





Eastern Europe was, without a doubt, the “center
stage” of the Twilight War. It was in Eastern Europe
that the armies of every major belligerent met; it was
in Eastern Europe that the war lasted the longest; and
it was in Eastern Europe where the devastation of war
was greatest. The Eastern Europe Sourcsbook
provides a chapter on each of the nations of the
region, giving a short summary of the nation’s history,
geography, and ethnic make-up. The state of each
nation as of the year 2000 is described, and iis
military forces plotted on more than a dozen detailed
situation maps.

More than 30 military vehicles are detailed,
illustrated, and described in game terms, including the
newest versions of the M1 Abrams family, numerous
M2 Bradiey and HMMWYV “Hummer’ varianis,
MBAGS, BMP-3, T-80, and the T-90, all fully updated
to Twilight: 2000, version 2.2. lf that weren't enough,
the Eastern Europe Sourcebook also includes a
detailed full-color map of the entire region, and three
short advemntures designed for maximum excitement.

(#2017, $16.00, ISBN: 1-55878-163-3)
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Number 1 in a Continuing Series by
Frank 'n’ Dave

Umm, some of you loyal TNE players who have purchased and
read both Path of Tears and Smash & Grab may have noticed that
it couldn’t be DLS Helios that was on Isis/Asena, as recounted in
S&G. PoT takes care to explain that Helios is a member of the
vampire flest at Mitchell, while it was DLS Brilliant that misjumped
from Meadsk.

So how did this miscarriage of continuity occur?

Beats us, to be honest, because we worked all of this stuff out to
make sute that we used Brilliantto maintain consistency with Path
of Tears. When we got the original manuscript, author “"Geo”
Gelinas had named the ship Marco Polo, but we wanted the ship to

fit in with the 12 original traders that we had presented in PeT, and
so we sat down to find which of the ships it could have been. After
careful study, we determined that Brilliant was the logical ship, as
herfate was not completely explained, and her misjump would allow
herto make it overto Isis. This tied up afew loose ends and allowed
the adventure 1o remain true to Geo'’s original concept. We were
pleased at the elegant solution made possible by our careful
advance planning. What could be more perfect, reasonable or well-
planned? What could go wrong, | ask you? Well?

But sure as the red on our face, it says Helios in clear italicized print.

Go figure.

Science Fiction Roleplaying Game
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The setting for this adventure is the
Black Hills region of South Dakota some
time after April of 2001. The PCs are
assumed to be working for one of the
rival America governments (MilGov or
CivGov), though this is not strictly nec-
essary. Referees are encouraged to
modify this material to suit their own
style as well as that of their PCs.

by Robert Barnes

uring the nuclear attacks
onthe United States in No-
vember and December of
1997, the StrategicAir Com-
mand (SAC) implemented
its long-established planto
re-deploy its bombers to
various surviving bases and
airfields, ensuring America’s ability 1o
continue the fight (not that it made
much difference in the final analysis).
Bombers returning from their missions
landed at hastily prepared airfields, re-
fueled, re-armed and took off again.
Soon, though, there was nothing sig-
nificant left to bomb, and there were
very few functional aircraft left to bomb
with.,

On December 4, 1997, a lone B-1B
bomber carrying several nuclear weap-
ons crashed while en route to Elisworth
Air Force Base near Rapid City, South
Dakota. Ellsworth was operating under
difficult weather conditions, and most
of its radar and other tracking equip-
ment had been damaged by the elec-
tromagnetic pulse (EMP) of multiple
nuclear detonations inthe atmosphere.
While making its final approach over
the Black Hills, the plane apparently
suffered a severe mechanical failure.
Radio operators at Ellsworth received a
brief mayday from the pilot, which was
abruptly cut off (by the crash).

Asearch effort was begun, but near-
blizzard conditions resulted inthe crash
of two rescue aircraft, and it was called
off. As more pressing concerns arose,
Ellsworth was soon abandoned by its
remaining personnel, who took with
them the knowledge of the crash.
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It has been more than three years
since the nuclear exchange. While the
warhas largely groundto a halt, America
has become divided between several
rival governments: the Military Govern-
ment (MilGov), Civilian Government
(CivGov), and reactionary, isolationist
New America. A new civil war is brew-
ing. To further complicate matters, the
nation is in the grips of a severe drought
by the spring of 2001, raising the possi-
bility of famine.

Recently, in the border town of Sali-
nas, Kansas, a marauder claiming to
have been a USAF flight controller at
Elisworth during the war was arrested.
In a futile attempt to avoid hanging, he
bargained information about a crashed
bomber “up in the Black Hills—with a
load of nukes and everything!” His cap-
tors didn’t buy his story (nor did they
care), but it was noted by agents of both
MilGov and CivGov, who soon reported
the incident.

Dreading the possibility of an intact
nuclear weapon falling into “the wrong
hands” (i.e., anyone else’s), the MilGov
authorities in Colorado Springs quickly
assembled a scout team to investigate
the story. If the PCs are working for
MilGov, they are the ones selected for
the mission, code-named “Phoenix.” If
not, then the referee should generate
the necessary NPCsfor aspecialforces
team of roughly a dozen men (all Elite
NPCs with military weapons and equip-
ment).

Eager to redress the nuclear imbal-
ance between itself and MilGov by ac-
quiring its own weapons, CivGov's CIA
chief in Omaha has outfitted a team of
investigators as well. If the PCs are
working for CivGov, they represent this
team. lf not, then ateam of CIA mercs
{trained and equipped similarly to
MilGov’s team) should be generated.

RUNNING THE ADVENTURE

Whicheversidethe PCs areon, there
should be 10-12 members intheirteam
{the referee should add NPCs or allow
PCsto play multiple characters in order
to round out the group). One of the PCs
(probably the highest ranking) should
be designated as the team leader.

Since the PCs will not know about
the other group initially, the referee is
encouraged to design the members of
the opposing team to contrast with the
PCsg’ personalities and abilities. This is
a good way to introduce one of a PC’s
contacts.

The two teams are unaware of each
other at the start of the adventure, but
their paths will cross at least once. En-
counters with the opposing team should
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be timed for maximum dramatic effect.
Allow the PCs to set the tone of the
rivalry. It need not be a violent one. On
the other hand, the rivalry could resultin
a deadly game of cat-and-mouse in the
rugged wilds of the Black Hills. Either
way, the more colorful and clever the
opposing team is, the more challenging
and enjoyable it will be for the PCs.

