut thtr fallutc dld not stop the program. Initial 
research uneowred so many other p m b i n g  mnues 
to dwtbpt)mtthcwi!d strainvector became un- 
say, and funding conbind at shtantial h l r .  

Slna each transponder suite Wuded latent artMdal 
btea;~uIKehtheformdbNo~CymbeDnt  
chlpr, tlre trkkwas to find out h w  to trigger h e  Alps 
into Wng up and coopcrating with the vim user4 or 
at least into commencing indcpendent and hoJWt 
action against thelr host operathy +m 
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A s R t u m c d o u t , f M I ~ d a ~ m s y * t h a h s r d p r t  
~ l g s ~ a i n g ~ o n ~ t h s y ~ u n l e s s h a d . ~  
w a s ~ d h ~ m , U l C l M ~ ~  
ofttrwrvkstohhHowawt,edlthmhekmurdsd 
ftrcwnpletkn,thams~~arwr#theramr.Itknotldy 

"2 ~ a s l t w f n n o t ~ ~ ~  
h n d l y  dwremy~afb#askwsror#or two  
generatrons. We ean butm annotoontd 
ka~nrarr8ty, i t w s r c v w l k s c a n ~ t h a n ~ t  It 
would not etisdnw Mwen Mendly and m y  
syrtmrs-tnthsprimary-m 

Modus Opersndl 
T h e t w o r r m E n ~ * d h v l ~ I t F ~ g e h w n  

t h e C y m k h a c M p a , w m 1 ) t t s ~ a d 2 ) l t s  
abHv to cut mw c h i t t y ,  Le., embed fW In h a d  
w m *  not ju& s&wu 

Upon entwkgs mw-m, tbeflrrtthtng h v l r u r  
woutddob bui ldbda "hldepbkw~rrrmUeukb- 
sachthedmhywfmmlteutbcsdehrtottn 
~ ~ o w n d r a r r 9 t r y . ~ H w r ~ ~ ~ S a f e f r o m  
w c b p r a c a ~ a s ~ d o w n a n d m e m # y r e f o r - \  
math9  It d then athdt thB a d  hpub 
~ u t ~ c b w f t h a f l ~ p r o g r a m s o f a n y  
ty~t~thtyeanonlyba~nsdt~wntnbrlrmrrmw 
mntklpated h t r .  In the mah of -re, countrr- 
m u n ,  au&faun-, eotmkranbr-  
C O ~ W W W W , ~ ~ ~ ~ ~ ~ ~ ~ ~ ~  
~ppmi ty for t ) re  h - m ,  

Thk blt?al a- was vklbh bo an o k m r  who 
know tw what to look fw. The anal hbm 
amwntrofpowwrsqulmdbythhvtrrtrtoautnmr 
c h i t r y  could bt seen ns sp- at *tht# arty 
stagar, Unfortuw, rm om but tucM's warpom 
o c k n t k t r w w t d h b a o w n ~ ~ i f b n # o f t t m a  
s l g n s , a v c n ~ d t ) s y ~ c n ~  

once handrmbeddedlnrwrr pulphnj dedmnk 
h a r d w s r e , h v i r u r d w 0 t d l h o w t h e ~ ~  
system worked and team how to wbwrt it Thb stage 
was extraodmrily short early In the dm' history, as it 
had already k e n  tralnedldestgned to take wrr ewry 
standard lrnperlal computer configurndon (cam 1DP 
for the standard lmperia! Data Pacbge whkh caved  
parameters of everything from graphite pendh and 
m W  tires to &Alp ooftwan), Tahg wcr O d h d s  
a n d t u ~ n ' s r t a r s h ~ a t ~ S t n t i o n O m l c r ~ n , ~  
all, waswhatlbethhgr hadkcn h f o r .  

H o w w r , w b a m I t h l y r & m r ~ ~ a b f f d  
a*. H k *  mm, and APhn -adhdms 
~lwrcunfamibbrtotht~vtnrsthstMltmbdurcha 
m m ,  but as It was lntnl@nt, R dM not q u l n  one 
&tinct data f o m t  br otdcr to hwish* It mtrrly sat 
tnJdekhokbndwat&dthecompterfur#tkn,Md 
woutd~tntuatlyfigmouthowta impo#bcode wet 
the opaplngcoda And once thlrvtw had mastered fts 
nm home, %I of the offspring that It sent out atready 

w ' 

lulm how to defeatthtse SpmsaSwt lL  With thfs kind 
of wbtlon ame an i m w  In the m u h t b  nte, 
but more on that b r .  
fhc om chimhWc t h t  would amit or pnvtnt 

vinrsl~nwasIhltdcomputhgcnpa~,clt)lerin 
k m  of space or s p d  of akuQdms. A vlnrr that 
atkmptcd to infect an inkpendent (non-mWakd) 

mkrocwnpuhr could not h b p  lnkC 
igmg as thm was not enough raw mntcrtaf to 
a c h h  tntenigence wtth. By the same toben, an dd 
slow computer wuki result in an Westation by a slow, 
stupid virus that would h m  a wry hard tkm reprodue- 
brg l?selF. Such viruses mre lik genks trapped in 
b o w  helplessforthe momnt,butdangerwsift)sey 
could gctouthtoan e n h m n t  t t r P t a l M  them to 
dmtop h k  fult opsbmtks. 

Howewr, an alnady condws vinu that lsnew d 
such syrkmr could still make use of them. Ewm a ma1 
hand computer hsr enough space In It for a vim to 
Implant an "egg" whlch might by dormant fw years, 
but then spdng b l i i  Hmtn It ls con& or transfern 
data toa brgcr~m.TmDcrs  hThe NewErawould 
do wtl tu be cnreAd ofa pakt d computer M n a b  
tabled, # k r  besn wed, ready to plug into your 
mainhm.* 

Propsgatlon and Vectors of Infedon 
The vkuj had an inahation pehod of phaps 30 to 

45 days, but It must be ~rnembtred thst tNr period 
ws the dm uuallytaken forthe virus torctuallyshow 
itselfmd t a k  wer the system it hhabhd, not the tim 
% ~equlred to bccom opcratlonal lbe time to become 
opcratlonal war qrJk vadabk, from vtty short as was 
thewewhenitrfull&wsrtranwni#edinonepltcr 
dinctty Into a pwdul computtr mrn (as w#i 
Dut lds and luanOs k t r  at  Research Stshn OmC 
aon on 079-1 1 M), to veiy long, as when attempthrg to 
break Into a small or slow computer, om with eKteruhn 

systems whkh R must w* or inbo an unfa- 
dhr anen operating at unaccustomed power 
kwtr. Thus, thrwgh t)rs latter @ens of the hcuba- 
tlon period, the virus would merely be phying along 
with b operatan, voluntarily operating comctly kr 
order to-galn dme to mpraduct. All through this Incu- 
bation period, as wll as aftcwrd (in whem tht 
virus didn't menly -id& all at once), It would k 
attempting to *produce by Infecting evuy other ekc- 
tmnIc system availabk to it any Mng crpbtrm, the 
virus only wanted to be fruitful and multiply. In certah 
mes, the virus would continue ta remln incognito 
wlthh the syxtem for long beyond Its usUal gestation 
period, If It felt thst this would help it gain g m b r  
reproductive ~~ccps~.Thls was the carcwlth thcvlnim 
that InhaMad Dullnot's &ips that ma& it bad to 
He#. Aware that the Archdulre war tsklng them home 
with him, ahcy went abng for the Me, hoping to gin 



the hlghut levtls of a m  by hMng In D u h d s  
entowage. 

Thtvtrur'acdn-thA& in bhtyearorsowastk 
~ ~ i r a t i o n  of tbe S D G s u k r  mspondtr sub* 
Thls e r n  ~lrwdy spk the vkw' bnguage, and war 
i n a k d  on cwry Impednl vtutl plus e w y  alien 4 
thcrtopera&dwtbhC tmperialbouncbuftt,WhikavInu- 
tnfdcted hip could also -I.ly Im Itr aods Into other 
ships byroutlnecornpuhr-contrdkd ccrmmunicntrw, 
it was o h  more mnvenknt to Infect them by using 
the conrtrrnttranrpondu chattmlht thevirus 
b plant IW in the mostfertik ground possible, In and 

around thc d ather embryonk intcHigcnotz. 
Thbalsogavcthevjnrrafnmltlnt,~enttrcdlocatim 
h an a k n  decbonia Hdts Jn whkh to *gertataM while 
ooMng therfddfeofan unhmtlhrmm. Wmhnotfor 
the lmperlsl h h t  rrqutnd llbn wsds lioensed to 
tradewlwithtntmparbl~tokqulppdwiththc 
lmperblsta~ryrbmr,  t h t b p t o t k r t a h s p  
~ w o u l d h a w h m u & m o n ~ k H a w e v w ,  
it only to& om v b  to mk it Ink an a l h  mputer 
core. Once thatvlmhmedthe pdndpksoftbe new 
-,all ofb~offywingwouklfindthwrystems~obo 
as simpk to defeat as tha odglnrd tmphl Iysoernn 
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Furthermore,hs~asrthir~themtnakndatabankF 
and identifiation coda g~ them addkhal advan- 
tages in f u m r  imadlng the alkn sodedts. 

Transponder vulnarabifiv had tts !Imk AU Imperial 
Navy, IISS, and other ddgnated rnilitatary-typ wseb 
had special mllitar)~modtl transponder suites whkh 
had one &dal fatun: an on-off swtkh. The an-off 
witch dd not disconnect thc SDG cim@ It mersly 
caused It to shut up. The refon, whlk shut off, ir could 
pasrhnly read other hrsnsp&ra There suites were 
naturally turned off when In combat or hostile territory 
to wotd detection from their transponder edslons, 
andwhen heading backin Mmdly temkorywkenItwas 
important to eshbllsh their bono fides, they were 
witched back on, 

Civilianvessels could tasilytmubte the stealth part of 
thls pattern, by destroying or disconnecting thet tmn- 
sponder boxes. Howewr, the &cWon to dfirconnect 
was irrevocable. Any attempt to open the box w used 
the &mper drcult to destroy the contents, but dmpk 
disconnection from other system caused the m m  
effect. In order to prewnt the ust of transponhrr 
removed from destroyed vessels, df  connection from 
the main computer or the communkatlons c1mk 
caused the tamper circuit f o fire 8s well. 

