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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 with the
most successful general market in the county.

| was too old for the Twilight War, but it affected 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 supplying
an entire town with the necessities. Gives me the willies somelimes.

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

Patentown, GA, September 2001

orthern Georgia in Twilight: 2000 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
butthe physicallocations of the plants are 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

lf the maraud,

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: 2000 2nd 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 Milgov isn’t

steal 1t back -

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.
AVERY’S RAIDERS

Avery’'s Raidersareagroupofi170Elite Georgia National
Guardsmen led by an ex-marine, John Lucas Avery.
Avery founded the Raiders in response to the marauder
problem and operates under an unusual premise: If the ma-
rauders steal things, fine. We’ll just steal it back.

Avery’s guard unit was destroyed in Europe, so he feels
he has been unofficially discharged from
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the marines. But the rest of Raiders—
althoughthey 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 was their 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 M1,
an M2 Bradley, two M113s and five five-
ton trucks. The trucks are mounted with
M60 MGs and have improvised armored
plates along the sides.

REFEREEING THE ADVENTURE

The PCs may wander into Patentown
while marchingthrough Georgia and be
asked to join the local militia. Or they
may be approached by Avery's Raiders,
orbe 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 arises—the
food supply is running extremely low.
Normally, overproduction and aggres-
sivetrading 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 marauders that 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 Hilisboro.

MARCH
Getting to Hillsboro requires a 15-

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

During the march, random encoun-
ters may be rolled at will to keep things
interesting. When these rolls are made,
there is a 40% greater chance 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: Obsetvation) on the
side ofthe road. The vehicle 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
showthatthe 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 symbeol of the Road
Blight, the maraudergangthat destroyed
Hillsboro. Neither the PCs nor the Raid-
ers will be familiar with this symbal (the
gang is not local).

HILLSBORO

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. Inthe 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 handiul 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 downdoors
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, Avery willtake over. Even-
tually, the following tale will emerge:

The marauders hit around four in the
morning, starting by firing five times at
the town wall. Alifive shells 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,
andnoone’ssurejustwhathappened. 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 andlosses wereon the high side, so

the gang members withdrew before they
had time to destroy everything. 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
variety of 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 intwo M113s. The restof the
Raiders will be ordered to saddle up,
and the hunt will begin.

HUNT
Howthis part of the adventure goes is
really uptothe 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 intothe coun-
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, some of the Raid-
ers may help, atthe referee’s discretion.
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
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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
mernbers have been left
behind. They're Veteran
punks, one armed with a
pump shotgun and the
other with an Uzi.

Unlessthe punks make
an incredible panic save,
they will notfight the Raid-
ers. An AVG: Interroga-
tionsession 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 rockquarry afew
miles from the house.

The marauders are composed 6f225
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 |l 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,

ATTACK

Avery will wait until nightfall to attack.
At 2245, the Raiders will move out to-
ward the quarry, where the M60 will be
topside 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
openfire. It willtake the Road Blight four
minutes to fully assemble.

The Raiders must capture the aban-
doned warshouse without destroying it.
Unless the PCs want to fight a long,
bloody battle, the marauders might not
bekilled tothe last man. Whenthebattle
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

lfthe warehouse was destroyed, then
the supplies were ruined, but atleastthe
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.

if the PCs wish, they may stay on with
the Raiders for awhile. As a greater chal-
lengs, the PCs might want to track down
any surviving marauders with plans to
regroup. Or the PCs might want to volun-
teerto help rebuild Hillsboro, possibly add-
ing skill points to their character sheets. Q
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“A major European Games Show
with Roleplaying as a main theme”

MAY 29-31, 1993

(Whitsun Holidays)

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

Eindhoven, The Netherlands

Location: HET BEURSGEBOUW
(adjacent to Central Train Station)
Lardinoisstraat 8, Eindhoven, The Netherlands

Roleplayers, please write to:

compendium
GaAMmES

Hartenstraat 14

1016 CB Amsterdam

The Netherlands

Call direct from the U.S.
011 +31 20 6381579

011 +31 20 6260215 (fax)

1 ow entering its second year, GAMES
PECTACULAR promises to become the
raditional Role Playing Games Convention of
.| Continental Europe.

GS Il will feature a unique AMERICAN GAMES PAVILION where
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 Il 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

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
Rondeel 134

1082 MH Amsterdam
The Netherlands

Or you may call or fax

+31 20 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.




onventions

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

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

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

Twister Con 93, March 19-21 at the
Cleveland County Fair Grounds, 615 E.
Robinson, Norman, OK. For informa-
tion, please contact Tornado Alley
HMGS, PO Box 20863, Oklahoma City,
OK 731586.

Nanocon 93, March 26-28 at Utah
State University in Logan, Utah. For
information, please contact Michael
Sorensen, PO Box 3375, Logan, Utah
84323-3375.

ConnCon '93, March 26-28 at the
Danbury Hilton and Towers in Danbury,
CT. Contact ConnCon, PO Box 444,
Sherman, CT 06784-0444.

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.

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

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.

Spring OffensivelV, April 2-4 at lilinois
Central College, E. Peoria, IL. Contact
Dave Kinsinger at The Game Room,
116 Walnut, Washington, IL..

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

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.

Pocon '93, April 2-4 at the Pocono
Manor Resort, 1-80 exit 8, Pocono
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Manor, PA. Contact Pocono Encamp-
ment, POB 390, Effort, PA 18330.

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

AGOG VI, April 17-18 at the University
of Arizona Student Union, Tucson. Con-
tact Richard Knowles, 3150 E. Monte
Vista #A, Tucson, AZ 85716.

Havoc X, April 17-18 at Matignon High
School, 1 Matignon Road, Cambridge,
MA. Write to BGBoston, Inc., c/o Harry
Carter, PO Box 528, Somerville, MA
02143.

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 date/ContactDave Grosdeck,
10100 W. 51st St., Merriam, KS 66203.

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

Madison Games Con ’93, May 15-16
atthe Quality Inn South in Madison, WI.
Contact Pegasus Games, 6640 Odana
Road, Madison, W153718.

Adventure Game Fest '93, May 21-23
at the Oregon Convention Center, 777
MLK Jr. Bivd. (Union Avenue), Port-
land, OR. Contact Adventure Games
Northwest, Inc., 6517 NE Alberta, Port-
land, OR 97218.

Gamex '93, May 28-31 atthe LAAirport
Hyatt Hotel. For more information, con-
tact Strategicon, PO Box 3849, Tor-
rance, CA 90510-3849.

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

Migscon X1V, May 29-30 at the Holiday
Inn, 150 King St. E., Hamilton, Ontario.
Contact Migscon XIV, POB 1683,
Williamsville, NY 14221.

D-Cubed 1993, June 5-6 at the
Pensacola Civic Center, Pensacola, FL.
Please contactAGl, Inc., POBox 37186,
Pensacola, FL 32526-0186.

Heroes Convention, June 11-13. Note

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

Orlgins '23, July 1-4 at the Tarrant
County Convention Centerin Ft. Worth,
TX. For information, please write to
GEMCO, PO Box 609, Randallastown,
MD 21133.

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

Archon 17, July 9-11 in St. Louis, MO.
Contact Archon 17, PO Box 50125,
Clayton, MO 63105.

DragonCon '93, July 16-18 at the At-
lanta Hilton and Towers. Contact John
Froehlich, 140 Village Lane, Fairburn,
GA 30213.

KingCon 93, Aug. 6-8 in Dayton, OH.
ContactKingCon’93, POB 31174, Day-
ton, OH 45431.

GenCon 93, Aug. 19-22 in Milwaukee,
WI. Send a SASE to 1993 GenCon
Game Fair, PO Box 758, Lake Geneva,
WI153147.