Two other groups that the PCs will
have to deal with are New America and
the resurgent Sioux Nation. It is even
possible that the rival MilGov and
CivGov teams may be forced into a
temporary alliance due to the activities
of one or both of these groups.

NEW AMERICA

Though poorly equipped by com-
parison to some New American cells,
the Black Hills enclave has managed to
set itself up rather nicely in the area,
presenting a serious threatto the Sioux.
A large number of the locals are sup-
porters of New America, and the arrival
of a heavily armed group of strangers
will not go unnoticed. Should the New
Americans find out about the nukes,
they will begin actively and aggres-
sively searching forthem (and will prob-
ably attempt to capture afew members
of the PCs’ team for interrogation). If
the PCs have had past dealings with
New America, they may feel a strong

obligation to destroy this cell.

The leader of the Black Hills enclave
is Colonel Peter Young. He is only 30
years old, having gained his position
when his predecessor was killed in a
“tragic” jeep accident. Young is aggres-
sive and ambitious, a staunch sup-
porter of Carl Hughes and his New
American philosophy. He runs his cell
in a very rigid, militaristic fashion; he
has quietly eliminated everyone he
perceived as a threat. Young is con-
vinced that New America will triumph in
the coming war and that he will natu-
rally rise to the top of the new order
when Hughes is gone. The last orders
he received from the New American
high command were to "neutralize” the
militant Sioux Nation and begin expan-
sion into Wyoming. Sofar, he has been
unable to deal with the Sioux, which
has become a source of frustration to
him. His current plan is to assassinate
Chief Soaring Eagle and letthe various
Sioux factions do his work for him. If he
learns of the ALCMs (air-launched
cruise missiles), though, they will be-
come his primary concern, overshad-
owing everything else.

SIOUX NATION
The Sioux Nation is currently com-
prised of a tenuous collection of rival
factions united under one banner. The
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leader of the loose confederation is
Chief David Soaring Eagle, a 63-year-
old doctor. Several of the younger chiefs
are pressuring for the reclaiming of the
Black Hills, land lost for over a century.
Soaring Eagle knows that the Sioux are
not yet a match for the US Army and
doesn’t want to provoke a confronta-
tion. He is hoping that he can bide his
time, gaining strength as the white man’s
worldtearsitself apari. The presence of
New America has made it difficult for
Soaring Eagle to control the more mili-
tant factions, and he is considering a
costly campaign to eradicate the NA
strongholds simply as a means of pre-
serving Sioux unity.

THE PHOENIX

Although cutformthe Pentagon bud-
getlong before the war, the B-1B Phoe-
nix was still present in significant num-
bers in the SAC arsenal when the war
began. The B-1 was capable of carry-
ing an impressive array of weapons for
avariety of purposes. The primary rea-
sonforthe bomber’s budgetary demise
was the development of air-launched
cruise missiles (ALCMs), which (argu-
ably) made the B-1 obsolete. Strangely
enough, the primary role of the B-1
during the war was to carry ALCMs.

The crashed B-1 had a cluster of
eight ALCMs, each with a single B86
200-kiloton nuclear warhead. Despite
the crash and the passage of time, two
of these warheads are still capable of
detonation, making them extremely
dangerous.

Unless someone with the appropri-
ate skill (Warhead) is present, there is
vetry little chance of deliberately arming
and detonating either bomb. However,
the primary use for the bombs (interms
of this scenario, anyway) is to keep the
PCs motivated (scared). It is highly
recommended that the referee keep
these out of the hands of unscrupulous
PCs.

BROKEN ARROWS

Eachwarhead isrelatively smallonce
it is removed from the ALCM. They are
roughly four feet long, two feet in diam-
eter, and weigh around 250 kilograms,
making them difficult to move. The two-
centimeter steel casing cannot be pen-
etrated with small arms fire, but heavier
weapons or explosives might get
through. The casing can be considered
to have an AV: 4 for purposes of dam-
age. There is a protected control panel
which requires a key (or a Difficult:
Lockpick roll) to open. The controlpanel
allows manual arming or disarming of
the bomb (assume that only those with
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Warhead skill can get past the safe-
guards, and then only with a Difficult
skill roll). Failure in any attempt fo arm/
disarm the bomb causes the controls to
freeze up, requiring a Difficult: Elec-
tronics roll to unfreeze. Catastrophic
Failure will have one of the following
random effects:

Roll  Result

3-4 Bomb will detonate in 1D100
minutes (may be reversed with
later rolls). if thisresultoccurs a
second time, bomb detonates.

6 Bomb detonates with full ef-
fects.

THE LAND

The Black Hills regionis very rugged,
being mostly forested and mountain-
ous. The average July temperature is
69°F. Roads in the area are often very
steep, with frequent tunnels. Some no-
table areas in or near the Black Hills are
described below:

Mount Rushmore: This mammoth
sculpture portrays the faces of four
American presidents: Washington,
Jefferson, Theodore Roosevelt, and Lin-
coln. A visitors’ center to the landmark
stands nearby, Anyone exploring the
site may notice that all the electrical
wiring has beenremovedfromthe area.
The view from the top of the mountain
is commanding, and the area is fre-
quently used by both Sioux and New
American scouts, though neither group
maintains any kind of permanent out-
post at the site.

Wind Cave National Park: This is
one of the oldest national parks in the
United States (since 1903) and covers
close to 30,000 acres of prairie and
forest. Wind Cave itself is the seventh
longest cave in the world, with over 50
miles of formations. The park area is
home to buffalo, deer, elk and prairie
dogs. About 500 Sioux make their home
here presently, including about 60 war-
riors. The upper levels of the cave are
used to store food and other supplies.
The Sioux have a variety of small arms
for hunting and defense, consisting
mostly of hunting rifles and shotguns,
but with a small quantity of military and
police weapons. The Sioux have close
to 100 horses and about half as many
pack mules.

Badlands: Millions of years of ero-
sion have carved out an eerie land-
scape covering about 250,000 acres of
western South Dakota. Spires, gorges
and buttes dominate this bizarre re-
gion, which is home fo buffalo, deerand
pronghorn antelope. Very few people
venture into this area anymore, as it is
now heavily patrolled by Sioux war-
riors. There are rumors of a secret
government stockpile located in the
region.