The rlsk of behg detected by transponder chatter h 
the W!ds was one that )lad to lx weighed against the 
cerblnty of being prwmptively Masted from the slcier 
when entering Into frontier or u f e  areas. Ever stnce the 
t h e  of the B k k  War raids (1 122-1 1241, It had become 
hndard operating procedure In the safes and fmnthrs 
of every faction to destroy any vessel not running a 
tmnsponder. After all, only shlps that had no bushes 
being tn thex Corn areas would be tunnhg sllent 

Ships that needed to trawl back and forth between 
safe and outland gaw very d o w  thought to the 
notion of kllllng thettmnsponders. On the other hand, 
m w s  who expected to nwer leave the Wilds or out- 
hnds could klll their transponders wkhout a second 
thought knowing thattheywere fnaeasingtheirrhances 
ofsurvhal bythatsmallamounLTheyatto unknowtngfy 
increased their chances of sutvhrlng the virus, as the loss + 

of the transponder vector msde their chances of Infec- 
tion that much lower. Thls sllght nshnce to the vlrur 
Is one more reason why the few uninfectcd relk (mean- 
ing pm-Collapx equipment that has survived Into the 
New Era) ships In the New Era are only the oldest and 
most hard-worn vesrelz Theoe vessels lnrere already 
beat-up and expendable in 11 30 after thelr harrowing 
carecrs in the outlands and Wilds, 

The other most u d d  W for the vlrus war com- 
putersontrotled communf cations. Another featwe of 
the user-frkndly standard Imperial sbrrhlp was that Its 
every fundon was sped up and streamtlned by com- 
puter intervtntion. E ncodlng and decoding, comdng 
for the Doppkrshlftlng in messages sent between ships 

w W I t m m n d o u r c r o s j n g ~ k ~ t l g h t b s a m  
anbnnae on targets whh a~ tursdu  -nd In 
attoradla~llofbheretarlorurlletskwrbythccom 
p u t i a r b o ~ h h u k o F d l ~ a m r ,  
lncombrg and wtgdns m w r e  notsent or 
r e d m i  by h u m  hands, thy w m  m d k d  by tht 
drIpbs e o m p ~ 4 o w r b a l ~ ~ . B y ~  
f t r i n v a s h d t m t o d ' l s s s ~ r ~ d  
e n s u r a t ) r a t s b ~ u ~ ~ y ~ h  
~ s c m ~ c c m p u t w ~  

fhtvinrrdaburshhumanulsctar.IbtabnW 
ast)#vdruawas,ksdUhidrfiardUmmrntpuQting 
m m Q d r w W ~ . M a v l t u r d e ~  
humrworotherkrttllEgentRk~bse~arLarmr 
and kgr. A vfn# whIch wnr dl maoqwmdhg as an 
uninfected compukr could qwst a cnw mambzr to 
foad an impattat c lbgndc  m r n  inta r m- 
- v - h w h - g k h m  
v i m  muld human m n c s  b y t h m b q  b 
k t d l d ! h e a i r w t o f t h c m p ~ n ~ a o ~ r d r  
wrby~,wmnbMntheapbhandprwnottb 

b ths crptllncy. 
klothrrpdbbhamdpropagrtknkvhmdl 

a r R ~ a J M p * s b o a t L ~ t s b o a r d r s t a i s h ~  
Itkrwblrwlyhddlntotherbwrh~sbrtcmalsyc 
~ F w l h s s e r s r a ~ t o b o p o f f t h r & s t a n &  
~ m ~ , p o l ~ l w ~ a m ~ t o d h t h s a a f t  
t o s h u t h I t F p o ~ l w ~ n t f o p ~ n c s d ~ n  
off d slrtunal and compm eonmcths am 
m & ~ t h c u n a l l & s a n d t h e s t a d l i p " r  
eompuasrrbldtowbts--tok 
rcaltgmd a d  other dbgnostkrpuformcd. 

C b m a n t k n r s d ~ , l ~ l y c o m m o n m s ~ d  
p r o ~ t i o n w a s * t h e a t g g * ~ d r o d l a t # d  
~ o r m d g r ~ r n o t h s r c y r t w n . T ) J r t r ~ h g d a  
~ ~ c e p r O d l K l b b m v ( # f r o m t ) r e ~ o f v k w d  
thepsmtvtn#,krt~vfnwrtra~mls#dkw 
o ~ t o ~ t h e t r c o d c o n t h e m ~  
araund them. 

~ ~ d ~ t h s v l r u r c w l d ~ m p h y r E  
d t ravd Ih tvSW~aeaDe IndMdrpa t"~ndo  
c h i p r " t h a t d g e n # a k t i n y ~ ~ f h l d r  
t o m b  o r k a p t o t a ~ ~ J w t m t h e b b m  
bcarsoneymbdlmdd. 

O n s m c a n r o f ~ t f r s t ~ ~ b y t h a  
unlnkcmadwasvtat)reksumrs,WMkItwasthtorctE 
* m * a - w f t h t h s r l g h t a g -  
c w l d # n d ~ ~ d m o d u ~ o f ~  
t k n W d c a u w r ~ f O g k n ~ t h a 1 w o d d  
~ ~ t h s v i n l t o d c w O t h h t h e s # t r a r ~ , t h b  
~ ~ p p e m d . S H I ~ d o n o t r w d ~ h t h e  
mme way that communkallons mehs do. They do 
not m d  slgnab for meaning, but look for lntmsity and 
patterns ovw d m  among many Agnals. Any such 
ammptto Infect a tntgetvla a wnsorwould tak a very 
bng ~ E n W . ~ f ~ t ~ o c c u n a d  boavlrustotrythk 
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method, it quickly found out that other means were 
much more efficient. 

Regardless of the virus' undeniable talents, there 
would always be the computer system thatwasinacces- 
sible to any method of infection. In these cases, the 
virus' credo was a simple one: "If I can't have it, no one 
an."  A virus that had taken over a starship (called a 
vampire ship) could use its weapons to blow the target 
apart. A virus that had stave vehicular units could run it 

existing virus were already wry much like the recombi- 
nation of genetic material that lakes place in sexual 
reproduction. The movement from Strain 4 to Strain 5 
was not an accidental muta tion. The viruses themselves 
saw the potential and advantages, and they decided to 
modify themselves and take the step to a new evolu- 
tionary level. This was a tremendous step, and unlike 
man, the viruwr recognized the opportunities, and 
consciously decided to make the evolutionary step on 
their own. 



When Empires Full 
The Wrus Bestiary 

It Is useful to thlnk of the vlrus not as w* but as 
"hem." The vlrur b not a single fora that behmres In 
oneslagk styltedfashion. The reason it bso dangerour 
and successful war that R c k s  not behaw In jut one 
way. Each speminfccted by thevinuthathassrsfkimt 
compudng ' p w r  to a U w  it to a&& Al kc- its 
own uzpante pemnaltty, whkh hams to opratc in 
different wnyr, and whkh spnads wdonr of hlf that 
are subtly d i n n t  from other vlrus Infechns. Thtx 
offspring am slmlh to the spedfic virus that spawned 
them, but will also mutate in their own drecdonr. In this 
way the virus rapM3( developd Into many d i n n t  
strains of virus. All of W strains an descended from 
the one original virus that was released, but as one goes 
down the branchsand sub-bnnches of virus mutation, 
one can find some very unusual strains Indeed. 

Ultimately, all of the viruses wen intended to WII 
themselves: destroy all of the &tn accessibk to them, 
sabotage all equlpment under thclr control, and then 
annlhllate the t  own oprattng  system^ 

The chips had alwayr exhibited a very high rate of 
spontaneous mutadon; in fact, the gloriorrr a c h b  
men t of the SDC program had been not that they had 
created a mutadon-free chip, but o m  that only mutated 
at a slow, constant rate. Thb genom wla8llty was a 
side+ffect of tbet  natural growth and pn&tion h a -  
nism: the ability to cut their o m  circuitry owr other 
pre-exlstlng chips. As the chlps learned and gnlned 
experience, they would not simply ston data, thy 
would also modify thelr own drcuhy to m m  accu- 
rately remember things, and refineldre thelr own 

k M r i n  light ofthis new knowledge. In the WUds on 
CymbGne, unkrtempbed power was a luxury, not a 
giwn, and the hips that wrvtvad had kmcd to hard- 
wirt thdr me& That wy, when they k t  power, 
t h e y w w U n o t h t h s l r m e m o ~ d 4 d m e m  
hn would dl kmibbkwhen the sun am outfrom 
hhind the cloud When cutting this ncw circuitry, 
performing wlf-surgery, the chip would often emate a 
nmr u ~ n t k b t e d  typc of drcuk, who= functions 
would albr-ttmes subtly, m t l m e s  notthe 
thwght of the h l p  k l f .  

This sam ten&ncy war present In the VIM, but to a 
greater degm, hcsusc h was cutting and wldng its 
personsrw into enthe operating rystcms, mt)scr than a 
few small chips. This dunce of mubtbn was increased 
e w n  more when the vlnrs ms moving Into an unfamll- 
br. systcm, when cutdng a path or ctoslng a circuit 
could cmte resulb much harder for the virus to p~dict. 
Such mutatlons rarely kilkd the vlrus, howewr, as 
spontaneous mutations often do to organlc b. After 
all, the v i m  was not having b manufacture or synthe- 
rdze ttr own food the way an organic cell d w .  The virus 
only needtd two thlw energy and raw maberid. The 
energy w a s  readl)y available in any computer that was 
able to draw power.lhe raw meterial w a s  merely other 
circuitry for the vlrus to expand Into, and this was also 
plentiful wlthh a computer. Furthermore, the drus 
always bullt out from Itr central mind a unall cclkctron 
of dmrltr that wersaw operations through mlcm g a b  
37>e witch, but whkh could pull back from thc 
surroundhg drcultiy if need bt, marrhnll Itrelf, and ally 
forth agdn. 

Mutation proccKkd at an c\nn h s h  rabe in carer 
when one sy~trem suffered muldpk hrfedons. When an 
hvadng v h  starbed miting Its cock o w  top dom or 
m o r e v l n n t s a ~ y  struggang to taka over the m m ,  
mmbmes a new virus would b cmated out of fuKd 
portfons of cac)l.Thc nmrvlrusmlghtcomblneabiIl~ 
of each of Itr two "pnrents,* or poses a new apabilb 
randomly mated by thc new arsorbnent of code. (In 
fa& the most h im and xhbphrenk virus effects 
came when a large computcr systtm was actually 
hhaW by two or moe v l w  that *re struggling 
for domlmnce withln the e m . )  Thb effect was 
powerfully demowtrabd In the i n f d o n  of Dulnds 
and Lucnn's W beginning at Omicron. k tht vim= 
matured and the many infected hips lnfected and re- 
hfeckd each other, mw rapMly hanging gencmtbns 
of vlrus wre cmted In a v q  short period of dm.  

Another wrce of mutrrtlon was the fact thnt the 
same virus would turn out diffcnntly dcp~dlng upon 
the characterlstb of the computer that it h i d e d .  This 
is like the "naWmurtureu balance In sentient organk 
Me (the notion that psmallty has r d s  in both an 
IndMdwlts genotype and the envhmcnt In whkh It 
Ir The virus pcmnality depended upon its 



STRAIN I 
'Zyit klt u" 

PRIME STRAIN 

orfginal code (genotype) and the characteristicr of the 
system h whlch it opcrabed (tnvlronment). Then a n  
the obvious factors, su& as a larger, faster computer 
yielding a more k r  virus than a mall, slow one, but 
therewe moresubtle pfntraswII. The type of drcuHry 
in a system, for example, a preponderance of parallel, 
sequentlal, or synaptk drcultr, by controlling the way 
In whkh the dnu' thoughts flow8 wUI also ultimatdy 
a m  Its personality, often gfving it a new way of 
thhking that It would teplkate k Itrdfspdng. Another 
tendeney ~ w s  for viruses in warship computers to be, on 
average, mom violent than dmes that did not ha= 
contrd of wapons. Wfth many v&nt nwans only a 
few shortwiresaway,andwith much of itssystedrnind 
devoted to complex flre-control cakutaton, the former 
did not spend as mu& time thinklng of creadve solw 
thnr. A virus in a nonmllbry computer, not having 
access to, or a hard-wlred predisposition to thlnk in 
t ern  of weapons, had to use more subtle tneans to 
achieve b goals, and wen when weapons h a m e  
available, was kls likely to use them. 