Sioux City GameCon VIil, 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, 1A 51104.

Gateway '93, Sept. 3-6 at the LA Ait-
port Hyatt Hotel. Contact Strategicon,
PO Box 3849, Torrance, CA 90510-
3848.

ConFrancisco/Worldcon 51, Sept. 3-
6 at L.e Meridien and Parc 55 hotels and
Moscone Convention Center, San Fran-
cisco, CA. Contact ConFrancisco, 712
Bancroft Road, Suite 1993, Walnut
Creek, CA 94598,

Rally'Roundthe Flag 93, Oct. 8-10 at
the Columbus Convention Center, 400
North High St., Columbus, OH. Contact
HMGSNT, PO Box 14272, Columbus,
OH 43214,

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





















and equipment, then thrown into prison
with their fellow Antareans.

Landing Elsewhere: lfthePCschoose
to land their free trader elsewhere than the
starport, thisis awise move, althoughitcan
prove tricky to an inexperienced pilot. Suc-
ceeding is atask:

To land the free trader slsewhere i
- racks. No one else is in that area. The

than the starport without mishap:
Difficult, Pilot, Dex, 5 minutes (fate-
ful).
Referee:Failureindicates damageto
both the PCs and their starship.

Success at the task means the PCs
have set their ship down in the wilder-
ness which surrounds Donssen city.
Using their ships’ air/raft, the PCs can
then journey to the city with little fear of
being accosted by the locals.

Encounters in Donssen

As the PCs explore the city and pre-
pare for the rescue of Antarean officials
from the prison, they see and hear a
number of things which give them an
ideacfthe situation on Ryan. Things are
getting very bad. As loyal agents of the
League of Antares, they shouldbecome
disgusted by the depths to which this
world has sunk since BrzK's death. The
following are but examples of the sorts
of things they might encounter:

@ A member of the human suprema-
cist group called Superioriti preaching
on the street and blaming the Vargr for
Antarean problems.

e Local militiamen patrolling the city,
oftenrandomly questioning “suspicious”
individuals. :

e Politicaldiscussions among people
in which most seem to advocate cutting
off nearly all contact with other worlds
since such contact is “what brought us
the Rebellion and the Hard Times.”

In short, Ryan’s people are not doing
very well. Their outlook is becoming
insular and their field of vision very
narrow. Even if Brzk's assassination
had not accelerated the process, it
should be obvious that the League of
Antédres was, like*most of the other
factions, doomedto eventualfailureand
collapse.

Prison

Theprisonontheoutskirts of Donssen
isthe eventual goalofthe PCsiftheyare
to rescue Admiral Djoulikian and histwo
companions. There are several ways io
gain access to the prison. The referee
should be prepared to adjudicate these
based on the information given.

Attack: The first and most obvious is
to attack the place, killing the guards

MegaTraveller

and launching an old-fashioned jail
break. If the PCs are well-armed and
skillful, such a plan might indeed work.
There are 20 guards on duty at the
prison, two in each tower and in the
guard house, and one in each barracks
area. All wear jack and carry auto rifles.

- Djoulikian and his compatriots are be-

ing held in the Antarean prisoner bar-

other barracks hold a mix of prisoners,
all of whom wish to escape.

Surrender: The second way to gain
access to the prison is to be captured.
This can happen in a number of ways,
the easiest being to attack the militia-
men at the starport as described above.
Once captured, the PCs will be thrown
in with Djoulikian and the others. They
will have to devise a plan fo get a
weapon away from one of the guards.
Then, they will have to begin their jail
break as they see fit, hoping they sur-
vive against the guards.

Escape from Ryan

Once the PCs have freed the
Antareans, they must still get off-planet
alive. Depending on how successful
they were in defeating the guards at the
ptison, they may or may not have an
easy time leaving the planet. If the PCs
quickly and stealthily killed every guard,
they should be able to leave without
much resistance. If they did not do so,
they will be pursued. Any surviving
guards will chase them in two air/rafts
which the local military has stored up for
such occasions. Up tofive guards canfit
into one air/raft.

The guards will chase the PCs back
to their starship. If the PCs are docked
at the starport, they will meet more
resistance from the half-dozen guards
stationed there. Even if they are not
being pursued, they will still be ques-
tioned about the three men leaving with
them. Convincing the guards to ignore
them is a task:

To bribe the starport guards:

Difficult, Bribery, Persuasion, Instant.

Referee;Failure results inthe guards
aftacking the PCs as rebels.

Thus, the PCs have quite a battle
ahead of them no matter what they
choose to do. The prisoners are consid-
ered quite valuable and will not be al-
lowed to escape easily.

INTO THE OUTLANDS
When the PCs finally escape off-
world, they will be beginning the second
leg of their mission. From here, they
must proceed to the world of Ereshkigal

(Antares 0716) in order to pick up three
more Antarean officials. A subsector
map is included in order to help them
navigate through the uncontrolled space
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 a contingency plan
of the League in order to save key
personnel should the unthinkable hap-
pen. Since 1125, Trasilon has suspected
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
resuits. 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. Before the
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.

Ereshkigal

Ereshkigal is one of a few 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
forthe three other officials the PCs must
pick up. Ereshkigal is a corporate state
at present. The Ereshkigal Resource
Consortium (ERCon) controls the planet
and itsfew remaining resourcesinorder
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-
comaes 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 Ereshkigal cannot spare them
right now.

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

MegaTraveller

" D525172-4

E000900-7

£323983-8

A445700-9
X77A6FA-4
D667676-5
ESA7AA9-7
©844730-7
D334542-8
X446458-5

C223220-8 Lo Ni Po

X547774-2

E4382C9-6

E97A340-1 Lo Ni Wa

D246665-7
X533534-2

E483540-4

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 the optional bad
karmarule from page 95 of Hard Times
to starship encounters during their jour-
ney to Ambemshan. For what itis worth,
Admiral Djoulikian thinks the PCs should

M1 IVM7 D

M3V M6eD
G4V M2D

FiIDM1D

ABIV G1D

FoVI MoD

G7D M3D

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

Mission of Mercy

The journey to Kheskam allows for
more starship encounters. Corsairbands
are known to be patrticularly 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 starport any
more, but when the PCs land, they will
be met with a pleasant welcoms. The
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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
planetis 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
suggeststhatthe League’s government-
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
like the Imperiumbefore it. He seeslittle
value in running away to another sector
in order to save himself, and he can do
more good by remaining here than by
goingto Lishun. Thatis how he believes
hecanbestkeeptheidealsofthe League
alive and make up for the crimes perpe-
trated by it in the name of parochial
interests.

lfany ofthe PCsagree 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.

Corsairs!

Sometime along their journey 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-
suadethe Vargr—they are outforblood.
Theyfeelcheated by the League and its
sudden collapse. At one time, Regent
Brzktalked about the 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.

Ambemshan

Ambemshanis like Ereshkigalin 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 s anar-
chic and without a cen-

LOST SOULS

SECOND FOITION

ROLE PLAYING IN THE AFTERLIFE

‘Its premise is unusual, its characters
exciting, and its mechanics fun . . .
I heartily recommend this game."
- Lester Smith, Dragon Magazine #186

Ouly $19.95 - $4.00 s/h. Send check or money order
to: Sage Lore, Inc., PO Box 14616,

Portland, OR 97214

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. Thisis
to be a mass exodus of
intelligentsia from An-
tares to Lishun sector.
Antares is no longer
stable enoughtobeused
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.
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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 canbe donefor 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—it is facing facts. The
League of Antares is no more. If the
death of dozens of worlds and billions of
people in Antares alone is to have any
meaning, the government must correct
the mistakes of the past and prepare for
better days. Ot 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 correct them in order to
ensure that they never happen again.