Jewel Cave: Thisisthe world’sfourth
longest cave, with over 80 miles of
explored passages. The cave gets its
name from the abundance of calcite
crystals here, but contains many other
unusual formations. Originally, a large
elevator carried passengers from the
visitor's center to the entrance into the
cave, some 290 feet below the surface.
The elevator is now powerless, which
has been encugh to deter any visits to
the caverns below. If anyone spends
enough time exploring the caves, they
may discover a well-preserved stock-
pile of foodstufis and seeds, as well as
crates of small arms, tools, ammunition
and limited quantities of petroleum prod-
ucts (5000 liters of gasoline, 3000 liters
of diesel, 1000 liters of motor oil and a
number of other lubricants). When the
pre-exchange government placed this
stockpile, it was well-hidden and pro-
tected by several traps (including a
particularly nasty one involving a clay-
more mine and a chemical blood agent
gas cannister). The small arms in the
cache are all of American manufacture,
but are of both civilian and military
atigin. The cache is of immense value
to whoever can recover it.

Crazy Horse Mountain: This monu-
ment to the culture of the North Ameri-
can Indian was begun in 1948 and was
unfinished by the time the war broke
out. The 563-faot mountain carving
stands partially finished amidstthe rust-
ing equipment used in its creation. The
head and arm of Crazy Horse are es-
sentially complete, and the rest of the
carving is recognizable. Tons of explo-
sives were stored here before New
American troops seized them, but a
diligent search will turn up about 200
pounds of dynamite they overlooked,
still quite usable.The New Americans
have defaced parts of the monument
with racist graffiti. Neither New America
nor the Sioux patrol this area very fre-
quently, which is why neither group has
discovered the crashed B-1 or its dev-
astating cargo.

Custer State Park: This 73,000-acre
parkis hometo one of the largest herds
of bison in the world, along with deer,
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pronghorn antelope, mountain goats,
bighomn sheep, elk, wild turkeys and a
large pack of burros (brought to the
area in the 1920s). Four historic lodges
can be found here, all currently in use
as basecamps for New American pa-
trols, which are very common in the
park. Any intruders caught in the area
will be taken to the nearest basecamp
for interrogation.

FINDING
THE NUKES

The plane crashed into the base of
Crazy Horse mountain and was buried
by the subsequent rockslide. The cnly
point where the wreckage is clearly
visible is from the top of Crazy Horse
monument itself. Unless it is spotted
from atop Crazy Horse (an Average:
Observation task), the plane is unlikely
to be found with a visual search, al-
though pieces of debris might be found
in the area.

Another way of locating the crash
site is by searching with Geiger
counters. In their current state of disre-
pair, the ALCMs leak enough radiation
to be noticed by a Geiger counter up to
300 meters away. The concentration of
radiation is not harmful for short peri-
ods of time, but the absence of plant
and animal life nearby should provide
the PCs with a clue.
Recoveringthewarheads willbe dan-

gerous work. The rock-
slide can be dug away
from the wreckage, but
there is the risk of trig-
gering another slide
(referee’s discretion).
The threat of another
slide should be adequate
to keep the PCs on their
toes; use of explosives
should definitely trigger
more slides. Those who
possess Mining Engi-
neer skill can determine
a safe way to excavate
the bombs (Average:
Mining Engineer). Use of
explosives should in-
crease the chances of
either New American or
Sioux patrolsinthe area.

The player characters
may choose to hide the
bombs and call in rein-
forcements before at-
tempting to move them
any great distance. This
is probably a wise move
and could develop into
an adventure in its own
right. If the PCs have al-
ready explored the area,
they should have sev-
eraloptionsforhidingthe
bombs. Q
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Nigeria, April 10, 2000: Sure is hot around here. Isn't so bad during the off-
hours, but in the bush, it's murder. Your hair's always pasted to your head,
and sweal’s always stinging your eyes. Not to mention the stink of rot, the

flies, and the bodies everywhere.

Still, | guess it could be worse, Pay’s good, supply is all-you-can-eat
ammo, and by the end of the month, we'llbe on an Osprey back to Capetown.

! hope.

A Merc adven

= he PCs are approached by
a level lll patron represent
" ing a large mining firm (the
patron will not reveal who) based in
Capetown with holdings all over Af-
rica. The contract is for a rescue
mission in Nigeria for the Biafran
Army. Pay is $10,000 perteam mem-
ber, and the patron will provide up to
$25,000 in equipment. However,
these amounts are nonnegotiable,
and the team members must provide
their own personal weapons.

MISSION
BRIEFING

Four years ago, during the Nige-
ria/Biafra civil war, a man named
Royunda Kalima led a large contin-
gent of the Catholic Ibo tribes against
the largely Muslim Nigerian Army.
The rebels fared well, fending off two
major attacks by Nigerian armor, while
launching a partially successful at-
tack against the Nigerian front. When
the attack fell apart, Kalima still man-
aged to pull his forces together in
good order and maintain a destruc-
tive guerrilla campaign against the
Nigerians for seven months. Only
afterbeing cornered and cut off com-
pletely was Kalima'’s group forced to
surrender.

Kalima was presumed killed by
the Nigerians. Actually, Kalima man-
aged to escape io Zaire and was
intercepted by the Zaire Army. The
government there agreed to hold
Kalimafortheir Nigerian allies indefi-
nitely in exchange for supplies to
fight against Angola. With the news
of Kalima’s “death,” the lbo tribe
quickly lost heart and has had its
back to the wall since.

Unfortunately, a native priest of
the Ibo tribes has had a disturbing
visioninthe night; avision that Kalima
is alive, and that like a Messiah he
will soon rise to bring the Ibo tribe to
victory.

Nigeria wants Kalima back from
Zaire to secretly execute him before
the rumors of his “resurrection” run
wild and cause new uprisings. Zaire
so far refuses to give him back, but
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Nigeria has offered three diamond
mines (which officially belong to the
patron’s firm) to Zaire in return for
Kalima's release. Zaire has agreed.

The PCs are assigned o rescue
Kalima from his prison in Zaire and
deliver him to the Biafran capital of
Malarani, where company men will
be waiting to debrief the team. With
Kalima in charge of Biafran forces
again, the rebels stand an excellent
chance of defeating Nigeria—and
the patron firm will retain ownership
of its diamond mines. Kalima must
be returned unharmed or payment
will be forfeited.