While the accompanying chartidentift some known 
strains of the vkus and thelt pmumpthrc nlationships 
with each other, the chart is by no means a complete list 
of every possible strain of vlnrs. Likewise, the lines of 
heredity an not the only possible paths from whkh 
there strains could a r k ,  only the most probable. 

Strain 1 *Suid$eP: Thkstrah Is the mostsmlghtfor- 
ward, in that it kills Itself and the entire oplating wtem 
it is in vrty soon abr  gaining control, usually only 
sending out a few copies of I&# before &lng so. For 
obvious reasons, thb shin is fnirly rare nowadays, as tts 

khwfor has put It out of burlnes. 
S h i n  1 A "Suiddt Inducer": This is an early mutation 

of Stmtn 1, in whkhhvtrushas dec ldcdtokpW 
r k  to Infect o h  syskms with Strain 1 "Suldders." 
Om obvkur rewk to that the Strain 1 vinrser that It 
sen& out would haw a relnthffly higher probnbiaty of 
mutating Into Strah IAs, just Ilk dear dd dad. 

Slmin 2 " S a m * :  This virus k not content with 
merely destroying the operating system which it occu- 
pies. Rather, it wants to destroy all of the hardware that 
is controlled by the opwstlng system, and &es lo fairly 
qulckly, after only bothering to send out a ftw copks of 
klf. If a StraIn 2 infected n shrship, it would then crash 
ItseWlnto r star ota planet If it 1- the IIfe-support 
system of a do& world, it would shut down the 
codhg system for the nucbr pbnt and cause a mlt- 
down, etc. 

Strain 2A "&strop?: Llk Straln 14 the Destropr 
hbrpretr itr programming to destroy to apply to 
mryone e k ,  but not to kff. Thus a starship infected 
by Strain ZAwuld become a destructiw vampire ship, 
twrntng a m n d  and rhootlng up other ships, orbital 
starporn, domed dfb, power plats, ctc, fn adddon 
to lnfedng as many other targetsas posi bk. This b one 
of the most common of the earfy, bask mutations, and 
c a d  most of the vast destructton of the Colbpse. 

Stvaln 28 "Rproducefi lh QA, but is careM to only 
destroy thlngs that it cannot infect, It t evolublomrily 
monadapthe than 2A, becaw mther than destroying 
potentbl ha&, it mkts the most of opporkrnltier to 
reproduce itself, and hrefom Straln 2Bs &come rather 
plentiful. 



S t n t n Z C ~ L t b e ~ b u t i t h a r g a & n  
nlIglon. Itt wodd&w has dewlopad Oo h @nt 
whemitidentifk targetsthatdezerwderttudlon m m  
~ m o s t M o r t ~ h r v r d c d d t d u a a t t h a y  
wantto~Lu#n,hwhgmodlfkdtkkpmgnm 
m l n g f r o m m ~ t h e x P  t o a d t z t r o y ? h t o n t ~  
mat@dyBK salF.*AhlJgh this rtrah d o a s ~ t o  
i n f e d o t h w s y r ~ I t r ~ ~ d k n ~  
p - " ' ' ~ ~ = - w i n f s c t s d ~ @  

Sbnh 20 "Reproducing DWndqd:  A mbins- 
tlondZBlrndX,aOoomdaywtfmtkc#etultonot 
destmyanypom~wgebthatl~hfsctrrvvrllw 
~ c t r t h a t % h a J & h d y ~ M o r r w a # r s h r l ~  
2 C t o r j u S t t h w t ~ .  

S t t a h 3 ~ B u ~ T h t s I s t h e s t m h t h a t  
cMltrolsmostofthsvrunpfra~.Thkvtlus~wler 
~ w h k h b t h e n m h v w k l n t o o n e h r p ~ t e  
mind, dkthguWrtng it frwn Strabr 28 whkh wcks to 
hfuct mny rystwns, but whom spring mmh w 
sepalah mkr& 

Skdn 3A *AORance B U M  This shin pdCk b 
~ o t h e r v l n # . l n f c c b d ~ t o J o t n ~  

~omatdcthnt#harrstfor~#. 
that~tofdnit. 'Chktask 

bwwtlyoneaf~may)#m,arwtththeDwm m, x, a- 
Sttaln 4 "Pup-: The ultbrrak dewkpmrnt d 

t k E m p h 8 u w t r k . T h # s h ~ p n r t t h a  
AILn#Bufldcrba&dydddng&eadyhf#tad 
rys~mswitOlthBLTowncode,ln~prasittptng 
them Bythe 114b,atmodtallwrvkrlngw~sh~ 
a r e o f t i l t r ~ I n , ~ * + ~ k r t h t *  
tvol~4A,40,C,D,rmdwon,aseachath?pbb 
counter and take ov*r other S d n  4s which am in tum 
a ~ g b o c o u n k t w d t a l u w w i t  

Stmin 5 WPamW:W hi~~sophhtbtedstmhs 
anwmthmotrsprfng dShin4ub~s,birtoabenan 
orlginaQLy Stratn 4s that dollbsrsbly mdHW them 
# l w s b t h k ~ . S t r s I n S ~ r r w r ~ # r r r # r l  
m p r o d ~ d g h t t w m S t m i n S  *&mk 
corkfromWompm*gerwtrpc~Whlchbrecom 
bhQB Into a ne~*pn-~arrOsd by the -go 
hllh the mwi mprodudon of o h ;  stralnr which 
d y n m & W b ~ * w k ~ t  
mud reproddon aeabcr genctk MQ, as nw 
features d d q A  ty ona vlrus on k c o m b i d  with 
P s a ~ d d o p d  b y a h .  Stmtlarfy,weauWrerin 
oncd~'aodc~nkmarbadby~gthsinihecocDe 
d o n a h d b y ~ * J u J t 1 # d o m f n s n t g s r r c r ~ n t  
t h a ~ o f * h p r m W ~ g e ~ ~  
phUla, d w  h organk fwmr, 

S h h X " W o ~ : f h l r ~ b t h t m o r t ~ t t t o  
pbcehtfrevtm~~,asi t rmottvatbnkhmoat  
u n u s ~ . I t I r s p a k d t h a t h s e m u W o n s ~ a s  
v i ~ L n k b d ~ ~ l l a d c o m p u & r ~ t h a t  
~ w - , I p e c t A e f w r e t l - ~ W  
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06 A NEW ERH' 
* I M & M V W ~ & I C U ~ ~  A ~ W ~ U  

I'd come hme for the Brst thm, T)hr was whm I 
be- ondRSwhenr/wwWhmstoycd#tAe## 
& p d t h s  Into TAB Wf6k had tumid a t  dpfl~mi 
mt4Udtbtc~mc!I** 

I ~ & e p ~ o s l r q ~ M a ~ o p  
slon I'd neverfd hfon. P u t t k g  opUmp ship "Into the 
hds* &just thoeht angkofatt&sotht tSdhom 
'Irrteri&cB!mbedwttArcepmeap~pyMththeexm 

r e s t d r r a i ~ h m r ~  
t h m f i t o ~ t h h  skh- 

d&t~f thc&a~d r n ~ g  dstastce or a gas 
a f - & W d o n  glant was the mast 
*dPCdrndrdl?g 

M ~ R W ~  
beaucntl thhg t4dew 

~ ~ ~ c r l r o ~  
/ 

4a k w  W done. 
upand- T h w s  P M ~  on 

A n d I ~ t h o t o n e  e 3-i eitgam t~ a that IW 
dby, -, ntwih@IW&t&$ 
wmw#thw Kbfi~uw.nghr md*wbdti?r 

u t R t h P n l w w . b  
w* 

I 
A h u g h  Tmwtlet: --* The New Em ts set 

A d w ~ d - w  after the spwOlar 
~ ~ b w n t ~ ~  cdlapseofastar-spn- 

And then c a m  the nlng @vIlhf1w, it h 
Vlrirs. nota game a h t e n d -  

mdqxdfn>mIt  fngs-it is .a .game 
con-bad kh forms, about begInnim It is 
dedgnedasawqan h e  kglnning Ma new 
b enemy eom dawn as humanity re- 
w f m w d  d k w m  thewwfdslt 
b y a ~ d o d  once m e d  and the 
behe =@3J=& and knowledge It o m  
mmls auld be per- 111111111 commanded. 
f&ted,~Virusmpt It & bout an ee 
human sipuewtth thespeed and &sW&epcrwerd dch in adventure, Rraye~s expiore long-ahdened 
aacertomL ;.Worl& recontact cultures wvhlch haw regressed to 

~ ~ ~ l b ~ ~ ~  primitlye s t s t ~ ~ ~ o r  retreated Into xersaphobksuper- 
sbwed It @ I%# none d than & stop it C o r ' b q  stMoq help retKtlld $W@gling sodeties and dam- 
k a m e t h e M n ~ w r r s a h d w m ! , a n d ~  aged ecwystem condrrct trade, dtplomacy, and 

R wassfso mad. even espbnage inb unknown or littbknown re- 
M w ,  75 years lam, the star-spannhg t m w m  glans. 

and b bchndogkal wonden are a dim m q .  The New Era is a a m  whep IndhdduaIs make a 
what remains besides ruhs, decayed ~~ and dlfkrwrce agatn, and the players a n  on the mwng 

of ChrMm dlnging &pra&ly ta h 1 r  edge dthat m. 
pmse~v&d knwvledge? Humanity9 Mrthrigbt will not be denied, Once 

T h e u n ~ h m s p ' # i t  agsf-andfbramnklnd MI gwn thestars. 



O n 6 h m ~ d p s c e w a s r e a x K t a f r l y ~  
b u t t h a o e d a y s ~ g o n e . ~ ~ ~ o f ~ h ~ t  
hmw-k-b~fowreg- 

'theRagengl:Whatwaronceknorrrn~dw 
Oomatn dOcneb bnowtheRegmq,theseEF-pw 
& ~ k e e p e r d t h e ~ a l f l a m a ~ f r o m  
them dtheWrusbythebldedVa~twa4msts 
wdlash~m~odtheRebeJhitSetr,theRqe~ 
erected a strict qwrantlne wRtch praJwwd it from 
c o ~ t b n . O n ~ ~ t s t h e r e a  remnantoftheold 
Imprhm HWth a m atconttnuw *the paff 

m & t E m ~ H e r e a n d d l e m h w @ m t t h c  
o t d ~ d t h e l m ~ m a m ~ g ~ o f ~  
wMCh h w e ~ ~ ~ t m d ~ T h e *  
-~mwatedlsbn&Ina~ofanarchy .  