ENDGAME

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 Lishun or whether they willgo off
ontheirown. Shurlarlem subsector alone
offers many opportunitiestofight against
the effects of Hard Times. Each world
has astory allits own and apeople to be
saved.

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

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

NPCs

Guards on Ryan: 897677. Skills:
Combat Rifleman-1, Brawling-1.

Admiral 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, Ship Tactics-
1, Linguistics-1, Handgun-1. Q

Special thanks to Kevin Brennan and
especially Charles Kimball, who gener-
ated Hard Times data for every world in
Antares sector.
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Complete books 1500 1000 30%
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Gamma World 2000 1500 25%
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Ars Maglca dided 2500 18.75 25%
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Primal Order 2000 1500 25%
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World Wide Wargames
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Camp. of Civil War 2500 18.76 25%
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Now you can pre-order your soon to be
released games from Hobbles and save
even more. Call us and place your order
before the release of an lem and we wiil
ship the moment it amives. We can fake a
credit card number (which will not be
bliled untll the product Is ready for ship-
ment) or send your package COD ($4.00
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Qouni AND we pay shipplngl /

Catalog $2.00 — free with first order.
Free 6 plece dice sot with all orderns over $25.00.
When in Virginia, stop by our store
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be conquered. As a Battlelord, the women will

The universe is a perilous place and it has yet to
love you. The bad guys are always trying to

take you out. You'll duel pirates in your sleek,

| Bohemian Class starcruiser, or hunt the vicious

Arachnid through the Death Swamps of Deneb-Mor.

You might be called on to infiltrate the Rebel high

command and gather desperately needed

intelligence. Worse yet, some fat, wimp desk jockey,

waiting on a pension, might order your team to track
down and slay the dreaded Thorgon Monster!

The 23rd Century is 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 dayl The question is, "Do
| you have what it takes?"

Battlelords is a skill based roleplaying system,

utilizing percentile dice. Combat is realistic, fast [=

paced, and quite lethal, applying locational hits to
| the body. The true excitement of the game is 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.

Battlelords of the 23rd Cenfury.
There is nothing like it!

e Battlelords of the 23rd Century: This 240 page rule
| book contains everything a warrior needs to know to
survive the perils of the 23rd Century. . . $21.95

o lock-n-load, The Baitlelords' War Manual: The most
powerful weapons supplement ever compiled! Some
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¢ Injection: This 110 page campaign module details
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e Advanced Character Sheets: 4-page graphic
character sheets with body armor representation. $3.95
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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 willbe 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 TO MARIETTA

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 on Ohio’s less-patrolied
highways from groups 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 worth guard-
ing with two machinegun-armed Hum-

Challenge 69

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

The attacking group will consist of
two subgroups:

Thefirst subgroupincludes six people
on dirt bikes. The bikes can be treated
as Apaches and the riders as Biker
NPCs. They are armed with Colt Py-
thons.

The second subgroup consisis of
eight people in a beat-up pickup truck.
The truck can be treated as a Chrysler
Conestoga %/4-ton pickup truck. The
people canbetreated 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 withthe numbers of people in the
convoy.

The bikers cruise the highway, look-
ing for victims. Once they spot the con-
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 wili get backinthe
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). if 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 willbe uptothe PCs.
Of course, another “survivor” from Jef-
freys’ expedition (achangeling thistime)
could make an appearance.

It the convoy makes it past the attack-
ers, it will encounter no further difficulty.
Oncethey get within 10 miles of Marietta,
the PCs will be back in a well-patrolled
area.

MARIETTA

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 therivers,
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 (aforce of six, with Veteran crews).
And because West Virginia is infested
with human outlaws and worse, Marietta
maintains a paramilitary force of 50
people. The force consists of 10 Novice,
30Experienced, 9 Veteranandone Elite
NPC. They are armed with M-16A2s 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 M18A2s. 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 Virginia since
it “fell,” and they may be a useful source
of information. Some of those who have
beeninto West Virginian Demonground
havetheir doubts aboutthe town Jeffreys
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




“You're alldead menifyougoacrossthe
bridge! There is only death overthere! If
you go, you'll end up dead!”

He willend histirade in awhisper : “Or
worse, you'll end up like them,” he will
say, pointing at the captain and ser-
geant. He will then wander off, yelling
out nonsense. If the PCs follow him, he
will not say anything else that makes
sense. If the PCs ask about him, they
will be told that he is some crazy man
who swam across the river from West
Virginia one night. He is actually an
escapee from the Dark Minions. Their
experiments on him develcped his em-
pathic talents (especially Foreboding)
y but left him completely mad.

Delay: Amixupinthe authorizationto
use the bridge will force the PC convoy
to stay the night in Marietta. The prob-
lem will be cleared up around noon the
next day, and the convoy will be able to
departthen. The delay will give the PCs
a chance to talk with some of the local
people. Most people in the city are ner-
vous about West Virginia. Several can
tell tales about seeing strange lights or
shapes across the river late at night.
Those who have actually been across
the river recently have darker tales. i
the PCs ars sufficiently persuasive, they
may be able to get some stories out of
the few hunters and paramilitary force

e —

‘Y

members who have been across the,

river. They have stories about human
outlaws which they will willingly tell, but
they also have tales of strange things
they have seen lurking inthe woods and
moving about in the abandoned build-
ings of Williamstown. All of them agree
that most of West Virginiais abad place
to be.

WILLIAMSTOWN

Williamstown is a small town located
on the West Virginia side of the bridge.
It is now abandoned. The streets are
ampty of all but bits of wind-blown pa-
per. The buildings have a haunted,
empty look to them. An oppressive si-
lence hangs over the town.
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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
sent] tient gaseous en‘i;ty that is 0 anumoer of blocking the road will be evident.
thick, gfay;fo‘g. Shapésse‘em wist and move within_ The road is blocked by eight skel-
1ah obse izad Grz \ 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.

ENCOUNTERS I[N
WEST VIRGINIA

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
frailer, 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 1D10 indicates
an encounter. Roll 1 D6to see what has
been attracted by the convoy.

Holl Encounter

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

4 Animated Auto: A leftoverfrom a
battle beiween humans and a
group of dark elves, the auto is
parked off to the side of the road.
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Abroken skeleton (human)lies in
front of it. Once the convoy goes
past, it will start up and attack
them by ramming. The car is a

s 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 staking the
cows or horses that wouldn't mind
adding alittle humanfleshio their
diet).

TOWN
The town is located at the bottom of
a large hill. As such, the PCs will have
a good view cf the town as they head
toward it. They willbe able to see people
moving about in he town and will see
armed menonthe penmeter The road

to the town has a gate made of logs
across it, with several men stationed at
it—actually six Igors armed with pump
shotguns (treat as Mossberg M500s).

The convoy will be greeted at the
gate by those stationed there. The men
will smile at the PCs, but an Average
task roll using Psychology will reveal
that there is something sinister about
the men.

As the convoy enters the town, the
PCs will see people walking the streets.
If the PCs are observant (an Average
roll using Intelligence) it will be evident
that there is something wrong with the
people.

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 fact, 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 appear to 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

Walther PPKs. They will try to use Per-
suasion and their empathic abilities to
capture the PCs and NPCs alive. If
resistance is offered, the Dark Minions
will flee and have their Igors deal with
the problem. There are 20 Igors armed
with a variety of hunting weapons (Ruger
.22 semiautomatics, Marlin .30-06 bolt
actions, Savage 311-Rs, and Mossberg
M500s). The Igors are not terribly brave
and will flee if things go bad, unless
their masters stay to inspire them. The
lgors have four beat-up pickup trucks,
and the Dark Minions a GDM Ariel fo
escape in (the car is concealed in a
garage).