APPROACH

The team will take off from an
airstrip outside Capetown in South
Africa at 1800 hours and be brought
via Cessna to a grassland area 10
miles from the prison camp. The trip
will take six hours.

The player characters will para-
chute in the cover of darkness from
10,000 feet and dispose of the
'chutes on landing at LZ New York.
From there, they will proceed three
miles northwest to the camp. There
is a single river to cross, as well as
a heavy jungle area. It will be 85
degrees and extremely moist, so
fatigue will be doubled by heavy
exertion activity. The cover of the
jungle will ensure condition 2 light-
ing at all times. There are no suit-
able roads on the approach to the
encampment except for a single dirt
road to the west running up from the
southwest, but this is constantly
jammed with vehicles headed for
the Angolan front.

RETRIEVAL

The PCs must travel eight miles
northeast to LZ Chicago, where a
UH-1 Huey will meet them at 0330
hours. Once on the chopper, the
team will be brought to Malaraniand
debriefed. The LZ must be marked
with two red flares at either end, or
the Huey will not set down. If the
Huey spots no flares by 0340, it will
leave.

MAPS -

On the area map, three locations are
marked:the prisoncamp, LZ New Yok,
where the team will jump, and LZ Chi-
cago, where the team must meet the
extraction chopper. Much of the map is
jungle—this is a moderately thick, hot
rain forest area. The plains are dried
grasslands.

Onthe prison camp map are various
locations:

Sentry Posts: Eachcontains asingle
Veteran soldier.

Guard Towers: Each contains one
Experienced soldier armed with anAKR,
Each soldier also mans a Vz-59 ma-
chinegun and slowly pans a spotlight
around the perimeter of the camp at 10-
minute intervals.

Headquarters: This is-an HQ build-
ing as seen many times before. The
camp commanding officer sleeps here,
and the administrative offices are lo-
cated here as well. Use the map from
Merc: 2000, page 74, to represent this
place. The building is occupied by five
to eight Veteran officers armed with
pistols and 10 Veteran guards armed
with various Eastern bloc rifles and
SMGs.

Prison Bloc A: This is where the
prisoners are actually held. Use the
police station map from Twilight, with
some changes: The briefing room and
the detectives’ desks are not there.
Instead, there are more holding cells
filled with political prisoners and Angolan
POWSs. The waiting room is now a de-
lousing and processing area, while the
lineup room is an area where prisoners
are brought before firing squads. Inthe
basement, the locker rooms are more
interrogation recoms. This building is oc-
cupied by 15 Experienced and 15 Vet-
eran troops armed with Soviet rifles
and SMGs. There is also an officer on
duty at the desk. There are 20 cells
containing prisoners in squalid condi-
tions. Royunda Kalima is not in this
building.

Prison Bloc B: The same as Prison
Bloc A, except that Royunda Kalima is
in this building. He may be found in the
holding cell directly across from the
toilets. He is suffering from malinutrition
and has many bruises from multiple
beatings, but is otherwise unharmed.

Officers’ Quarters: These are the
officers’ quarters, as seen in Merc:
2000, page 73. Thechange hereisthat
locations A-D are now the enlisted and
officers’ mess hall. There are no up-
down staircases. Three officers will be
intheir quarters, and many of the troops
will be eating when the team arrives.

Barracks 1: These are troop bar-
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racks, as seen in Mere: 2000, page 75.
There are sleeping quarters for 60 men,
with mosquito nets over each bed. About
half the troops will be sleeping in the
building at the time of the attack. The
troops are Expetienced and armed with
assault rifles.

Barracks 2: This is the same as the
regular barracks, except these are Vet-
eran troops. Forty of them will be here
when the team reaches the camp, most
of them asleep.

RUNNING THE SCENARIO

The team will probably land without a
hitch, but making it through the jungle
should be an adventure in itself. You
may want to roll some animal encoun-
ters for effect (see the African animal
encounter table in Twilight: 2000, Ver-,
sion 2.2, page 163) and perhaps a
couple of encounters with groups of
people. Zaire is still at war with Angola,
and the fighting has left a toll on the
countryside, so the team is likely to
encounter refugees, wrecked equip-
ment, and deserted villages, especially
near LZ New York.

The enemy runs random patrols in a
one-mile circumference around the
camp, and it is possible to encounter
one. Inside the camp, the bulk of the
troops will be asleep, but some will be
awake, and there is an especially large
group (around 25) in the mess hall. Any
serious noise (full auto fire, explosions,
yells) will alert the entire camp.

Oncetheenemyis alerted, it will take
the Veteran troops three to five minutes
to get assembled, and Experienced
troops four to seven minutes to as-
semble. Veteran troops not asleep will
assemble in one minute, Experienced
troops in two. Note that the team has a
free hand in dispatching this bunch and
candeal withthem any way they like, as
long as Kalima is not harmed.

As the troops assemble, they will
organize into Soviet-style rifle squads,
except there is no RPG gunner or
machinegunners. The RPG man now
carries an RPK squad automatic, and
the machinegunners carry Striker auto-
matic shotguns. The rest of the squad
carries Soviet assault rifles and SMGs.
Alithemen have Vz-52 sidearms. There
is no driver, either—instead, this is an-
othergunner with an RPK. If afull-scale
battle begins, the team will probably find
it impossible to defeat the entire camp,
and rescuing Kalima may well became
impossible. Thus, it is best if the team
eliminates as many troops a possible
covertly before the shooting begins.

Escaping to LZ Chicago should pro-

Continued on page 15.
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DeepSpaceRolepluymgHasFmallyArrwe 65% Roleplay 35% Hack -n- Slash

 BATT I.EI.OIIDS

_ OF THE TWENTY-THIRD CENTURY

he universe is a perilous place and it has yet fo |
be conquered. As a Battlelord, the women will
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 frack
| 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 day! The question is, "Do |

| you have what it fakes@" .