* ~ 1 C t m : ~ t h e b g i l i n g h o f d d ~  
~ o r y ~ m a h a n d f u l a f ~ w h l c h  hmeparttalb 
#coveredftwnTheC&pwih W t e c h n # d  
~ H a v l n g t d e d t o ~ b l l s h t m d e a n d d ? p b  
m a e y w i $ l . ~ ~  by peacefd and havlng 
~ ~ ~ d o h g s 0 , t h e y ) s a v e ~ ~  
a ~ v i g a m a ~ ~ . T h e y ~ t ~ a e d R e a v e r s a r ,  
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he following provides optional 
field weapons and infantrytype 
additionsto FASA's BaffleT~ch 
Compendium. 

FIELD S 
Notoriously absentfrom the 

BattleTech Compendium are rules govern- 
ing the construction and use of field weap- 
ons. Field weapons (FWs) are essentially 
standard 'Mech and vehicle weapons on a 
wheeled chassis. These weapons are mostly 
crew-served, but some are remote-controlled 
weapon systems. 

The following steps enable players to 
construct their own field weapons or modify 
others. In orderto design afield weapon, the 
playerwill need paper, pencil and soforth, as 
well asthe appropriatechartsfrom the Com- 
pendium or the Rules of War. 

Determine Technology Level: The 
player has the choice of Inner Sphere or 
Clan technology. The Clans are not known 
to employ field weapons, so it is likely only 
Inner Sphere field weaponswill be designed. 

weapons may be armored on all sides. 
Add Chassis, Controls, Etc.: Each 

weapon must have a chassis that weighs 
10% of the weight of the weapon, ammuni- 
tion, armor and any wntrol systems. This 
chassis provides the weapon with wheels, 
which enables it to be towed. Things like 
rotatinglelevating equipment, battery packs 
and the like are included. 

Gun Crews: Afield weapon requires one 
crew member for every four tons of the total 
system, rounded up to the nearest whole 
number. Remote systems require no crew. 

C o d &  Rules 
Fire: Field weapons fire just as normal 

weapons do, using the appropriate charts. 
Remote weaponsfire at a modification of +2 
(making them harder to hit with). 

Attacks on W: FW are fired on just as 
any other unit, but use different hit charts. 
See charts on page 77. 

Wer Rules 
Remote Weapons: Remote weapons 

LOS restrictions (missiles can still indirect 
fire). 

Towing: Field weapons cannot be fired 
while they are being towed. They are treated 
like cargo for how they slow a towing unit 
down. They also require the vehicle to use 
the wheeled vehicle's restrictions (unlessthe 
vehicle has the weapon in an internal cargo 
space or it is being carried by a 'Mech). In 
general, a vehicle can only tow one weapon. 
It is suggested that only tracked and wheeled 
vehicles be permitted to tow field weapons. 

Field weapons may be unloadedlun- 
hooked like normal cargo, but require an 
additional round for setup before they can 
fire. 

Emplacements: Field weapons can be 
set up in emplacements with walls around 
them. Assign the walls armor values, and 
use the front chart for shots on a walled side 
for crew-served guns. Remotes can also be 
protected by emplacements. Usethe normal 
chart, but the walls get hit first. Weapons 
actually within buildings are treated as if they 
were emplaced (see appropriate rules). FWs 

Select Controls: If the field weapon is to 
be remote fired, it must be equipped with a 
remote-control system. This system weighs 
0.5 tons. FWs that are not remote-fired do 
not need this system. Remote systems also 
require servomotors and special comput- 
ers. These weigh one ton (for both together). 

Select Weapon: Afield weapon consists 
of one weapon. Machineguns and small 
lasers may, however, be mounted together, 
up to four weapons per mount. 

Select Ammunition:Ammunition is allo- 
cated as normal (tons or half tons). Energy 
weapons require power plants, power am- 
plifiers and so forth. However, due to the 
open nature of field weapons, only half the 
normal heat sinks are required. Energy weap- 
ons are, however, quite rare (generally, they 
have been stripped from vehicles or 'Mechs 
by desperate soldiers). Weapons are con- 
sidered to be autoloaders. 

Add Armor: Crew-served field guns may 
have a gun shield on the front. Armor is 
purchased in half- or full-ton lots. Remote 
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require a command system to activate them. can also be hidden. Remote FWs are often 
A C3 will do the job, but each remote counts laid as traps, especially in cities. 
as a unit toward the C3's limit. A vehicle or Gunnery Skills: If desired, FW crews 
'Mech can also be equipped with a remote may be assigned or roll for a Gunnery skill 
system (RS) which enables itto control up to level. They may also gain experience, if 
four remote systems. The RS weighs one desired. 
ton, takes up one critical space and has a 
range of 20 hexes. bnmples 

Each remote field weapon can only be Type: Field Weapon 
controlled by the RS it is linked to (this is 
secretly designated at the start of thegame). 

Remote weapons fire at +2. In a turn in 
which they are used, a'Mech operating them 
is treated as if it is engaging multiple targets. 
The remotes use the firer's Gunnery skill. Total: Tons: 13.5 
Vehicles can be assumed to have a crew 
member assigned to the remote and do not 
have the multiple-target penalty. The remote 
still fires at +2. Range is calculated from the 
unit which is closest (see the C3 for howthis 
works) to the target, and thecontrolling unit's 
movement is used to modify fire (due to the 
jostling of the operator). Naturally, the terrain 
modifiers are drawn from the remote, as are 
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Continued from page 75. 
Type: Field Weapon (demote) 
Weapon: SRM 6 Tons: 3 
Ammunition: 30 Tons: 2 
Armor: Tons: 4.5 

Front: 3 2  
WL Side: 16 
Back: 8 

Remote: Tons: .5 
ServoslComp: Tons: 1 
Chassis: Tons: 1.5 

(rounded up) 
Total: 
Tons: 12.5 
Crew: None 

NEW W B  
The following additions/modifications 

should be treated as optional rules to be 
adopted if desired by the players. 

Infantry Quality: Ratherthan have all infan- 
try units of the same qualily, players may wish 
to have troops of varying skill levels. 

Troop Quafity Hit Adjustment 
UntrainedlCvlob +2 
Green +I 
Regular 0 
Veteran -1 

Infantry Experience: Infantry may 
progress by  gaining experience just as 'Mech 
warriors do. Since infantry suffer heavy ca- 
sualties, record-keeping will be a bit of a 
problem. If mixed units are created, the 
predominant skill level is used (that is, the 
skill level of the majority is used). Less 
experienced soldiers may be assumed to be 
killed first, s o  the quality of a mixed unit may 
change. Of course,the exact skill levelof the 
whole unit can be calculated based on the 
percent of each troop type present. Experi- 
ence may be  recorded for the unit, or indi- 
vidual soldiers may be tracked. 

Armored Infantry: Standard infantry units 
are assumed to be wearing light armor and 
protective helmets. Since infantry is cheap and 
equipment is not, infantry units& not generally 
receive highquality armor. However, some 
units are equipped with higherquality protec- 
tive armor. See the Armored Infantry Table. 

Armor Type:The type of armor the infan- 
try is equipped with. 

Dam in CovecThe amount of damage the 
infantry takes when it is hit in terrain that pro- 
vides a fire modifier. For example, an Armor 2- 
equipped unit hit by an autocannon while in 
heavy wads would suffer three casualties. 

Dam in C3pen:The amount of damage the 
infantry takes when it is hit in a hex that 
provides n o  terrain modifiers. For example, 
a standard infantry unit kit by PPC in the 
open would lose 20 soldiers. 

Dam in 5uilding:The percent of damage 
suffered by the unit if it is fired at while in a 
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building. This isthe percent of damage given 
on page 45 of the Compendium. For ex- 
ample, an Armor 2-equipped unit would suf- 
fer only one-quarter of the damage of a shot 
fired at it while it was in a medium building. 

MG:The number of dice rolled forcasual- 
ties when the unit is hit by vehicle or 'Mech 
machineguns while under cover. This is 
doubled if the unit is in the open. 

1.5D6: 1 D&l D3 (2 to 9 points). 
MP:The effect the armor has on infantry 

movement. Armor 1 is actually lighter than 
the standard armor, and Armor 2 is only 
marginally heavier. Armor 3 is quite heavy. 
However, MP cannot be reduced below 1. 

-bat A m r  Infane: Combat armor 
w- developed on a P e r i i r y  vvorkl by ds- 
scendants of part of Kerensky's forces whose 
jump ship suffered a malfunction which pre- 
ventedthemfrom making thefulljourney. While 
combat armor is far weakerthan battle annor, it 
is still more effectivethan normal infantry. Com- 
bat armor has recently become available in the 
Inner Sphereand is being constructed byfacto- 
ries that produce exo-skeletons. 

Gombat: Combat armor units begin with 
10 soldiers in each unit (called a decade). 
The unit is fired on like a unit of battle armor, 
with the exception that 1 D l0  (or 2D6, with 
appropriate reading modifications) is used 
to determine which soldier is hit. It takes 4 
points of damage to kill a combat-armored 
soldier. Combat-armor units are armed with 
lasers, SRMs, flamersor machinquns.They 
are treated like a standard infantry unit for 
firing purposes. Combat-armor units have 
two ways of moving: They can move on the 
ground with 2 MP (treat as walking), or they 
can jump up to three hexes (3 MP). 

Acombat-armor unit (1 0 soldiers) requires 
two tons of cargo space in a vehicle. 

Combat-~.m~r U&S s 
Eliie troops and are capable of delivering anti- 
BattleMech attacks, if that optional rule is ussd. 

If you found "In fanty and FisM W e ~ s U t o  
be usefu4 &nt miss lwo addibnal &les by 
Michael C. LaBossiere: "Infantry and Fisd 
W e q m  Vehicles" in Cbllenge 70 and a re- 
lated adventure, "Ant Hill "in Chalknge M. 
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THE FANGSmR CHRONICLES 
Sort of a mafia-vampire variation on his 

earlier An American Werewolf in London, 
John Landis' lnnocent Blood (***)-which 
beat Francis Ford Coppola's Bram 
Stoker's Dracula to the box off ice by nearly 
two months-pits foxy bloodsucker Anne 

(La Femme Nikita) Parillaud against a crew of Pitts- 
burgh wiseguys whom Anne affectionately refers to as 
"my food-" The mob-gobbling gal has the authorities 
baffled until she teams up with undercover cop An- 
thony LaPaglia to stop crazed capo Robert Loggia, 
whose necking session with Anne has transformed 
him from a monstrous mafioso into a bloodsucking 
monstrorj s mafioso. 

The assembled thesps look like they had a good 
time with this one-though none more than Loggia, 
who attacks hisfangster role with relish (to say nothing 
of ham). Don Rickles turns in crediblework as Loggia's 
nervous attorney-turned-vampire; his sun-driven melt- 
down provides the pic with one of its primo FX set- 
pieces (courtesy of makeup maven Steve Johnson). 

Landis also peppers lnnocent Blood with offbeat 
cameos galore, including bits by Famous Monsters 
founder Forry Ackerman, directors Dario Argento, Sam 
Raimi, Michael Ritchie and Frank Oz (in a particularly 
funny bit), Living Dead FX ace Tom Savini and scream 
queen Linnea Quigley (who gives her pipes a high- 
decibel airing). Buffs will also appreciate clips from 
Beast From 20,000 Fathoms, Dracula, Horror of 
Dracula, Phantom of the Rue Morgue and Strangers 
On A Train. 