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.

ltthe playet characters are defeated,
they will be taken to the Dark Minion
base and subjected to horrible experi-
menis. The exact details are left to the
referee.

NUCLEAR 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 of , or eliminate your enemies popula-
tion. When that inevitably fails, all-out war breaks out as
players launch stealth bombers, submarines, scud missles, 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 Klodzillaand 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

And try the Nuclear War Computer Game! A solo
version of Nuclear War where you play against 4 com-
puter opponents. 'Available in IBM format in both 3 1/2"
ora5 1/4" version. Alsoavailablefor the AMIGA. Please
specify when ordering . $19.95

Available at your local game store or order direct from
Flying Buffalo P.O. Box 1467, Scottsdale AZ 85252
Please include $1 for postage & handling




just never know these
days. Ithink the lasttime
Iheard about somebody
trusting 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 when it's not
around, I'll trust my
spurs.

One thing I can tell
you for sure is never,
never trust/VIr. Johnson.
Then again, chummer,
youwouldn’tbeableto
hear me if you didn’t
already knowthat.

By Chris Hussey
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to get them back.

and fled to the city of his birth—this one.

She has filed a complaint with the authorities,
but a combination of bureaucracy and disinclina-
tiontobelieve foreigners has resultedinhercase
being postponed by local courts many times.
Desperate, sheis now turning to illegal meansto
get her children back, confident that if she can
once returnthemto 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- 7

dren for her. She has a maximum of Lv5000

available to her (donated by sympatheticfriends |}

and neighbors). The woman can provide legal
documentation of the divorce and custody ar-

he PCs are in a city on a frontier |
world of the referee’s choice (it | |
doesn't really matter which, as | /1y,
long as it has been colonized by 177 77 //, ’/;//' o,
at least two nations). They are |/, /
approached by a young woman /7747173 -"’l//," 7
e o v e W
7 /////7’/// //'////’
band, and she desperatelywants 7 711/ n / } i

7
The woman says she divorced {// . /ﬂf% /
her husband some time agoina [/ 7;/
distant city in another colony on {7777/
this world, and she was awarded custody ofthe | /
children. However, her ex-husband, outraged at [/

the court’s custody decision, ook the children ; // i
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School

APPROACH
The PCs will need to locate the chil-
drenfirst, by doingroutine legwork, 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 built-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 andfather: 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, the childrengo to
the neighbor's house. They remainthere
fromthetimetheirfatherleaves forwork
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-
eralteachers and 30 pu-

ex-husband has with-
drawn his children from
normal schooling be-
cause he is a devout
member of a minority
church, and he wishes
his children 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. Atleast
one adult will always be
present.

RETRIEVAL
The PCs must orga-
nize their own getaway.

pils of various ages. The

They will have to leave town at once,
before the police start 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.

NPCs

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.

REFEREEING
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 problemthe PCswillfaceis
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 notbe 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, thefather has concoctedsome
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.

ALTERNATIVES
AND VARIANTS

Ifthe PCs take pity onthe woman and
dothe jobforfree, they canbe rewarded
with a renown point each for this 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
alertthe local police, who will pursue the
PCs. @

2300 AD
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Your secret society is interested in
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. Aren’t you so
happy you could just hemorrhage?

hefollowing scenariois intendedforuse
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 SOCIETY
INFORMATION

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
the Armed Forces Bureau insector RSF.
The secret society then plans to destroy
the Armed Forces Bureau, which has
beencausingtroublelately. Thetrouble-
shooter will not know that this job will
employ a hermetically sealed, atomic-
timed, heavy-duty "Fuzz-Buster” 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
plastic chair bolted to the floor in a small
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 of your services. Report to tem-
porary briefing room 200-03-IAK-
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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
alert!

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 the temporary 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 Se-
curity Clearance Orange citizen is inter-
ested in a high-priority mission alert in
the first place.

MISSION
BRIEFING
The troubleshooter wanders around
for abit, 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 brute who grabbed
himwill 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 locks 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

listening to the mission alert? Didn’tyou
care? Maybe raising the volume on the
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 the debrief-
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 | 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-
ers the troubleshooter out of the room.

RESEARCH &. 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 for this
afternooncycle, will you, Gret-O?” He
then disappears back into the main lab.

A crackling sound is heard, followed by
a loud explosion. Black smoke begins
pouring out of the doorway to the main iab,
A few minutes later, the same haggard-
looking scientist appears through the door
by which the troubleshooter entered, and
asksthe PCifhe’sthe onewho’s supposed
totestthe experimentaldevice. Thetrouble-
shooter is then ushered into the main lab,
which is littered 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.

Paranoia







Reaching into a desk drawer, the
scientist (Milo-G-BEL-5) produces an
odd-looking device composed 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-handle onthe 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, be
performing a great 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 atraitor would suspectthe
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 fittle 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-
BEL’s 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.

ARMED FORCES BUREAU

This is a pleasantly decorated, com-
fortable room containing plush, padded
chairs and an imitation wood magazine
table. At adesk sits asweet little old lady
who is quisetly knitting away, humming
softly to herself quite confident that she
can take out anyone who bothers her
with the fully pump-action 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

STONE MOUNTAIN MINIATURES
Presents DENIZEN 25mm SCIENCE FICTION

been known for its up-to-
date contacts.

DSF385

DSF386
DSF331

DSF332

DSF400

DSF402
DSF405
DSF406
DSF410
DSF411

WARBOT COMMAND SECTION: Command bot, 2 Scout
Bots, 2 Laser Bots

WARBOT LASER SECTION: 5 Laser bots

RIFLE SQUAD: Male troopers (2 firing advanced combat
rifles, 1 running, advanced combat rifle, 1 advancing, ACR)
HEAVY WEAPONS SQUAD: Troopers (Male throwing
grenade, female/laser cannon, femalefrocket launcher,
male/laser cannon)

K'HIFF EMIR & ELITE GUARD: 1 Emir, 3 Elite Guard/
Assassins

ELITE GUARDS/ASSASSINS: 4 Advancing (Laser rifle)
K'HIFF ANSAR (Warriors): 4 Advancing (AP rifle)
ANSAR: 2 Advancing (Laser rifle), 2 firing (VRF AP rifle)
K'HIFF ANSAR: 4 Advancing (Flamer)

ANSAR WITH HEAVY WEAPONS:2 with rocket launcher,
2 firing (SMAW)

Catalogs: $4.00 to Dept. CG, Box 594, Broomfield CO 80038

$5.95 per package. MC/VISA phone orders accepted.

24 hour phone/fax: 303-465-4246
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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 notcallfor an Insan-
ity roll.

From there, it's off to
search for a corridor with
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
desired forms can be signed. Duringthe
five hours whichthe troubleshooter may
ormay not be forced to wait, the PC may
experience some or all of the following
encounters:

Traitor: “I can’t take it anymore. |
can’t take commies, traitors. computer
madness. Aargh!l” 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 up to 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. WhennoHappy-Choco-
Bars are dispensed, he volunteers the
troubleshooter, with a gutter grunt of
“ficksit ridnowrelse.”

Atfter all this fun, the CPU branch
clerk (if he's still alive) asks for the 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
thatitis closed. lfthe troubleshooter has
the serialnumberon hand and givesitto
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.

Paranoia




DEBRIEFING

When the mission is completed, the
troubleshooteris called back to the brief-
ing room for debriefing. Immediately.

When the PC arrives back at the
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
where the debriefing room s (again), an
IntSectrooper will 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
credits for 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-threateninginterrogation. 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-

porary briefing room, where he can
promptly deliver a clear, concise report.