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 |11 | ROLEPLAYING IN A DANGEROUS mm“

while adventuring across the untamed galaxies. P

Batilelords of the 23rd Century. ! Ahen Races : 250 Specml Powers
There is nothing like it! :

,Remember the anclent Ram Python saying:
'IF IT MOVES - KILLIT, IF IT DOESN'T MOVE - PlCK T UP

° Battlelords of the 23rd Century Thls 240 page rule AND KILL ITE2

! book contains everything a warrior needs to know to | | E
survive the perils of the 23rd Century. . . $21.95 '

| o Lock-n-load, The Battlelords' War Manual: The most | =
powerful weapons supplement ever compiled! Some |
51 weapons systems, cybernetics, equipment, Humpty & |
| Dumpties, and more. . . $15.9 '

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

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

| o Injection: This 110 page campaign module details

| the growth of a brash, untrained mercenary group, into | | B
| G hardened combat team. Contains Battle Master -
" | Information pool, and tutorial sections. . . $12.95 '

AVAIVLABLE AT STORES EVERYWHERE'

| ° Advanced Character Sheets: 4-page graphic
| character sheets with body armor representation. $3.95

Optimus Design Systems e PO Box 1511
Buffalo, New York, 14215 o (7164) 885-1336







Continued from page 12.

vide no real challenges, unless an exten-
sive battle broke out beforehand. I so, itis
likely that the team will be pursued the
entire way or encounter heavily armed
patrols heading toward the camp. ¥ the
team made it out effortlessly, however,
don'thesitate fotorturethemby throwing in
some natural, animal or group encounter
to impede their progress.

if returned safely 1o his people, both
Kalima and the patron will be very
pleased.

The team has now made a couple of
friends in this region who may come in
handy in the future (and if Nigeria is
ever defeated, the team will have a
friendly independent nationinthe middle
of Africa they can travel to).

VARIATIONS

Afterthe attack onthe camp is under
way, the team discovers that Kalima
hasbeen executed already, orhasbeen
moved to another camp. Either way,
there's no way to recover him now, and
the PCs will have a lot of explaining to
doto the patron (the Biafran Army won't
be too happy either).

Or, after the player characters have
trashed the camp and escaped with
Kalima, the patron company makes a
new deal with Nigeria, sothatthe mines
are retained without Kalima’s rescue.
The team only discovers this after the

chopper never appears at LZ Chicago
or passes them by there.

Or maybe the team’s just a little too
well equipped? See what they can do if
the camp has some armored vehicles
at its disposal. If they mop up that
group, have a “welcoming party” wait-
ing for them at LZ Chicago, complete
with a T-62 tank.

Finally, if you feel the odds are too
stacked in either direction, feel free to
alter the number of troops defending
the camp and its outskirts.

ROYUNDA KALIMA
Nationality: Ibo Tribe, Nigeria
Gender: M
Age: 40
Service: Biafran Rebel Army
Weight: 89 kg
Throw: 20
Initiative: 5
Rank: Colonel
Load: 20
STR:5
Unarmed Martial Arts: 3
Armed Martial Arts: 3
Mechanic: 1
Small Arms (Pistol): 4
Small Arms (Rifle): 3
Thrown Weapon: 1
EDU: 6
CON:5
Riding: 1
Swimming: 1

CHA: 9

Ibo: 10
English: 3
Leadership: 5
Persuasion: 2
AGL:7

INT: 7
Farming: 5
Tracking: 2
Survival: 1
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Royunda Kalima was afarmer’s son
in the Catholic Ibo tribelands of south-
east Nigeria. As government oppres-
sion grew, more and more of Kalima’s
people went off to fight; many never
returned. Kalima showed a propensity
for leadership and a sharp mind, and
although not physically strong, he made
the decision at age 22 to join the rebel
Biafran Army. '

After many battles, during which
Kalima served impressively, promotion
began to come quickly. Indeed, Kalima
took so wellto the credo of the rebellion
that he was quickly respected through-
out the entire movement, until by age
36 he had reached the rank of colonel.
Under Kalima, the Biafran Army thrived.
it was only bad luck and unfortunate
timing that led to Kalima's imprison-
ment. If Kalima is to return to the Ibos,
chances are good that victory—or at
leasta more even stalemate—will soon
follow. Q

The stage is set for the drama and suspense with the Corporation Building
and the Research Facility from SGS. Both products are fully detailed in 25mm
scale. offer descriptive text and information, a 3D perspective view, and include
areferee’s master overview of each structure. The Corporation Building and
the Research Facility are the firsttwo volumes of SEEKER Gaming Systems’
“Building Complex Series.” a collection of buildings designed for use with role-
playing games set in both the near and far future.

#101 Corporation Building $12.95 #102 Research Facility 812,95 playing game.

Knights in shining armor and fair
damsels in distress. Gallant heroes
and cunning viflains. Step back into
the era of chivalry, romance, and
swashbuckling adventure with Kings
Rook — medieval fortification floor
plans available for use with any role-

Enter the universe of BARSELS', which com-
bines a series of science fiction stories. Hlustra-
tions. and data files to create the seiting for
adventure and intrigue. Ideally suited for both the
casual reader and the gaming enthusiast. the
material is readily adaptable to any role-playing
game system. New worlds. new adventures.
new challenges . . . PARGELS'\': Foundation.

#4001-812.95 Coming Feb-Mar 93. #7001 - $14.95

Merce: 2000
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A Dark Conspiracy adventure

by Michael C. LaBossiere

Everybody thought it was an instance of the infamous ‘Down-East” humor when a lobster man
radioed us that there was a large iceberg and several smaller ‘bergs in the area. The captain
broadcasted an “iceberg warning” over the ship’s intercom, and we all had a good laugh. We stopped
laughing when achunk of ice punched a hole in the hull, and the ship began its descent into the Atlantic.

his adventure is set off the
coast of Maine and em-
broils the PCs in an inva-
sion attempt by beings
from an alien dimension.
This adventure is fairly dif-

ficult, and the party should
contain mostly experienced PCs. The
party can also be beefed up with NPCs
as needed.

Atthe start of the adventure, the PCs
willbe on arelaxing, all-day cruise along
the Maine coast. Thiscruise can be paid
for by the PCs (about $75-100 per per-
son) or can be a gift from someone the
PCs have benefited. The first part of the
cruise will be enjoyable and includes a
seafood feed (lobster, clams, etc.) as
well as whale watching (there are still a
few left around Maine, which strictly
enforces its tough environmental laws).