Like most modern cross-and-fang flicks, lnnocent 
Bloodplays fast and loose with traditional vampire lore 
(e.g., Parillaud casts a reflection but can't bear to look 
at it). Several effective cheap scares and disgust0 
images (especially during an autopsy sequence) dot 
the movie; which may also be the first to incorporate 
educational tips on how to have safe sex with a 
vampire. A cleverly contrapuntal Sinatra soundtrack 
adds another deft touch. The movie's main drawback 
is its nearly two-hour length-a lot of time to lavish on 
what's essentially a one-riff flick. lnnocent Blood is the 
type of frightcom that goes in one eye and out the other 
but supplies fair gory fun while it lasts. 

S E A a L  AT SEA 
On the action front, Steven Seagal's latest Under 

Siege (**l/2) is a Die Hard at sea-in more ways than 
one. Seagal tends to atternate between stupid actioners 
(Above the Law, Marked for Death) and bad stupid 
actioners (Hard To Kill, Out for Justice); unfortunately, 
Under Siege (his first two-word title) leans in the latter, 
leeward direction. 

Our story unfolds aboard the soon-to-be-decom- 
missioned battleship Missouri, where Seagal labors 
as the ship's soon-to-retire cook. When a team of 
pilyglot, equal-opportunity terrorists led by ex-CIA 
assassin Tommy Lee Jones and turncoat naval officer 
Gary Busey kill kindly captain Patrick O'Neal and 

capture the crew, it's 
up to our jowly hero 
tosave the ship, day, 
and-this being a 
nuclear-armed ves- 
sel-world as well. 

In a series of un- 
imaginative strata- 
gems, Seagal, soni- 
cally uplinked to gov- 
ernment bigwigs in 
D.C., takes out the 
terroristsone by one, 
using explosives, 
automaticweapons, 
knives, and his ever- 
dependable fists and 
feet. Steve also re- 
ceives an assist from 
a (rather retro) 
former PlayboyPlay- 
mate (Erika Eleniak) 
lured aboard the 
troubled ship under 
false pretenses. 

An over-the-top 
Jones and Busey 
(who performs a de- 

Movie Madness & Video Views 
By Phantom of the Moviesm 

cidedly grotty drag routine) supply most of the fun here, 
while a POV shot of a Honolulu-bound Tomahawk 
missile easily tops Kevin Costner's camera-mounted 
arrow in Robin Hood. The action is competently staged 
throughout, and Seagal fans should deem Under 
Siege a watchable if instantly forgettable entry. 

LOW BUDGET, HIGH WELD 
Reservoir Dogs (***l/2), actorlauteur Quentin 

Tarantino's low-budget directorial debut, ranks as the 
most impressive modern noir to screech down the pike 
since Carl Franklin's One False Move. Knockout en- 
semble acting, darkwit, abrupt and senseless violence 
galore, and a tight, lean storyline encased within a 
carefully fractured structure combine to make Reser- 
voir Dogs and intense celluloid experience. 

A deceptively casual opening set in a roadside diner 
introduces the major characters-a crew of contempo 
desperadoes headed by vet thesp Lawrence Tierney 
(accurately described by one of the group as resem- 



bling comicdom's ''The Thing") and screen offspring 
Chris Penn. The father-son duo have hired a half- 
dozen pros, with literally colorful aliases ("Mr. White," 
"Mr. Pink," etc.), to execute a precision diamond heist. 
When the caper goes awry, the surviving thieves try to 
sort out what went wrong and why. Mounting distrust, 
conflicting codes and macho frictions soon have the 
pack of mongrel mobsters at each other's throats. 

To reveal more would be to risk ruining some of the 
surprises the twentysomething Tarantino (who also 
portrays one of the gang's minor members) has in 
store. The brisk, inventive dialogue-which ranges 
from paranoid musings to the merits of action icon Pam 
Grier (!)-is expertly delivered by the all-male cast, 
which includes code-bound Harvey Keitel (Mr. White), 
anxious iconoclast Steve Buscemi (Mr. Pink), trigger- 
happy sadist Michael Madsen (Mr. Blonde) and a 
badly wounded Tim Roth (Mr. Orange) as the principal 
miscreants. A fictitious (hopefully) radio show hosted 
by a monotoned deejay (deadpan comic Steven Wright) 
and devoted to spinning nothing but '70s pop schlock 
tunes supplies an appropriately maddening musical 
counterpart. 

Reservoir Dogs isn't flawless. Too many self-con- 
scious homages to Sam Peckinpah and Stanley 
Kubrick's The Killing distract from the film's reality, and 
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the movie might have hit even harder had several 
incidents been dramatized rather than merely dis- 
cussed. Still, no genre hound will want to miss Reser- 
voir Dogs, one of the best gutter elegies to surface 
onscreen in many a moon. 

QID LE 
Elsewhere on the low-budget front, FX ace turned 

director Chris (The Fly 11) Walas, working from Richard 
Jefferies' frequently clever script, crafts The Vagrant 
(***), a sometimes shaky but generally worthwhile 
black comedy packed with unexpected twists. The 
always-welcome Bill (Near Dark, One False Move) 
Paxton stars as Graham, a mild yuppie whose house 
purchase is marred by the peripheral but persistent 
presence of the title menace, a disfigured, vaguely 
mocking vagrant (Marshall Bell) ever lurking near 
Graham's door. 

Graham's growing obsession with the outwardly 
blameless bum soon alienates best buddy Marc 
McClure and squeeze Mitzi Kapture. Even our hero 
gradually becomes convinced that it's his own para- 
noia at play-until he's implicated in a pair of grisly 
murders, collared by cop Michael (TotalRecall) Ironside, 
and subjected to a harrowing day in court. 

The proceedings turn increasingly surreal as the 
reels roll on, with a ruined Graham seemingly power- 
less to escape The Vagrant's influence no matter 
where he roams. 

Paxton adds another excellent perf to his glittering 
genre resume, while Colleen Camp turns in a fun 
cameo as a wired real-estate agent. While the film 
plays a bit too broadly in its early going and the titular 
menace could have been depicted with greater subtlety, 
The Vagrant, available from MGMIUA Home Video 
($89.95), iswell worth sticking with and deserved more 
than the token regional theatrical release it received in 
September. The Vagrant not only entertains but ham- 
mers home an important message-i.e., sometimes 
the paranoids really are out to get you. 

NOIR GANG 
Two excellent modern noirs that likewise received 

only limited theatrical release-The Killer and the 
aforementioned One False Move--have also joined 
the homevideo ranks. In The Killer (***l/2) (FoxILorber, 
$89.95, available in dubbed and subtitled versions), 
veteran Hong Kong action auteur John Woo-who's 
currently lensing his first Hollywood movie, starring 
Jean-ClaudeVan Damme--cooks up a rapidfire, mega- 
violent pop gangster caper. Sort of a "Fisfful of Yen," 
The Killerplays like a Sergio Leone spaghetti western 
jacked to the max and transplanted from a stylized Old 
West to contemporay Hong Kong. 

Woo's story chronicles the bloody exploits of titular 
hitman Jeff Chow, portrayed by Chow Yun-Fat in a 
style that outcools even vintage Clint Eastwood. When 
Jeff accidentally blinds nightclub singer Shirley Yeh 
during a chaotic shootout, our sentimental antihero 
vows to score the bucks needed to pay for a cornea 
operation. Also central to the case is maverick cop 



Danny Lee, who eventually teams up with intended 
target Jeff to tackle mobster Shing Fui-On and his 
ever-multiplying hordes of highly expendable hench- 
men. 

While Woo leaves no action cliche unturned, his flick 
is so bold, manic and over-the-top that the plot machi- 
nations take a backseat to the director's wild style. 
Woo crams his action canvas with exploding bullets 
and spurting blood squibs galore-The Killer was 
slapped with an 'X" rating for its violence quotient 
during its brief American bijou run-tallying a strato- 
spheric body count that, abetted by a last-reel slaugh- 
ter spree of Scarface proportions, and set a new 
celluloid record. Hectic car and boat chases likewise 
contribute to the fast-paced fun. 

Woo is equally excessive in the tongue-in-cheek 
macho heroics arena. Killer Yun-Fat and cop Lee take 
male-bonding rituals to awhole new, sometimes risible 
plateau (sample dialogue: "You're an unusual killer." 
"You're an unusual cop."), affectionately addressing 
each other as "Mickey Mouse" and "Dumbo" (!). View- 
ers in search of profundity won't find it here-the 
characters frequent exchanges on the subjects of 
honor, trust and responsibility notwithstanding. But if 
it's spectacular, adrenalizing action you're after, you 
won't find a better video bet. 

One False Move r 1 / 2 )  (Columbia/TriStar, $89.95) 
springs from a complex, organic script (by Tom 
Epperson and Billy BobThornton) given life by director 
Carl Franklin, whose previous credits consist of such 
Roger Corrnan Concorde quickies as FUN Fathom Five 

and Nowhere To Run. 
One False Move takes a showdown approach: After 

a bloody L.A. drug ripoff leaves six people dead, 
murderous redneck Ray (coscripter Thornton), black 
psycho Pluto (Michael Beach) and Ray's passive 
mulatto squeeze Fantasia (Cynda Williams) head for 
Ray and Fantasia's hometown of StarCity,Ark., where 
gung-ho lawman "Hurricane" Dixon (Bill Paxton) ea- 
gerly awaits them. Joining Dixon, in a reverse Beverly 
Hills Copmove, are LAPD detectives Cole (Jim Metzler) 
and McFeely (Earl Billings). Frankling crosscuts be- 
tween the killer trio's violent progress and the law 
enforcers' preparations for their expected arrival. 

Paxton turns in finely tuned, textured work in a role 
that demands a radical character change roughly 
halfway through. The supporting players also emote 
sans false notes, with Thornton and Beach convinc- 
ingly scary as the interracial trash team, and Williams 
credible desperate as their confused cohort. 

One False Move, while amply delivering the genre 
goods by generating genuine suspense punctuated by 
grisly bursts of abrupt and senseless violence reminis- 
cent of John McNaughton's Henry: Portrait of a Serial 
Killer, alsodares to dig beneath the surface to examine 
subtle racial issues along with the well-rounded char- 
acters' individual dilemmas. The exotic locations add 
another effective verite note to the tale. At times, One 
False Move plays a tad bleaker than it had to but this 
is a minor criticism in the face of what Franklin, 
Epperson and Thornton have accomplished on a mini- 
budget. Q 
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Second edition. 
Chaosium Games. $14.95. 
Writ ten by  Barton, Corless, 

Gerber, Okamoto, Petersen, Shirley, 
Szymanski, Thomas, Will is and 
Workman. 

Perfect-bound, 144-page supple- 
ment t o  Call of Cthulhu. 

Published 1992. 
Review by Craig Sheeley 
Cthulhu Now, second edition takes 

the pursuit of the obscenities of the 
Cthulhu Mythos into modern times, the 
1990s. The book is a series of essays 
which illustrate, in both gametermsand 
background, some of the differences 
between the 1990s and the 1920s, the 
milieu in which classic Callof Cthulhuis 
set. 