The debriefing officer will ask various
questions about Operation: Aurora.
Queries aboutthe troubleshooter’s per-
formance are resolved, along with any
loose strings (or wires). An official com-
mendation is in order for a mission
successfully completed, in additionto 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 a fine 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 iest the thing, he will be scolded
and fined 30 credits. Keentroubleshoot-
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 (butwhowasn'tinthe
first place?), and perhaps an 10U or
promotion is in order. Before opening
thecrate, the society decidesto give the

troubleshooter the honor of detonating
the explosives that will destroy the fas-
cistsdown at the Armed Forces Bureau.

Aren't you so happy you could just
hemorrhage? Q

JOIN THE

Stores and conventions: Contact us today about
having an official GDW Demo Team visit your site.

with

c/o GDW
P.O. Box 1646
Bloomington, IL 61702-1646

(309) 452-3632 fax---(309) 454-3127

GDW is continuing to actively recruit
new members to demonstrate its product
line at conventions and stores. If you enjoy
gaming and are willing to bring this fun to
others, you have the qualities we seek.
We're looking for people who are familiar
Traveller®—science-fiction's
greatest game. Sound good so far? Keep
reading, it gets better.
Joining the GDW Demo Team, you'll
become part of a network of game
enthusiasts that spans across the United
yStates. By becoming part of the team, you'll
" be given first-hand information about all of
GDW's products before their release.
Bottom line—1It's fun!
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Ruled by the Belgian Coprates Company,
the Martian city of Melas is very corrupt,
and bribery is required to get anything done.
Among the demoralized Martians who live there,
anything can be had fora price.

By James L. Cambias

elas is the capital of the Upper
Coprates Valley, one of the
strongholds of colonial power
on Mars. lts population is
101,700 (including 9100
Terrans). Ruled by the Bel-
gian Coprates Company, the
city is very corrupt—bribery is
required to get anything done. Among
the demoralized Martians, anything can
be had for a price.

Nonetheless, Melas is quite prosper-
ous. It 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 a subject of
Po-poo-hanna-kitai (now New Am-
sterdam). it 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. This changedto enmity
as the traders began resorting to out-
right theft of supplies and valuables.

In 1879, Melasian forces attacked
the expeditions, andfor atims itseemed
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-
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gion took the field in 1880, and a series
of battles eventually led to the capture of
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 a peaceful reso-
fution.

In 1885, the Upper Coprates Repub-
lic was established under the rule of the
Coprates Company. Other European
powers recognized the new state, un-
der a general agreement defining
“spheres of interest” on Mars and Ve-
nus. Remnants of the old Melasian Army
continue a campaign of guertilla raids
against the Belgians.

COPRATES
COMPANY

The Coprates Company (Societé
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 carge to and
from Earth is carried on company ether
flyers, and all cloudship or canal ship-
ping must pay the company’s tariffs. It
owns and operates all the gumme plan-
tations in the Upper Coprates, and cot-
lects ahead 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.

ARMED 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 well disciplined, 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 Green quality 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 mercanary cavalry force consists of
300 men armed with bows, swords and
lances. They are quartered at 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, Ghentand

Space: 1889
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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 Swiftwood-class 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.

REBELS

When Melas fell to the Belgians,
mostofthe army was senttothe 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. k 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 fromtime totime an agent
will slip into the city to get news of
Belgianactivities. Thenetwork may even
include some Terrans within the com-

pany.

CImY
DISTRICTS

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.
Official West Side: This region is home fo
the city’s remaining aristocrats, along
with newly rich merchants. Streets in
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this secticn are named for the Martian
virtues: Hope, Courage, Truth, Persis-
tence, Honesty, etc. The British, French,
American and German consulates are
all in this neighborhood. At the end of
Wisdom Street stands the Temple of
the Sun.

Company 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.

Landing Fleid: 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 a frequent
sight. The three drydocks here canbuild
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 suffers from silting, and teams
of laborers constantly dredge it. The
port is usually full of gumme barges
being unloaded. The company keeps a
smalisteamlaunch 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
sweeps for 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 “Leopold-
ville”: Outside the city gates are two
collections of hovels and shanties, in-
habited by refugees, peasants evicted
fromtheirfarms and exiles from the city.
Both are hives of misery and vice.

East Side: This quiet part of town is
inhabited by what remains ofthe 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

ENCOUNTERS
The city has been divided into four
regions: company (the palace, landing
field and company compound), city (the
east side, market and west side), slums
(the harbor district and south side), and
outside (Rive Gauche and Leopoldville).

Encounter
Descriptions
Soldlers: A Belgian squad of either
legion or company troops will question
and harass suspicious-looking Martians,
but will leave most Terrans alone.
Police: 2D6 city police, led by at
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IFYOU HAVEN'T PLAYED
| MILLENNIUM’S END, |
| YOU HAVEN'T PLAYED
| ANYTHING LIKE IT..

! ST lttan .
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 to visualize. 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
fromasingle table. The hierarchical skill systemis flexible and powerful. And
the “Clue Tree” adventure format allows complex, challenging adventures
that don't railroad players’ ideas or bog down play.

e i‘s! ~o ‘e
Mlllenmum s Endis a progressive roleplaying game based on today’s fast-
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.

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

“The combat system dif-
fers... from the many skill
based near future games 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 restis combat... it has
aneat 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 a "realistic” system can
be so fast, flexible, easy to play, and just plain fun.

if you don't see Millennium’s End at your

game store, ask for it. Or contact: (B anEl! '”; NECEEE IC
Chameleon Eclectic Entertainment

P O. Box 10262 Blacksburg ergmn 24062 0262 800 435. 9930

s End s Chameleon Ecoct’s tiademar o 13 conmporary lolewy»ng system
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least one Terran officer.
They will behave much
like soldiers.

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

bandits armed with knives.

Tourist: One or more Terran tourists
visiting Melas. Tourists may be compe-
tent adventurers or helpless “innocents
abroad.”

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

Dealer: Adealerinvice 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.

For an exciting adventure in the city
of Melas, don’t miss “Treasure of Melas”
by James L. Cambias in Challenge 70.

Space: 1889
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== he following provides optional
= field weapons and infantry type
additionsto FASA's Battle Tech
Compendium.

FIELD WEAPONS

L Notoriously absentfromthe
Battle Tech Compendijum 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, butsome are remote-controlled
weapon systems.

The following steps enable players to
construct their own field weapons or modify
others. Inorderto design afield weapon, the
playerwillneed paper, pencil and soforth, as
well as the appropriate charts from 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 weapons willbe designed.

weapons may be armored on all sides.

Add Chasslis, Controis, Etc.: Each
weapon must have a chassis that weighs
10% of the weight of the weapon, ammuni-
tion, armor and any control systems. This
chassis provides the weapon with wheels,
which enables it to be towed. Things like
rotating/elevating 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.

Combat Rules

Fire: Field weapons fire just as normal
weapons do, using the appropriate charts.
Remote weapons fire at a modification of +2
(making them harder to hit with).

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

Other 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 (unless the
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.
ltis suggested thatonly tracked and wheeled
vehicles be permitted to tow field weapons.

Field weapons may be unloaded/un-
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. Use the normal
chart, but the walls get hit first. Weapons
actually within buildings are treated as if they
were emplaced (see appropriaterules). FWs

By Michael C. LaBossieRre

Select Controls: [f 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 cneton (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 heatsinks 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 acommand systemto activate them,
A C3 will do the job, but each remote counts
as a unit toward the C3's limit. A vehicle or
‘Mech can also be equipped with a remote
system (RS) which enables itto control up to
four remote systems. The RS weighs one
ton, takes up one critical space and has a
range of 20 hexes.

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

Remote weapons fire at +2. In a turn in
which they are used, a’Mech operatingthem
is treated as if it is engaging multiple targets.
The remotes use the firer's Gunnery skill.
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 how this
works)to the target, and the controlling 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

can also be hidden. Remote FWs are often
laid as traps, especially in cities.