Onthe way back to the port, night will
fall, and it will become chilly. Those
familiar with the area will say it's colder
than usual. Two hours from port, those
on deck will see a bright flash (like
lightning) in the distance. About an hour
from por, a lobster man will radio the
ship and say that he has sighted a large
iceberg in the area, as well as several
smaller, fast-moving 'bergs. The cap-
tain, thinking it's a joke, will broadcast
the transmission over the intercom.
While everyone is having a good laugh,
what appears to be afast-moving chunk
of ice willsmash into the ship and pierce
its wooden hull. The captain will stop
laughing and send out afrantic Mayday.

DEATH IN THE WATER

The stricken vesse! will begin taking
on water immediately, and those on
deck will see the “ice” move away from
the ship and then strike it again. This
should clue them in that all is not right.
The ‘ice”is infact a Yesqi. It willcontinue
to attack the boat until it sinks it (this will
take 20+1D10 minutes from the first
attack). After sinking the ship, it will
pursue any lifeboats in the water, and
after that, it will pursue any individual
humans in the water.
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While the creature is attacking the
vessel, the ship’s four lifeboats (each
capable of holding six people safely)
can be lowered over the side (on the
side the Yesqi is not attacking, or it may
smash into them).

Luckily for those on board, there is a
nearby island with a working lighthouse
onit. itsbeacon is easily visible. Rowing
to the island will take about 20 minutes
if two skilled and strong rowers are
rowing in each boat. Fortunately, the
local current pulls objects toward the
island.

The exodus to the island should be
handled by the referee in such a man-
ner as to stimulate fear and excitement,
and kill off some NPCs. Descriptions of
this sort should be used: “Thelightofthe
lighthouse reveals a scene of terror:
You can see, for an instant, the terrified
faces of those behind you as something
smashes intotheirboat. Mercifully, dark-
ness quickly cloaks the scene. On the
next pass of the light, you see only
wreckage and torn bodies borne by the
waves...." The PCs should have afright-
ening close call, but should be allowed
to reach the island, provided they don’t
do anything really stupid (like trying to
attack the creature from a lifeboat).

REACHING THE BEACH

The surviving boats will soon find
themselves being pulled toward the is-
land. The current will draw the boats
toward a particularly rocky section.
Nearby is a safer area. Beaching the
boat in the safe section is an Average
task using the Vessel Use (Boat) skill. If
this roll fails, the boat will be pulled
toward the rocks, and a Difficult: Vessel
Use (Boat) skill roll will be required. If
this roll fails, the boat is smashed on the
rocks, and those on-board are tossed
into the sea. Those in the sea must
make a Difficult roll using their Swim-
ming skillto reach the shore safely. Ifthe
rollfails, acharacter must make another
Difficult: Swimming roll to avoid being
bashed up against the rocks (inflicting
2D6 damage). The next turn, the char-

acter may attempt to reach shore again.
Those on shore or in the boats may
attempt to help those in the water (the
exact effects are left up to the referee).

The Yesqi will attempt to pursue the
survivors, but it, too, must avoid being
smashed on the rocks (it should be
treated as having a Swimming skill of
10). If it is smashed against the rocks, it
cannot attack the next turn and must
escape them (a Difficult skill check, fail-
ure resulting in being stuck anotherturn).
It alsotakes damage from being bashed
against the rocks (its greater bulk re-
sults in it taking 4D6 damage).

If the survivors reach land, they will
be safe from the Yesqi, which cannot
leavethe water. It willremaininthe area
as long as the survivors are in sight
(unlessthey are shooting atit, of course).
If the survivors move inland, where it
cannot see them, it will swim around the
island, waiting for them.

BAXTER ISLAND

The island is located about two miles
off the Maine coast. It is a rather small
island, and has only a few scraggly
pines and some beach grass on it. Most
of it consists of weather- and sea-worn
granite. Located on top of a small hill is
alighthouse whichwasoriginally placed
inthe 1800s to warn ships of a series of
granite “almost islands” that lay just
beneath the surface in the area. These
“almost islands” are somewhat of an
anomaly, and their existence has not
been adequately explained. Each “al-
most island” has a bell buoy on top of it,
and their eerie tolling can be heard on
the island. According to local legend,
the bells are rung by those who have
died in the sea.

Dock: The dock is a heavy-duty,
wooden dock, designed to handle ves-
sels as large as Coast Guard cutters
(the water is fairly deep off the dock,
which is why it is there).

Shack: The shack is locked and con-
tains several cans of fuel, atoo! box, anold
bicycle, some old boots and rain gear.

Road: A worn-down and rutted dirt
road. It was built when the lighthouse
was constructed.

Trails: With the deciine of the environ-
ment, virtually all unpoliuted places have
become of interest to people. The Maine
government added the trail in the late
1990s, and they have been maintained
with some degree of regularity ever since.

Dark Conspiracy
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LIGHTHOUSE

The lighthouse consists of the actual
lighthouse and a house for the light-
housekeeper. The house was added in
the early 1920s when a married man
took over the job. It was inhabited until
1964 when the lighthouse was auto-
mated. The houseis locked and boarded
up, and the lighthouse is locked.

Porch: A worn-down porch, com-
plete with a swinging seat.

Living Room: Contains dusty and
cobwebbed furniture, which was left
when the lighthouse was automated.

Kitchen and Dining Room: The
kitchen has awood-burning stoveand a
gas stove. There is still wood present,
as well as a few old cooking imple-
ments. The sink will produce water (al-
though ittastesfunny)fromthe old tank,
which is still about half full.

Bedrooms: Thebedrooms are dusty,
but do contain usable furniture.

Bathroom: Aworking bathroom with
an old style toilet (gravity flush).

Closet: Contains an old, much
patched, heavy, yellow raincoat.

Storage: Contains almostacentury’s
accumulation of junk: old furniture, toys,
boxes of magazines, broken appliances
and so forth. Also contains boxes of
spare parts for the lighthouse and fuel
for the generator.

Lighthouse Interior: The bottom
floor of the lighthouse is taken up prima-
rily by a generator and a very large fuel
tank. There is a radio set up on a table
here. Unfortunately, water has leaked
onto it, rendering it inoperable. Access

I Storage

Living/control area
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Hibernation chambers

Levels 2~-4

to the lighthouse is via a very steep
spiral staircase. The top floor has large
glass windows and affords an excellent
view of the area {at night, the view is
limited to what the light reveals). There
is an old flare gun hanging on a nail, as
well as a pair of old binocularson asmall
table.