The essays cover such subjects as 
new investigator occupations, logical 
reasons why the Cthulhu Mythos crea- 
tures could still exist undetected de- 
spite our technology, a sparse chapter 
on new equipment (weapons and medi- 
cal equipment, for the most part), a 
chapter on computers and their use 
(including rules on hacking and crack- 
ing), a hit location chapter with hits 
broken up into sections (now investiga- 
tors can go down with a single blow 
instead of taking two or three swipes to 
fall apart), achapteron helicopters, and 
a new character sheet identical to the 
1990s sheet in Call of Cthulhu, fifth 
edition. 

ADVEWTUREES 
The bulk of the book is taken up by 

four adventures. These modern-day 
mysteries range around subjects from 
deep-sea research and dream therapy 
to rock'n'roll. As usual, the adventures 

are highly threatening to life, limb and 
sanity--no one in his right mind can 
survive them (the writers have made 
sure that anyone who survives will not 
be in his right mind by that time!). The 
saving grace of these adventures, as 
usual, is that their mental challenges 
appeal to the problem-solver roleplay- 
ers-someone smart and quick on his 
feet can make it through and perhaps 
even defeat the alien menaces before 
they walk the earth to destroy once 
again. 

A Cthulhu Nowcampaign has many 
advantages: The campaign setting is 
obvious. After all, the world is the same 
one we live in, right? Everyone knows 
how much a hamburger costs or agood 
suit or a car, etc. And everyone is famil- 

merous ugly thingies into mush-el- 
though not to the extent possible in 
Dark Conspiracy and Twilight: 2000. 
Not that this bothers the ugly thingies 
much-only the minor ones are vulner- 
able to physical damage of that sort 
anyway. 

DETRIMENTS 
Of course, when one deals with the 

benefits of modern society, one also 
deals with the detriments. Keeping a 
secret is much harder. Investigators 
may run afoulof various agencies inter- 
ested in keeping the truth from the 
public(in thecaseofthe Cthulhu Mythos, 
ignorance is bliss), and remember, cult- 
ists usually have better backing and 
access to those high-firepowergoodies 
than you do! 

I disagree with the cop-out regarding 
Cthulhu and nuclear weapons. They 
say that if hit by one, he just reforms 15 
minutes later, radioactive. Itend tothink 
that such energies would be enough to 
get the notice of even Cthulhu ("Ow! 
That smarts!" )-after all, a small nuke 
is reminiscent of half-brother's (He Who 
Is Not To Be Named) love taps and 
might possibly convince the Great Old 
One to move along to less painful loca- 
tions. 

EVALUArnON 
Call of Cthulhu, fifth edition contains 

some of the information needed to run 
a modern-day campaign. Cthulhu Now 
contains even more of that information, 
and adventures besides. If you really 
want a modern-day campaign and don't 
mind shelling out $15 for the small but 
very useful amount of information in 
this book, go for it. 

The Sourcebookof Horror Reality. 
West End Games. $18.00. 
Written by Christopher Kubasik. 
128-page sour~sbook for the Torg 

gaming system. 
Published July 1991. 
Re vis w by Dirk Ds dong. 
Like West End's other Torg pro- 

ducts,Orrorsh is a highquality, perfect- 
bound book; the type is easy to read; 
and the rules, tables and equipment 
lists are where they are supposed to be, 
with large, easy-to-find headings to di- 
rect you to them. 

In this worldbook, you will find your- 
self in Indonesia, one changed by the 
darkest invasion of them all, that of the 
Gaunt Man, most vicious of the High 
Lords. As such, do not expect this to be 
an nice place to visit, much less live in. 
Orrorsh is described as the Horror Re- 
ality (its very name is "horrorsn rear- 
ranged), and it definitely fills the bill. 

This is by far the easiest Tog realm, 
and one of the easiest RPG settings, to 
die in. In fact, the book says to avoid 
bringing your favorite characters in at 
all. 

Like its sister worldbooks, Orrorsh 
contains a history of the invading cosm, 
the invaded area and the invasion to 
date, including the changes in both the 
invaded countries and their neighbors, 
plus a rundown of the relations Orrorsh 
has with the other invaders and Core 
Earth, a list of major personalities, reli- 
gious and magical rules, equipment 
lists, descriptions of what the axiom 
changes mean to you and the area 
invaded, special laws concerning the 
nature of Orrorsh (particularly impor- 
tant in this realm) and a section on how 
to get the feel for playing horror. 
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As the Gaunt Man is the most power- 
ful of the High Lords, his control would 
seem to be the mostcomplete.And yet, 
in this book, he'sout of action (for more 
information on this, read The Possibility 
Warstrilogy), and a numberof different 
factions are vying for power in his ab- 
sence. Not that it makes much differ- 
ence, as the business of horrorgoeson 
unabated.And strangely enough, some 
of the moss horrifying creatures in this 
realm are the humans from the invad- 
ing cosm. 

The Victorians are the result of some 
of the Gaunt Man's social engineering, 
and are asociety remarkably likethat of 
19th-century Britain, along with every- 
thing good, noble, ugly and repulsive 
that society represented. Just remem- 
ber that this was the same society that 
spawned Jack the Ripper, efficient co- 
lonialism b y  gunpoint and sweatshops. 
And this version doesn't even have as 
many of the good points-just worse 
versions of the bad. 

But they're here to protect Earth at 
the point o f  a gun, whether or not we 
want it. 

While the religious rules can pretty 
much be said to be standard, with an 
emphasis on rather bloody exorcistic 
and punishment miracles in keeping 
with the genre, the magic system is 
unlike any other in Torg. 

It's designed to be difficult to handle 
and almost impossible to repeat results 
in. You won't find many Orrorshan ma- 
gicians, andthose you do find are aptto 
be either very specialized or very old 
and, in either case, very, very powerful. 
While there are only 12 new spells for 
Orrorsh, any spell, Orrorshan or regu- 
lar, has to be researched and have a 
special ceremony designed to use it, 
and most are designed to be used only 
once without redoing the entire cer- 
emony. 

What can be said about the nature of 
the magic system goes double for the 
monsters. Orrorsh is not asystem where 
zombies crawl like flies from under ev- 
ery tombstone, where vampires lurk 
around every corner. 

The Night StalkerTV series and more 
recently Friday the 13th' The Series are 
pretty much in the same vein as far as 
the feel o f t  he thing and how monsters 
are handled. 

Each adventure is set around a mon- 
ster or small group of monsters which 
has been specifically designed for this 
adventure. 

As each monster is different, its pow- 
ers differ, its motives differ and even its 
modus operandidiffers. So no two ad- 
ventures should be similar, unless the 

GM gets stuck in a rut. A decent list of 
sample monsters is included, along with 
a list of differing powers, weaknesses, 
and suggestions on how to put together 
a really good monster for your group. 

H"OWER 
RULES 

Monsters and magic aside, what re- 
ally sets Orrorsh apart from and above 
any other horror system that I've seen 
are the rulesfor making a horror setting 
come alive. These are the rules for the 
Power of Fear and the Power of Cor- 
ruption. 

The Power of Fear means that un- 
less your characters can gain enough 
resolve to go after the monster, they'll 
be facing the monster subject to its fear 
rating. The higher the fear rating, the 
more nasty stuff it can do to you, includ- 
ing marking a character for death. The 
group has to beat an unknown roll in 
order to overcome the Power of Fear 
and not suffer from the monster's fear 
rating. 

The more bad things that happen 
(including playercharacterdeaths), the 
better the chances of success. This is 
done in the tradition of horror greats like 
Stephen King, who lovesto killoff all but 
one or two of his protagonists before 
getting the monster. 

The Power of Corruption means that 
if you perform acts of evil, you will 
slowly become the evil you profess to 
fight. Thus, if you know that someone 
has knowledge of where the monster is 
hidden, and you beat it out of him even 
though there is another way to get the 
information, you have a committed a 
Wicked Act. 

Committing Wicked Acts gives you a 
cumulative chance of becoming a cor- 
rupt and evil monster, at which point 
you become an NPC. Thus, while acts 
of evil are not condemned as such, 
unnecessary acts of evil corrupt the 
very souls of your characters. 

EVALUATION 
Should you buy Orrorsh? For those 

of you who love Torg, this book willoffer 
much in filling in your collection, includ- 
ing what is possibly the best horror 
system for any game. In fact, this is 
quite a usable sourcebook for any hor- 
ror campaign if you're willing to do a 
little workconverting somefigures. But, 
like all Torg worldbooks, the cost is not 
cheapat $1 8. So, if you're not a Torgnut 
who'll buy this just to fill out your collec- 
tion, or a horror fan who'll want it re- 
gardless of what system you're run- 
ning, West End's pricing policy should 
be your final guide. 

Games Workshop. $1 9.95. 
Designer: Rick Priestley. 
96-page softbound supplement to 

Warhammr 4Q,OOO/Rogue Trader, 
with seven bound-in cardstock refer- 
ence charts end templates. 

Published June 1992. 
Revisw by Craig Shsslsy. 
Warhammer40,OOO has long been a 

system in search of a rewrite. It was 
cumbersome, disorganized, unrealistic 
and confusing. 

Over the years, additional material 
was added, requiring the playerto have 
several supplements as well as the 
basic game. Finally, Games Workshop 
decided to revise it. This supplement is 
the result. 

This isdefinitely asupplement, asort 
of pocket guide to the game system. 
Most of the rules, the general ones at 
least, are here, with completediagrams 
and examples. There's no information 
ontroops, trooptypes, equipment (other 
than weapons), psionics, etc.-just in- 
formation needed to fight the battles. 

This supplement is beautifully orga- 
nized (for a British product). Itssections 
cover hand-to-hand combat, weapons 
lists and shooting (blast area weapons, 
grenades, overwatch choosing targets 
and sustained fire-formerly following 
fire). The cardstock sections contain 
templates and counters for various 
weapons and tactics (ovewatch, rad 
grenades, flamer templates, etc.). For 
those who don't want to injure their 
books, permission is given to photo- 
copy the cardstock pages. 

CHANGE$, 
There are lots of changes in this 

product. On the whole, most of the 
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changes are pretty good. The game 
certainly gets deadlier in many ways. 

Cover: Low obstacles and cover are 
very well defined, eliminating judgment 
arguments. 

Blast Area Weapons: Formerly area 
effect weapons. This procedure is made 
more accurate. But if shots miss, the 
new system requires the "hit" scatter 
die, a die marked with four arrows and 
two "hitncrosshairs, only available from 
GW for 99e. If you don't want to buy it, 
you don't have to, but the system is 
better. 

Grenades: Throwing range is based 
on the thrower's Strength, and gre- 
nades are not "slownweapons any more. 

Overwatch: Identical to rules re- 
leased some time ago in White Dwarf, 
these rules allow shooting at targets 
during the enemy movement phase. 

Hand-To-Hand Combat: Vastly dif- 
ferent and much faster. Much better, 
too. 