Gunnery Skills: if desired, FW crews
may be assigned or roll for a Gunnery skill
level. They may also gain experience, if
desired.

Examples
Type: Field Weapon

Ammunition: 40 shots

Tons: 2

Type: Field Weapon

BattleTech










Continued from page 75.
Type: Field Weapon (Remote)

Weapon: SRM 6 Tons: 3
Ammunition: 30 Tons: 2
Armor: Tons: 4.5

Front: 32

R/ Side: 16

Back: 8
Remote: Tons: .5
Servos/Comp: Tons: 1
Chassis: Tons: 1.5

(rounded up)
Total:
Tons: 12.5
Crew: None
NEW INFANTRY TYPES

The following additions/modifications
should be treated as optional rules to be
adopted if desired by the players.

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

Troop Quality Hit Adjustment
Untrained/RMo R

Infantry Experience: Infantry may
progress by gaining experience justas’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
experience dsoldiers maybe assumedtobe
killed first, so the quality of a mixed unit may
change. Of course, the exact skill level of the
whole unit an be calculated based on the
percent of each troop type present. Expetri-
ence may bbe 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 do not generally
receive high-quality armor. However, some
units are eq uipped with higher-quality protec-
tive armor. See the Armored Infantry Table.

Armor Ty/pe: The type of armor the infan-
try is equipped with.

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

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

Dam in Building: The percent of damage
suffered by the unit if it is fired at while in a

BattleTech

building. This isthe percentof 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 2 medium building.

MG:The number of dice rolled for casual-
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: 1D6+1D3 (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.

Combat Armor Infantry: Combat armor
was. developed on a Periphery world by de-
scendants of part of Kerensky's forces whose
jump ship suffered a malfunction which pre-
vented them from making the full journey. While
combat armor is far weaker than battle armor, it
is still more effective than normalinfantry. Com-
bat armor has recently become available inthe
Inner Sphere and is being constructed by facto-
ries that produce exo-skeletons.

Combat: 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 1D10 (or 2D86, 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, flamers or machineguns. 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 (10 soldiers) requires
iwo fons of cargo space in a vehicle.

Combat-armor units should be considered
Elite troops and are capable of delivering anti-
BattleMech attacks, if that optional rule is used.

ffyou found “Infantry and Fisld Weapons"”to
be useful, don't miss two additional articles by
Michael C. LaBossiere: “Infantry and Field
Weapon Vehicles” in Challenge 70 and a re-
lated adventure, “Ant Hill,” in Challenge 71.

Crew out
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THE FANGSTER CHRONICLES

Sort of a mafia-vampire variation on his
earlier An American Werewolf in London,
John Landis’ Innocent Blood (***)—which
beat Francis Ford Coppola's Bram
Stoker's Draculato the box office 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 umntil 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
monstrou s mafioso.

The assembled thesps look like they had a good
time with this one—though none more than Loggia,
who attacks his fangster role with relish (to say nothing
of ham). Don Rickles furns in credible work 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 Innocent 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, £hantom of the Rue Morgue and Strangers
On A Train.

Like most modern cross-and-fang flicks, Innocent
Bloodplaysfast 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 disgusto
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 fouch. 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. Innocent Blood is the
type of frightcomthat goesin one eye and out the other
but supplies fair gory fun while it lasts.

SEAGAL AT SEA

On the action front, Steven Seagal's latest Under
Siege (**1/2) is a Die Hard at sea—in more ways than
one. Seagaltendsto alternate 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 itle) leans inthe 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
tosavethe ship,day,
and—this being a
huclear-armed ves-
sel—world as well.

In a series of un-
imaginative strata-
gems, Seagal, soni-
callyuplinkedto gov-
ernment bigwigs in
D.C., takes out the
terroristsonebyone,
using explosives,
automaticweapons,
knives, and his ever-
dependablefistsand
feet. Steve also re-
ceivesanassistfrom
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 ade-
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.

The Phantom’s

LOW BUDGET, HIGH YIELD

Reservoir Dogs (***'/2), actor/auteur Quentin
Tarantino’s low-budget directorial debut, ranks as the
mostimpressive modern noir to screechdown the pike
since Carl Franklin’s One False Move. Knockout en-
semble acting, dark wit, 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.

Adeceptively casual opening setin aroadside 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-

Movie Madness & Video Views
By Phantom of the Movies™
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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.
Whenthe 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 musingsto the merits of actionicon 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 amonotoned deejay(deadpan comic Steven Wright)
and devoted to spinning nothing but '70s pop schlock
funes 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 fromthe 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.

PARANOID PARABLE

Elsewhere on the low-budget front, FX ace turned
director Chris (The Fly Il) Walas, working from Richard
Jefferies’ frequently clever script, crafts The Vagrant
(***), a sometimes shaky but generaily 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 (Total Recall) 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 MGM/UA Home Video
($89.95), is well worth sticking with and deserved more
than the token regional theatrical release it receivedin
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 (***/2) (Fox/Lorber,
$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-Claude Van Damme—cooks up arapidfire, mega-
violent pop gangster caper. Sort of a “Fistful of Yen,”
The Killer plays like a Sergio Leone spaghetti western
jacked to the max and transplanted from a stylized Old
West to contemporary 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, hislick
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—iallying 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 L.ee take
male-bondingrituals to a whole 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” (1). 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 (***/2) (Columbia/TriStar, $89.95)
springs from a complex, organic script (by Tom
Epperson and Billy Bob Thornton) given life by director
Carl Frankiin, whose previous credits consist of such
Roger Corman Concorde quickies as Full 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 Pluio (Michael Beach) and Ray's passive
mulatto squeeze Fantasia (Cynda Williams) head for
Ray and Fantasia’s hometown of Star City, 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 (JimMetzler)
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, also dares 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. &
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Cthulhu Now

Second edition.
Chaosium Games. $14.95.
Written by Barton, Corless,
Gerber, Okamoto, Petersen, Shirley,
Szymanski, Thomas, Willis and
Workman.

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

Published 1992,

Review by Cralg 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, inboth gameterms and
background, some of the differences
between the 1990s and the 1920s, the
milieu in which classic Call of 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
failapart), achapteron helicopters, and
a new character sheet identical to the
1990s sheet in Call of Cthulhu, fifth
edition.

ADVENTURES
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
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are highly threatening to fife, fimb 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 timel). 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 Now campaign 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-
iar with the politics, locations, social
mores and so on.

For the Rambos among us, the book
includes enough hardware to blast nu-
merous ugly thingies info mush-—al-
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 dstriments. Keeping a
secret is much harder. Investigators
may run afoulof various agencies inter-
ested in keeping the truth from the
public(inthe case ofthe Cthulhu Mythos,
ignorance s bliss), and remember, cult-
ists usually have better backing and
accesstothose high-firepowergoodies
than you do!

| disagree with the cop-out regarding
Cthulhu and nuclear weapons. They
say that if hit by one, he just reforms 15
minutes later, radioactive. ltend to think
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.

EVALUATION

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 Sourcebook of Horror Reality.
West End Games. $18.00.
Written by Christopher Kubasik.
128-page sourcebook for the Torg

gaming sysiem.

Published July 1991.

Review by Dirk DeJong.

Like West End's other Torg pro-
ducts, Orrorshis a high-quality, perfect-
bound book; the type is easy to read;
and the rules, iables and equipment
lists are where they are supposedfobe,
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 thisto be
an nice place to visit, much less live in.
Orrorsh is described as the Horror Re-
ality (its very name is “horrors” rear-
ranged), and it definitely fills the bill.

This is by far the easiest Torg 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 fo 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.