UNWELCOME GUESTS

About an hour after the survivors
reach the island, another group of survi-
vors will arrive. These people arefrom a
drug-running vesselwhich was attacked
by aYesqiand sunk. There willbe atotal
of three survivors from the drug runner
{four were killed by a Yesqi when the
boat was sunk). These people are de-
tailed below.

THE ICEBERG COMETH

About an hour after the drug runners
arrive on the island, the light from the
lighthouse will reveal a very odd sight.
The light will sweep across what can
only be a very large iceberg which ap-
pears to be being pulled by the current
toward the island. The sweeping light
will also reveal that a large black cylin-
derisstickingoutof the iceberg. Smaller
shapes (the Yesgi) swarm about the
iceberg. If the iceberg is kept under
observation, when the light swings by,
those watching it willbe able to see dark
shapes moving about on its surface.
Suddenly, there will be a bright flash
from the iceberg in the darkness, and
the top of the lighthouse will explode in
aball offire (killing anycne there). Shortly
afterward, the light of the moon will
reveal dark shapes flying from the ice-
berg to the island.

ATTACK

Thedarkflying shapes are Galacians
which are on their way to attack the
island and kill everyone on it. The first
attack will consist of four Galacians. If
these do not succeed, the remaining
Galacians will join the attack. The
Galacians use icebergs as vessels of
sorts. The 'berg entered Earth’s dimen-
sion via a massive gate. Unfortunately
for the Galacians, the iceberg, which
was supposed to enter Earth’s dimen-
sion inthe antarctic along with the other
invasion vessels, ended upinthe ocean
off the coast of Maine dueto afreak gate
accident. During the course of the acci-
dent, the iceberg was fragmented and
lost its propulsion system as well as
severalother structures. Alithatremains
is a single hibernation structure.

The surface of the iceberg is ice.
Protruding from the ice is a two-meter-
wide shaft made of metal. The outside
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of the shaft has a ladder on it. The
structure is embedded in the ice.

Shaft: The shaft is hollow, with slid-
ing doors set on each level of the siruc-
ture. The top has adouble-paneled door
on top to keep out rain, etc. None of the
dootrs are locked, andthey caneasilybe
opened and closed using a single large
button.

Living ConirolArea: Thisisthe area
in which the eight conscious Galacians
live and work. The interior consists of
semi-organic-looking controls which are
quite odd looking. The interior is lit with
a dim red light (which is the light of their
proto-dimension’s dying sun). Lying on
one “table” are several maps etched on
very strong metal foil. These maps are
of Earth and several proto-dimensions.
The maps are also covered with sym-
bols. If the maps are turned over to a
government or other powerful entity, the
language willbe translated, and itwillbe
learned that there is a large-scale inva-
sion of Earth’s arctic regions by the
Galacians.

Levels 2-4: Levels two through four
contain hibernation chambers. The
Galacians evolved from creatures with
life cycles which involved their being
frozen or dried out or both for long
periods of time. Since the Galacians’
trip to Earth took them through many
proto-dimensions and has taken years
of travel time through these spaces, the
Galacians rotate their crews in and out
of hibernation. The hibernation cham-
bers consist of what appearto be panes
of thick glass held together by the inter-
nal organs of a whale. The hibernation
chambers are extremely cold and dry.
Each chamber holds 34 “freeze dried”
Galacians. They look even more horri-
fying when freeze dried, what with or-
ganic tubules piercing their hides and
various things moving over the bodies,
checking them for damage. The freeze-
dried Galacians and the hibernation
equipment are extremely vulnerable to
flame. lttakes twofulldays fora Galacian
to be restored to normal from a freeze-
dried state.

ACTION

The conscious Galacians will attack
those on the island and attempt to se-
cure it as a base of operation. They will
do allin their powerto keep their freeze-
dried brethren safe from attack. Their
first order of business is to secure the
island. This amounts to killing all the
humans on it. They willthen begin awak-
ening their frozen brethren. Once the
revivalprocess is started, they willcause
the exterior of the structure to heat up. It
will melt through the ice and come io
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rest on one of the "almost islands” with
the shaft protruding from the water. They
will then destroy the rest of the iceberg
as much as possible and let the chunks
drift away.

Once established on the island, the
invaders will begin fo head inland, look-
ing for fresh meat (humans). Some of
the passengers from the cruise vessel
will advocate talking to the arriving
Galacians. Naturally, they willbe slaugh-
tered when they go out into the open.

The captain will want to keep as many
people alive as possible, and he will
want to warn the people on the main-
land as to what is going-on. The drug
runners’ leader will decide o fight the
aliens. After all, they probably won't buy
any drugs, and if everybody is dead,
he'll be out of business. What the PCs
want to do is, of course, up to them.

RESOLUTION
If the Galacians succeed in Killing
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everyone off, they will use the island as
a base and raid the coast (while care-
fully concealing the location of their
base). They will also attempt to get in
contact with their fellows in the arctic
regions of the Earth. lfthe Galacians are
unopposed, they will eventually be able
to take over several islands along
Maine’s coast, andtheirfellows willeven-
tually take much of Earth’s arctic re-
gions as their own. lf the PCs (or other
survivors) escape and warn the main-
land, the island will be investigated.
This will result in a military attack on the
Galacians, which will wipe them out. If
the maps in the living/control area are
found, there will be military operations
in the arctic regions against the
Galacians that will eventually succeed.
The PCs may be broughtinto the action,
if desired.

NPCs
Captain Rich Molderson: Mol-
derson is a reserve naval officer who
lives in Maine. During the summer, he
earns extra money running a tour boat

operation with his sister. He is extremely
dedicated to the United States, despite
its current condition. He will consider
the Galacianstobeinvaders (and rightly
so) and will do all in his power to stop
them.

Moldersonis amanin his mid-forties,
still in good shape, with only a few gray
hairs. He has a short, neatly trimmed
beard and piercing gray eyes.

Level: Veteran.

Skills: As per Veteran NPC. Heavy
Weapons 2, Leadership 5, Navigation
7, Mechanic 2, Observation 4, Swim-
ming 5, Small Arms (Pistol) 4, Vessel
Use (Ship) 4, Vessel Use (Boat) 2, Will-
power 3.

Initiative: 4.

Equipment: M9 with two clips.

Crewmembers (3): These two
women and one man are experienced
sailors and are all naval reserve en-
listed personnel. They have served with
Molderson for years and will follow his
orders.

Level: Experienced.