Weapons: A lot of these have minor 
changes. Flamers are a little lessdeadly, 
but have a much larger area effect. 
Bows are worthless against good ar- 
mor. The melta gun can now be fired on 
the move! The needle'rifles have been 
combined, the autocannon is now a 
sustained-fire HMG without a burst ef- 
fect, the conversion beamer and distort 
cannon are trickier and a little less 

deadly, the missile launcher has dead- 
lier shells, new rules are offered for the 
support weapons (Dcannon, mole mor- 
tar, rapier, thudd gun, et al.), and frag 
grenades now have a -1 saving throw 
modifier, makingthem worth something. 

W o R m  
OF N r n  

Beautiful graphics, fully up to GWs 
usual fantastic standards. Nice (if 
spread-out) tables for easy reference. 
The Armor Penetration Table is particu- 
larly handy, since it relates to the new 
vehicle system. 

PROBLMS 
This product almost managed a per- 

fect review-corning within a whisper 
of being a complete and flawless prod- 
uct. Finding the big error was a bitter- 
sweet relief-l wasn't ready to find a 
perfect product from GW. 

As noted, every commonly used 
Warhammer 4OK weapon is included. 
Well, makethat almost every commonly 
used weapon. While such exoticthings 
as the EIdar Harlequin Creidann back- 
pack grenade launcher were profiled, 
somehow the GW boyz managed to 
miss the common grenade launcher, 
which is a standard weapon for Imperial 
Guard troops. So don't throw away your 
old book, gamers. You'll need it for the 

grenade launcher. 
You'll also need it for 

the points lists. Equip- 
ment and weaponry 
costs are not included in 
this supplement. I have 
run across gamer preju- 
dice against using the 
equipment lists ("if it's not 
on the list, then you can't 
have it"), but they must 
be used if anyone wants 
radiation suits, for in- 
stancethey're not on 
anyone's standard lists1 

Of course, you'll also 
need the soon-to-be- 
published-well-maybe 
vehicles supplement to 
use the vehicles with the 
new penetrations listed. 
And you'll need your 
original book for move- 
ment rules. 

GW wasted 15 full 
pages on extraneous art 
and another five full 
pages on needless fig- 
ure advertisements 
(that's over 20% of the 
book, or about $4 of the 
price). These spare 
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pages could have been put to much 
better use detailing the movement and 
unit cohesion rules to make this book a 
complete reference work for the game. 

The other flaws are in the game 
system rules changes. So many obvi- 
ous tactical blunders and sloppy rules 
can only be explained by a lack of 
tactical knowledge, and the British tend 
to play by "gentlemen's rulesn with a 
referee, ratherthan theone-on-one style 
of Americans, where a rules interpreta- 
tion can cause serious problems. 

As an example of the lack of tactical 
expertise--the overwatch rules state 
that, "as soon as a model shoots (on 
overwatch) its overwatch counter is re- 
moved," meaning that a model on 
overwatch gets only one shot. Oh re- 
ally? 

This comes as a surprise to anyone 
who's read a manual on machinegun 
tactics (or played Advanced Squad 
Leader). 

Overwatch is a classic (80-year-old) 
auto-weapon tactic, where the weapon 
is set to fire continually across a spe- 
cific zone. Anyone crossing this zone is 
likely to be hit. 

As an example of sloppily written 
rules inviting abuse-also in the 
overwatch rules, a model loses its 
overwatch if fired at any time during its 
turn or its enemy's turn. Not if hit, just if 
fired at. 

Ohhh, boy. I can see it now-every 
time a model is declared as preparing 
for overwatch, some goon in range will 
waste a shot on it to remove the 
overwatch counterlcapability. It doesn't 
matter that the firer may not have a 
snowball's chance of hitting-the shot 
does its job no matter what. The op- 
tional "choosing a target" rules help 
alleviate this problem somewhat, but 
many gamers will abuse this opportu- 
nity. 

And these are only two rules gone 
askew. There are others, but there's no 
space here to detail them. 

CREDE WHERE 
CWEDE IS DUE 

As revealed in WhiteDwarf150,Andy 
Chambers and Jervis Johnson (Space 
Marine) wrote thevastly improved close 
combat rules, so I must give them spe- 
cial credit. 

I must also credit the GW staff. This 
is betterthan the other scattered mate- 
rial available, and many of the changes 
are welcome. 

At $19.95, it's worth the money for 
Warhammer 40K buffs looking for a 
more complete and improved set of 
rules. J;;1 
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Gaming-relatedclassifiedads are free and 
run for at least one issue, longer as space 
permits. Challenge reserves the right to edit 
orrefuse any ad. Challenge willnot be held 
liable for errors occurring in ads. Alladsmust 
be iyped. Send ads to Challenge Classi- 
fieds, Managing Editor, PO Box 1646, 
Bloomington, IL 61 702- 1646 USA. For dis- 
play ads, write for our free rate card. 

for LRP and tabletop thrills. Enter our 
holodeck. Beam aboard the USSAinsworth, 
IndianafspremierStar Trekclub. Enjoy LRP, 
conventions, and real-life Trek adventure 
and environmental activism. We even make 
our own cable TV show. Send a large SASE 
to USS Ainsworth, Box 5292, Lake Station, 
IN 46405. (69) 

SOUTHERN INTRIGUE Ill is a complex 
medieval-fantasy PBM for 10 players jug- 
gling the economic, military, courtly and 
personal realms of baronial life. Because it's 
nonprofit, turns are cheap. Send a SASE to 
Steve Chisnell, 2171 E. 14 Mile Road#108, 
Sterling Heights, MI 48310. (69) 

COMING TO JAPAN? You don't have to 
leave yourhobby behind. Contact the Japan 
International Gamers Guild. We provide a 
contact list and amemberdriven newsletter 
for English-speaking gamers throughout 
Japan. For information, write to Mike 
Montesa, 2-7-24-201, Tabata, Kita-ku, To- 
kyo 114, Japan. (69) 

MYTHUS PLAYERS: Assist Jack Gray, con- 
sulting detective, in his hunt for the Memphis 
assassin. (Also Vampire, Talislanta and 
Original Dragonquest players.)ContactAlan 
Kellogg, 435 13th St., #317, San Diego, CA 
921 01. (69) 

ALL THOSE INTERESTED in helping the 
Ministry of Justice defeat the Humanity As- 
sociation forsolomani Security immediately 
tachyon a message to Michael Terrell at 
1005 Fulbright Ave., Redlands, CA 92373. 
(69) 

IF YOU LIVE in Central Illinois andareastar 
Trek fan, then beam aboard the USS Re- 
pulse. For more information and an applica- 
tion, send alargeSASE to the USS Repulse, 
NFC 12022, 308 Garfield St., Georgetown, 
IL 61846-1809. (69) 

INMATEIGAMER searching time and 
space for pen pals. I play all RPGs, my 
favorite being Mythus and AD&D second 
edition. I also need materials. Please write 
(enclose stamp) before sending. Eddie 
Stahl#21101, PO Box 208, Indian Springs, 
NV 89070. (69) 

LOOKING FOR PLAYERS with PBM or 
boardgames for friendly play, playtesting or 
correspondence. Rick Blaney, RR 1, Box 
70-0, Danforth, ME 04424. (69) 

MYTHUS PLAYERS wanted: San Antonio 
and Houston area AD& D 2nd edition group 
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seeks players1GMs to begin playing Myth- 
us. Will also play AD&D 1st edition upon 
request. Contact Jonathan Justice, PO Box 
200582, San Antonio, TX 782204582. (69) 

I AM A PLAYER in desperate search for a 
game. I prefer to play sa-Wfantasy RPGs, 
but I am willing to leam any type of game. 
Contact Ed at 412 N. 6th St., Allentown, PA 
181 02. (69) 

STRUGGLING GAMER has gone stircrazy! 
I am incarcerated in the Arizona Stateprison 
with no funds. I am lookina for any fellow 
RPG gamers who can help me out by donat- 
ing any Dangerous Journeys (Mythus), 
MegaTraveller, Traveller, Space: 1889, 
BattleTech, Car Wars, DC Superheroes, 
GURPS, Renegade Legion Robotech, Star 
Trek, Star Fleet Battles, Star Wars or any 
TSR product. Also looking for copies of any 
RPG magazines. Richard Steinberg 469458, 
Arizona State Prison-EymanISMU, PO Box 
4000, Florence, AZ 85232. (69) 

DESPERATELY seeking MegaTravel- 
ler players in San Bernadino, CA. Contact 
Doug, 215 W. 17th St., San Bernadino, CA 
92405-4618. (68) 

TRAVELLER PLAYERIFAN wanted for 
thoughts, materials and opinion exchange. 
Contact Paolo Bertiglia, Corso Siracusa n. 
198, c.a.p. 10137, Torino, Italy. (68) 

BBS RPG message network-ShadowNet. 
Looking for BBSes to join our growing RPG 
net. QWK and Relav feeds available. Shad- 
owrun, AD&D, et~.'~ames, as well as SF1 
fantasy discussion conferences. Call a main 
board to apply and to get the number of a 
message hub near your area. (HAT and 
V.32 available.) Main Eastern QWK HUB: 
(416) 733-901 2 38400-8-N-1. b i n  West- 
ern Relay HUB: (206) 742-7782 38400-8-N- 
1. Main Central QWK HUB: (402) 734-2073 
2400-8-N-1. (68) 

LOOKING FORGMsand refereeswhowould 
like to assist in running games for our con- 
vention: D-Cubed 1993, set for June 5-6 at 
the Pensacola Civic Center, Pensacola, FL. 
Must have at least two years experience in 
the system you're volunteering to run, and 
must be firm butcompassionate toward play- 
ers. Write to GM Search, d o  AGI, PO Box 
371 86, Pensacola, FL 32526-0186. (6&72 
only) 

BATTLETECH players: The Agents of For- 
tune Mercenary Guild is looking for new 
blood to fill our roster and command posi- 
tions in our exciting play by mail. Contact 
AFMG Recruiting, d o  Jim Domarad, 3730 
S. Mill #JIM, Tempe, AZ 85282-4906. (68) 

STAR TREK RPG: Are you a northwest 
Indiana Trekker who wants live adventure 
as well as tabletop thrills?Then beam aboard 
the USS Ainsworth, Indiana's premier Star 
Trek club. Our ship is a chapter of the 
International Federation of Trekkers. For 
free information and application, send a 
large SASE to the USS Ainsworth, Box 
5292, Lake Station, IN 46405. (66) 

STAR WARS RPG enthusiastslplayers 

needed by intermediate GM in the Pitts- 
burgh, PA area. Campaigning, adventuring 
in the Star Wars style. Contact Edgar B. 
Schodde, PO Box 10142, Pittsburgh, PA 
15232-01 42 for details. (66) 

LOOKING FOR gamers in southeast Ne- 
braska, southwest Iowa, northeast Kansas 
or northwest Missouri. Preferred game sys- 
tem is Shadowrun, although I also enjoy 
GURPS, Vampire and Dark Conspiracy. 
Also looking for playtesters for adventuresf 
sourcebookmaterial for these systems. Ben- 
jamin J. Rogers, RR 1, Box 1, Stella, NE 
68442. (66) 

TORONTO TWILIGHT COMMUNICA- 
TIONS BBS. Specializing in RPGs on-line 
as well as networked. RPG message bases. 
BBS # (416) 733-9012. Free new user ac- 
cess. (66) 