Asthe G auntMan is the most power-
ful of the High Lords, his control would
seem to be the mostcomplete. Andyet,
in this book, he’s out of action (for more
informatiors on this, read The Possibility
Warstrilogy), and a number of different
factions are vying for power in his ab-
sence. Not that it makes much differ-
ence, as thebusiness of horrorgoeson
unabated. And strangely enough, some
of the most horrifying creaturss in this
realm are the humans from the invad-
ing cosm.

The Victerians are the result of some
of the Gaunt Man’s social engineering,
and are a society remarkably like that 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 J ack the Ripper, efficient co-
lonialism by 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 of 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, andthoseyou do find are aptto
be either very specialized or very old
and, in eithercase, 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 i,
and most are designed to be used only
once without redoing the entire cer-
emony.

What canbe said about the nature of
the magic system goes double for the
monsters. Onorshis nota systemwhere
zombies craw! like flies from under ev-
ety tombstone, where vampires lurk
around every corner.

The Nighi StalkerTV seriesand more
recently Freday the 13th, The Series are
pretty much in the same vein as far as
the feel of the thing and how monsters
are handled.

Each adventure is setaround amon-
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 evenits
modus operandi differs. 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 puttogether
a really good monster for your group.

POWER
RULES

Monsters and magic aside, what re-
ally sets Orrorsh apart from and above
any other horror system that I've seen
are the rules for 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 thai happen
(including player character deaths), the
better the chances of success. This is
doneinthetradition of horror greats like
StephenKing, who lovestokill off 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 will offer
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 sourcebock for any hor-
ror campaign if you're willing to do a
little work converting some figures. But,
like all Torg worldbooks, the cost is not
cheapat $18.So, if you're nota 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.

Battle Manual

Games Workshop. $19.95.

Designer: Rick Priestley.

96-page softbound supplement to
Warhammer 40,000/Rogue Trader,
with seven bound-in cardstockrefer-
ence charts and templaies.

Published June 1992.

Review by Craig Shesley.

Warhammer 40,000has 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 is definitely a supplement, a sort
of pocket guide to the game system.
Most of the rules, the general ones at
least, are here, with complete diagrams
and examples. There’s no information
ontroops, troop types, equipment (other
than weapons), psionics, etc.—just in-
formation needed to fight the battles.

This supplement is beautifully orga-
nized (for a British product). its sections
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 (overwatch, rad
grenades, flamer templates, etc.). For
those who don’t want to injure their
books, permission is given to photo-
copy the cardstock pages.

CHANGES
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.

BlastArea 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 “hit” crosshairs, only available from
GW for 99¢. If you don’t want fo 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 “slow” weapons 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 alittle less deadly,
but have a much larger area effect.
Bows are worthless against good ar-
mor. The melta gun can now befired 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

NTERSTELLAR EL"'E
@Mlﬂ‘lf

@
VI BIAYIy

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

WORTHY
OF NOTE
Beautiful graphics, fully up to GW’s
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.

PROBLEMS

This product almost managed a per-
fect review—coming within a whisper
of being a complete and flawless prod-
uct. Finding the big error was a bitter-
sweet relief—I| wasn't ready to find a
perfect product from GW.

As noted, every commonly used
Warhammer 40K weapon is included.
Well, makethat almost every commonly
used weapon. While such exoticthings
as the Eldar 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
Guardtroops. So don’tthrow 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. | have
run across gamer preju-
dice against using the

[1T'S NOT ESCAPE, IT'S ESCALATION!! |

equipmentlists (“lf it's not

Today your fight
is not purely for

i
/

Today you fight against an
Empire who challenges
the right of your
planet’s freedom.

The roleplaying

onthe list, thenyoucan't
have it”), but they must
be used if anyone wants
radiation suits, for in-
stance—they’re not on
anyone’s standard lists!

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

game of |
Ultratech

| COMING SOON !

MINIATURES FROM

Gama Mastors
Assoclatad, Inc

o
i POBox208
Troutdale, OR

4 97060-0208

S Tol:(503) 661-8804 |
3 ,FAX:(SDS) 253-8818
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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

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 rules” with a
referee, ratherthanthe one-on-onestyle
of Americans, where arules interpreta-
tion can cause serious problems.

As an example of the lack of tactical
expertise—the overwatch rules state
that, “as soon as a mode! 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
overwaich 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. | 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 counter/capability. 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.

CREDIT WHERE
CREDIT IS DUE

Asrevealed in White Dwarf 150, Andy
Chambers and Jervis Johnson (Space
Marine)wrotethe vastly improvedclose
combat rules, so | must give them spe-
cial credit.

I must also credit the GW staff. This
is better than 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. Q
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Gaming-related classified ads are free and
run for at least one issue, longer as space
permits. Challenge reserves the right to edit
orrefuse any ad. Challenge will not be held
liable for errors occurring in ads. All ads must
be typed. Send ads to Challenge Classi-
fieds, Managing Editor, PO Box 1646,
Bloomington, IL 61702-1646 USA. For dis-
play ads, write for our free rate card.

PLAYERS WANTED

TREKFANS neededinthe NW Indiana area
for LRP and tabletop thrills. Enter our
holodeck. Beam aboard the USS Ainsworth,
Indiana’s premier Star Trekclub. Enjoy LRP,
conventions, and real-life Trek adventure
and environmental activism. We even make
our own cable TV show. Send alarge SASE
to USS Ainsworth, Box 5292, Lake Station,
IN 48405. (69)

SOUTHERN INTRIGUE il is a complex
medieval-fantasy PBM for 10 players jug-
gling the economic, military, courtly and
personal realms of baronial life. Becauseit'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 your hobby behind. Contact the Japan
International Gamers Guild. We provide a
contact list and a member-driven 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
92101. (69)

seeks players/GMs to begin playing Myth-
us. Will also play AD&D 1st edition upon
request. Contact Jonathan Justice, PO Box
200582, San Antonio, TX 78220-0582. (69)

| AM A PLAYER in desperate search for a
game. | prefer to play sci-filfantasy RPGs,
but | am willing to learn any type of game.
Contact Ed at 412 N. 6th St., Allentown, PA
18102. (69)

STRUGGLING GAMER has gone stircrazy!
I am incarcerated in the Arizona StatePrison
with no funds. 1 am looking 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 locking for copies of any
RPG magazines. Richard Steinberg #69458,
Arizona State Prison-Eyman/SMU, 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 PLAYER/FAN wanted for
thoughts, materials and opinion exchange.
Contact Paolo Bertiglia, Corso Siracusa n.
198, c.a.p. 10137, Torino, ltaly. (68)

BBS RPG message network—ShadowNet.
Looking for BBSes to join our growing RPG
net. QWK and Relay feeds available. Shad-
owrun, AD&D, etc. games, as well as SF/
fantasy discussion conferences. Callamain
board to apply and to get the number of a
message hub near your area. (HAT and
V.32 available.) Main Eastern QWK HUB:
(418) 733-9012 38400-8-N-1. Main West-
ern Relay HUB: (206) 742-7782 38400-8-N-
1. Main Central QWK HUB: (402) 734-2073
2400-8-N-1. (68)

ALL THOSE INTERESTED in helping the
Ministry of Justice defeat the Humanity As-
sociation for Solomani Security immediately
tachyon a message to Michael Terrell at
1005 Fulbright Ave., Redlands, CA 92373.
(69)

IF YOU LIVE in Central lllinois and are a Star
Trek fan, then beam aboard the USS Re-
pulse. For more information and an applica-
tion, send alarge SASE to the USS Repulse,
NFC 12022, 308 Garfield St., Georgetown,
il 61846-1809. (69)

INMATE/GAMER searching time and
space for pen pals. | play all RPGs, my
favorite being Mythus and AD&D second
edition. | 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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LOOKING FOR GMs andreferees whowould
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
mustbe firm butcompassionate toward play-
ers. Write to GM Search, ¢/o AGI, PO Box
37186, Pensacola, FL 32526-0186. (68-72
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, ¢/o Jim Domarad, 3730
S. Mill #J104, Tempe, AZ 85282-4906. (68)

STAR TREK RPG: Are you a northwest
Indiana Trekker who wants live adventure
aswellas 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 enthusiasts/players

needed by intermediate GM in the Pitts-
burgh, PA area. Campaigning, adventuring
in the Star Wars style. Contact Edgar B.
Schodde, PO Box 10142, Pitisburgh, PA
15232-0142 for details. (66)

LOOKING FOR gamers in southeast Ne-
braska, southwest lowa, northeast Kansas
or northwest Missouri. Preferred game sys-
tem is Shadowrun, although | also enjoy
GURPS, Vampire and Dark Conspiracy.
Also looking for playtesters for adventures/
sourcebook material 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
Cyberpunk 2.0.2.0.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 mint/excellent wargames, magazines,
RPG modules, IBM computer games. AH,
SPI, GDW, 8W, FASA, SJG, TSR, and other
companies. Send large SASE to David
Varner, 4322 Amos Gates Dr., Omaha, NE
68123. (68)

1984-85|SSUE of Challenge 25, avery rare
issue. It is in new condition and still in the
packaging. Contact Shawn Lewis, Box 4492,
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,
IL 61702-1646. (68)

DUNGEON MASTER'S HELPER. Sick of
not remembering what all of your players’
attributes are, andwhatequipmentandspells
they have? This easy-to-run, IBM program
does it all for you. Unlimited number of
characters and pertinentlists. Contact Joern
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. Must sell all. Will considartrades.




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)

Brent Heustess, 4305 Duval St. #107, Aus-
tin, TX 78751. (69)

ORIGINALS OR PHOTOCOPIES of the Dr.
Who RPG: The Sontarans, The lyten Men-
ace, Countown, Hartlewick Horror, Legions
of Death, City of Gold, The Warrior's Code.
Write to Star Fleet HQ), 10 Tutara St., Nelson,
New Zealand, South Island. (69)

Will pay any reasonable price. T. Ropers,
400 W. Shawn Court, Wheeling, IL 60090.
(68)

DESPERATE for any Renegade Legion Cen-
turion miniatures. Looking for all classes of
tanks, inany condition. Please senddetailsand
an offer to Christopher King, 7331 Castieberg
Court, Alexandria, VA 22310, (68)

JTAS6,7,8, 9,10, 11 (very good condition),
plus FASA Adventure-Class Starships Vol.
-1 (mint). Best offer. Contact John Kovalic,
4679 Goodland Park Road, Madison, Wi
53711. (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 83021. (66)

_ TRADE
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. 10187, Torino, ltaly. (68)

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
DGP: Traveller's Digest 1-7, 18, 101 Ro-
bots, The Omensium Belt, The Black Duke,
The Flaming Eye. Plus any Gamelords Trav-
eller material. | am willing to pay for or
swap material. Contact Jeff Malone, c/o
St. Columba College, Stirling Highway,
Nedlands Western Australia, 6009, Aus-
tralia. (69)

WANT TO PURCHASE 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 Legends of Lone Wolf 2, The
Dark Door Opens. Am willing to pay cash or
trade. Write to MCJ, 625 W. Malvern, Fuller-
ton, CA 92632. (69)

TSR TRADING CARDS, 1992 2. series. |
have some original, closed packs to offer. |
will trade for any RPG or wargames mate-
rial. Please make an offer per pack. Ame
Rassek, Berliner Str. 23, 3005 Hemmingen,
1 Germany. (68)

LOOKING FOR Traveller's Digestissue 13
(Digest Group Publications), Ringworld Com-
panion{Chaosium)and TFT Advanced Wiz-
ard (Metagaming). Would like originals, but
photocopies acceptable. Will pay any rea-
sonable price. Matthew Carter, POBox 1269,
Chambersburg, PA 17201. (69)

OLD CALL OF CTHULHU scenarios/books
wanted. Anything before 4th edition, from
Chaosium, Games Workshop and indepen-
dent companies/zines. Please write for list.
Willing to pay ortrade. Svenn Tore Mauseth,
Radyrveien 32, N-7082 Kattem, Norway.
(69)

DIGEST GROUP'S MegaTraveller Journal
issue 1 (with Deneb map), 107 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. HANDOUTS forthe Callof Cthulhu
adventure Masks of Nylanthotep. Photo-
copies only. Also, back issues of Unspeak-
able Oath. Bill Mead, 958 F St., Meadbville,
PA 16335. (689)

THE GAMER'S CONNECTION needs youl
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)

OPERATION ARMAGEDDON, the Star Trek
RPG mass starshipcombatsystemby FASA.
Will pay reasonable price. Contact Kenneth
Minick, 2115 Price Ave., Belpre, OH 45714.
(68)

VILANI & VARGR: I'l pay a good price for
the book or for photocopies. James Brusoe,
30 N. Orchard, Madison, W1 53715, (68)

. FANZINES '
COMBAT REPORTS: Covers Twilight:
2000 and Harpoon, modern and future war-
games and roleplaying games. Receive an
adventure/scenario pack six times a year.
Contact Combat Reports, c/o Stephen
Teixeira, Box 9739, Suite 1118, Poriland,
ME 04104. (69)

THEGAMER'SCONNECTION:Youhaven't
received your copy of The Gamer's Connec-
tion yet? Send a 6x9" SASE (52¢ postage)
or $1 C/MO to MTA Graphics, Dept. C, PO
Box 278331, Sacramento, CA 95827. Join
the adventure—write today! (69)

MELBOURNE TIMES: The British Colonies
campaign is a completely new and original,
non-Imperium Traveller setting. The three-
dimensional campaign areafocuses on31st-
century Earth and its surrounding interstel-
lar community. Send SASE for subscriber/
contributer into to Melbourne Times, clo
David Johnson, PO Box 18956, Boulder,
CO 80308. Overseas include three IRCs.
(69)

MOTIVE: An Amateur Press Alliance (APA)
which covers all aspects of the RPG hobby,
is looking for new members. Members con-
fribute to and receive a (+/-) 200-pagse,
bimonthly APA. RPGs most often covered
include MERP, Hero System, Twilight: 2000,
Call of Cthulhuand BattleTech. For informa-
tion, write to Jonathan Hanna, 79 Mimosa
Dr., Watkinsville, GA 30677. (68)

HORROR GAMING APAZINE seeks par-
ticipants. Focus willbe on Dark Conspiracy,
Call of Cthulhu, Vampire and Chill. Fiction
and other games accepted. Please contact
Dan Snuffin, 3138 NW Overhulse Road #8,
Olympia, WA 98502, (68)

I AM COMPILING complete bibliography for
Call of Cthulhu, including everything in any
language, exceptgamereviews. 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-1920s, scenario-1890s...), miscel-
laneous 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

OLD COPIES OF JTAS, Challenge, Trav-
ellers Digest, High Passage or any other
magazine orfanzine entirely devotedto Trav-
eller. Also seeking old Travelier material
from GDW or other publisher. Send a list to
Paolo Bertiglia, Corso Siracusan. 198, c.a.p.
10137, Torino, Italy. (68)

ALLIANCE ADDRESS: 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, PO Box 10142, Pittsburgh, PA 15232-
0142. (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 of the
Night, Going Home and RDF Sourcebook.

APART: A free newsletter covering a wide
range of games and topics, with computer
game reviews, plus RPG articles 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, Hl
96862-373. (66)
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