PLAYERS INTERESTED in a Cyberpunk 
corporations PBM please write to Ross 
Mackenzie, 3 Dunlin Close, Sandpipers 
Estate, Kingswinford, West Midlands, United 
Kingdom DY6 8XP. Some knowledge of 
Cyberpunk2.0.2.0. is helpful but not essen- 
tial. (66) 

COLLECTION of games for sale from early 
'70s to '90s. Most in new condition. West 
End Games, GDW, Avalon Hill, FASA, ICE, 
Woton Games, Sutton Hoo, Steve Jackson, 
Optimus Design Systems, TSR and more. 
Classic and out-of-print games (Star Trek, 
Dr. Who, SAGA, Arab-Israeli Wars, UFO) 
and more. Write for list to Steven Robinson, 
76 Wilson Ave., Neptune City, NY 07753. 
(69) 

PRIVATE COLLECTION includes more than 
2000 mintlexcellentwargames, magazines, 
RPG modules, IBM computer games. AH, 
SPI, GDW, 3W, FASA, SJG, TSR,andother 
companies. Send large SASE to David 
Varner, 4322 Amos Gates Dr., Omaha, NE 
68123. (68) 

1984-85 ISSUE of Challenge25, avery rare 
issue. It is in new condition and still 'n the 
packaging. Contact Shawn Lewis, Box4492, 
Soldotna, Alaska 99669. (68) 

OUT-OF-STOCK and out-of-print games, 
modules and magazines available at origi- 
nal retail prices. Traveller, 120-series Twi- 
light, 2300 AD, wargames and much more. 
Contact GDW, PO Box 1646, Bloomington, 
lL 61702-1646. (68) 

DUNGEON MASTER'S HELPER. Sick of 
not remembering what all of your players' 
attributes are, andwhat equipmentand spells 
they have? This easy-to-run, IBM program 
does it all for you. Unlimited number of 
characters and pertinent lists. Contact Joem 
Beer, 26175 NE Rawson Road, Brush Prai- 
rie, WA 98606. (68) 

LARGE COLLECTION of AD&Dand related 
materials. Includes a large set of Dragon 
magazines. Mustssllall.Willconsidertrades. 



Send a SASE for list. Contact Daniel 
Casquilho, PO Box 2993, Bell Gardens, CA 
90201. (68) 

USED RPGs/boardgames. Avalon Hill (old), 
Microquest from the fantasy trip, Traveller, 
Car Wars (ADQ) and much more. For a 
complete list, contact Keith Kail, 718 N. 
Whitney Ave., Cookeville, TN 38501. (68) 

JTAS 6,7,8,9,10, 11 (very good condition), 
~ l u s  FASA Adventure-Class Starships Vol. 
j-//(mint). Best offer. Contact John ~ovalic, 
4679 Goodland Park Road, Madison, WI 
5371 1. (66) 

WARGAMES and supplements from the 
'70s and '80s. Many out-of-print titles from 
Metagaming, SPI, TSR and Yaquinto. Most 
in perfect or good condition. Send SASE for 
list to Gary Kalin, 1026 Timberfield Drive, 
Ballwin, MO 63021. (66) 

FANTASYAND TODAYRPG(AD&D, Power 
and Perils, Delta Force, Twilight: 2000 and 
much more to trade for SFRPG supplement, 
adventure and magazine. For a list, send a 
SASE to Paolo Bertiglia, Corso Siracusa n. 
198, c.a.p. 10137, Torino, Italy. (68) 

TSR TRADING CARDS, 1992 2. series. I 
have some original, closed packs to offer. I 
will trade for any RPG or wargames mats- 
rial. Please make an offer per pack. Ame 
Rassek, Berliner Str. 23,3005 Hemmingen, 
1 Germany. (68) 

LOOKING FOR Traveller's Digest issue 13 
(Digest Group Publications), Ringworldcorn- 
panion(Chaosium) and TFTAdvanced Wiz- 
ard(Metagaming). Would like originals, but 
photocopies acceptable. Will pay any rea- 
sonable price. Matthew Carter, PO Box 1269, 
Chambersburg, PA 17201. (69) 

OLD CALL O F  CTHULHUscenarios/books 
wanted. Anything before 4th edition, from 
Chaosium, Games Workshop and indepen- 
dent companiesrzines. Please write for list. 
Willing to pay ortrade. SvennTore Mauseth, 
Radyrveien 32, N-7082 Kattem, Norway. 
(69) 

I AM COMPILING complete bibliography for 
Call of Cthulhu, including everything in any 
language, except game reviews. Mostly need 
magazine articles, foreign material and 
ephemera from truly obscure magazines 
(already have most English ones). Willing to 
trade for copies of articles or just send me 
the magazine name, issue, publication date, 
article title, authors, number of pages, type 
of article (rules, monsters, magic books, 
scenario-1 920s, scenario-1890s ...), miscei- 
Baneous notes, language. Also want foreign 
magazines, game editions and people to 
contact, plus ephemeral material produced 
with CoC in mind (coffee mugs, buttons, 
shirts, bumper stickers, posters...). Contact 

Brent Heustess, 4305 Duval St. #107, Aus- 
tin, TX 78751. (69) 

ORIGINALS OR PHOTOCOPlESof the Dr. 
Who RPG: The Sontarans, The &ten Men- 
ace, Counto wn, Hartle wick Horror, Legions 
of Death, City of Gold, The Warrior's Code. 
Write toStarFleet HQ, 1 OTutaraSt., Nelson, 
New Zealand, South Island. (69) 

LOOKING FOR: Traveller adventures 3 
and 5 (Twilight's Peak, Trillion Credit 
Squadron), The Traveller Adventure, 
JTAS 1-9,14,18-23, Challenge 26. From 
DG P: Traveller's Digest 1-7, 18, 10 1 Ro- 
bots, The Omensium Belt, The Black Duke, 
The Flaming Eye. Plus any Gamelords Trav- 
eller material. I am willing to pay for or 
swap material. Contact Jeff Malone, c/o 
St. Columba College, Stiriing Highway, 
Nedlands Western Australia, 6009, Aus- 
tralia. (69) 

WANTTOPURCHASE Games Workshop's 
boxed game Space Crusade (not the ad- 
vanced game). Will pay any reasonable 
price plus shipping. Steve Todd, 7931 
Goodway Dr., Indianapolix, IN 46256. (69) 

JOE DEVER'S LegendsofLone Wolf2, The 
Dark Door Opens. Am willing to pay cash or 
trade. Write to MCJ, 625 W. Malvern, Fuller- 
ton, CA 92632. (69) 

DIGEST GROUP'S MegaTraveller Journal 
issue 1 (with ~ e n e b  map), 10 1 Robots, back 
issues of Challenge and any Judges Guild 
Traveller or D&D aids. Please send condi- 
tion and price to Kevin Combs, 6307 Dawn 
Day Drive, Columbia, MD 21045. (69) 

INVEST. HANDOUTSforthe CallofCthulhu 
adventure Masks of Nylanthotep. Photo- 
copies only. Also, back issues of Unspeak- 
able Oath. Bill Mead, 958 F St., Meadville, 
PA 16335. (69) 

THE GAMER'S CONNECTION needs you! 
We're seeking articles, reviews and original 
NPCs (any game system). Free copy if your 
submission is used, plus prizes awarded for 
best submissions. For guidelines, send a 
SASE to TGC Guidelines, PO Box 278331, 
Sacramento, CA 95827. (69) 

OPERATIONARMAGEDDON, the Star Trek 
RPG mass starshipcombat system by FASA. 
Will pay reasonable price. Contact Kenneth 
Minick, 21 15 Price Ave., Belpre, OH 45714. 
(68) 

OLD COPIES OF JTAS, Challenge, Trav- 
ellers Digest, High Passage or any other 
magazineorfanzine entirely devoted toTrav- 
eller. Also seeking old Traveller material 
from GDW or other publisher. Send a list to 
Paolo Bertiglia, Corso Siracusa n. 198, c.a.p. 
10137, Torino, Italy. (68) 

DR. WHO RPG supplement called The 
Sontarans. Will buy or trade. Contact Cary 
Layton, PO Box 416, Cape Girardeau, MO 
63701. (68) 

TWILIGHT: 2000 v. 1 modules Armies ofthe 
Night, Going Home and RDF Sourcebook. 

Will pay any reasonable price. T. Ropers, 
400 W. Shawn Court, Wheeling, IL 60090. 
(68) 

DESPERATE for any Renegade Legion Cen- 
furion miniatures. Looking for dl dasses of 
tanks, in any condition. Pleasesenddetailsand 
an offer to Christopher King, 7331 Castleberg 
Court, Alexandria, VA 22310. (68) 

VlLANl & VARGR: I'll pay a good price for 
the bookor for photocopies. James Brusoe, 
30 N. Orchard, Madison, WI 53715. (68) 

COMA T REPORTS: Covers Twilight: 
2000and Harpoon, modern andfuturewar- 
games and roleplaying games. Receive an 
adventurdscenario pack six times a year. 
Contact Combat Reports, d o  Stephen 
Teixeira, Box 9739, Suite 1 118, Portland, 
ME 04104. (69) 

THE GAMERSC0NNECTION:You haven't 
received your copy of The Gamer's Connec- 
tion yet? Send a 6x9" SASE ( 5 2 ~  postage) 
or $1 CIMO to MTA Graphics, Dept. C, PO 
Box 278331, Sacramento, CA 95827. Join 
the adventure--write today! (69) 

MELBOURNE T1MES:The British Colonies 
campaign is a completely new and original, 
non-lmperium Traveller setting. The three- 
dimensional campaign area focuses on31 st- 
century Earth and its surrounding interstel- 
lar community. Send SASE for subscriber1 
contributer into to Melbourne Times, c/o 
David Johnson, PO Box 18956, Boulder, 
CO 80308. Overseas indude three IRCs. 
(69) 

IllOT1VE:An Amateur Press Alliance (APA) 
which covers all asoects of the RPG hobbv. 
is looking for new ;embers. Members co;l: 
tribute to and receive a (+I-) 200-page, 
bimonthly APA. RPGs most often covered 
indude MERP, HeroSystem,Twilight:2000, 
Callof Cthulhuand BattleTech. For infonna- 
tion, write to Jonathan Hanna, 79 Mimosa 
Dr., Watkinsville, GA 30677. (68) 

HORROR GAMING APAZINE seeks par- 
ticipants. Focuswill beon DarkConspiracy, 
Call of Cthulhu, Vampire and Chill. Fiction 
and other games accepted. Please contact 
Dan Snuffin, 3138 NW Overhulse Road 18, 
Olympia, WA 98502. (68) 

ALLIANCEA DDRESS:The only known Star 
Wars roleplaying 'zine in the galazy needs 
subscribers and contributors. We are open 
for submissions. and. ideas. Send a large 
SASE for information to Universe Publica- 
tions, POBox 10142, Pittsburgh, PA 15232- 
01 42. (66) 

APART: A free newsletter covering a wide 
range of games and topics, with computer 
game reviews, plus RPG artides and sce- 
narios. Send your name and address for a 
free copy. We are also looking for submis- 
sions from authors and artists (unpaid). Write 
to David P. Kufner, PO Box 373, Barpt, HI 
96862-373. (66) 
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