Skills: As per Experienced NPCs,

Living room

[

e

Kitchen and
dining room
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Master
bedroom

l Bathroom

Storage

Lighthouse interior

plus Mechanic 2, Heavy Weapons 3,
Melee Combat (Armed) 3, Navigation 1,
Swimming 4, Vessel Use (Ship) 5, Ves-
sel Use (Boat) 4.

Equipment: Knife.

Passengers (20 NPCs, plusthe PC
group): These are normal people who
went out for a cruise and ended up in a
nightmare. They may be employed in
many ways. For example, some can
serve as victims to demonstrate the
cruelty of the Galacians, others can
panic and foul up the PCs’ plans, and
some may even be able to aid the PCs,

Level: Novice.

Skills: As per Novice NPCs. Some
might have certain specialized skills.

Equipment: Some may have cam-
eras.

Harold Ramis: Ramis, a Maine na-
tive, is a former member of the US
military who was badly injured during an
attempted mutiny by his military unit
(they were being used by their Dark
Minion commanding officer as a Ge-
stapo lke force). He was the only survi-
vor of the attempt and is convinced that
the army is still looking for him (they
aren’t, but the Dark Minions are). With
his perceived criminal status, his only
option for employment was crime, and
he hastakenit up with military precision.
Because of his past and his current
occupation, he is extremely suspicious,
almost paranoid. However, enough of
his sense of decency remains that he
will join with the PGs against the
Galacians, providing he has a guaran-
teed escape route once it's all over. He
may be willing to join the PCs, if they
impress him.

Ramis is a tall, well-muscled man
with numerous scars on his arms and
chest and one on his face. He always
looks as if he needs a shave. His outfit
generally consists of a pair of worn
jeans, old hiking boots, acamo shirtand
a worn jean jacket.

Level: Veteran.
Skills: Melee Combat (Armed) 6,
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SmallArms (Pistol) 6, SmallArms (Rifle)
6, Swimming 1, Vessel Use (Boat) 6,
Streetwise 6, Computer Operation 2,
Leadership 4.

Initiative: 4.

Equipment: Desert Eagle (.44) with
two clips, Uzi with two 32-round box
magazines, combat knife.

Drug Runners (2): Ben Wisman
("Benny”), Alice Thompson (“Viper”)
These two (a man and a woman) were
recruited by Ramisfromthe Hell Hounds
gang in New York City. They are rather
brutal individuals and are adept at per-
sonal violence. They respect and fear
Ramis and will obey his orders.

Level: Experienced.

Dark Conspiracy

Skills:As per experienced NPCs, plus
Stealth 6, Streetwise 7 and Vessel Use
(Boat) 2.

Equipment:AKR withtwo magazines,
combat knife.

WEAPONRY

The Galacians employ a variety of
weapons that are different in appear-
ance than human weapons, but are
very similar in function. A human using
these weapons (or a Galacian using a
human-handweapon) usesthematone
skill level lower than normal due to their
different size and slightly different con-
figuration (Galacians are largerand use
two eyes to aim, unlike humans, who

use one). These weapons are as fol-
lows:

Handgun: Treat as a .44 magnum
Desert Eagle.

Rifle: Treat as a XM7 Storm Gun.

Rocket Launcher: Treat as a LAW

80.

Six of the Galacians are armed with
rifles and handguns, whiletwo are armed
with handguns and rocket launchers.
The warrior Galacians (these Galacians
are actually medical personnelin charge
of the hibernating ones) are equipped
with actual DarkTek, supplied by their
Dark Lord. The support personnel, how-
ever, retained standard weaponry due
to the current scarcity of DarkTek. Q
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A Call of Cthulhu
adventure by J.B. Hill

Investigators who believe they face
a vampire expect a mature gent in a
black cloak, and usually arm them-
selves with wooden stakes and garlic.
Unfortunately for them, this is not one
of those stories.

friend has disappeared. In
this scenario, sheis a jour-
nalist by the name of June
Kelly, but the keeper may
substitute any NPC known
to the investigators. The

s R e /’ '— A" Z .
. Y X - L ¢ ; 72 adventure can be set in
" ' 7 Lz 7 75 either the 1920s or mod-
1552 7/ A AL, - 2 - emdayandin any location, although a
% “/ ”"',4 7 g s i S .~ city with a large ltalian or Irish immi-

7 A grant population is preferable.

Kelly is the type of journalist who
specializes in unusual stories of the
supernatural or the occult, travelling
great distances to look into reports of
ghosts, hauntings and any other strange
happenings. She has notbeen seen or
\ V& WY ‘ : S 7 7% heard from for over a week now. if the
,.;,.;,gy;;.;.,?:{o/'x",' e/ 77% , 7 ' P 2 investigators enter her flat, either le-

2 / . ; ; gally or illegally, they will find a list of
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X tigators to research:

1. Car driver forced off road by ghost
car. Phantom saloon causes accident.
(Thisis really adrunk driver who cannot
think of any better story to explain why
he crashed.)

2. Devil's footsteps cross garden.
Hoof marks in flower bed. (This is really
a practical joke played by students.)

3. Suicide woman’s ghost returns
home. Devil woman seen in house.
(This story is genuine. It occurs four
days before the vampire story, below.
The additional notes state that Mary
Wilson saw her neighbor, Pat Bibby,
return to her house the night after her
funeral. She had hanged herself. On a
pad by Kelly’s telephone is the number
of the nearby Falcon Hotel.)

\ 4. Devil dog attacks child. Boy bitten
\\\ by black dog with glowing eyes. (This is

\\ really a frightened child attacked by a
: Rottweiler. }
~ \\\\\ N 5.Vampire attacks pet animals. (This

story is genuine. It occurs four days
after the ghost story above and in the
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same city, only half a mile from the
ghost story location. The notes state
that several residents in that area have
had pet dogs and cats attacked and
had blood sucked from them.)

FALCON HOTEL

A visit or call to the Falcon Hotel
confirms that Kelly did register at the
hotel, but after iwo days, she failed to
return, leaving all her clothes, books,
notes and possessions in the room.
They have now been moved to a stor-
age room. If the outstanding room rent
is paid, the books and notes will be
handed over. The books include a dic-
tionary, a book on classical mythology
and one on traditional mythology. Each
has a paper slip in it. There are also
further notes:

“Saw M. Wilson—seems genuine.
Entered Bibby house—hanged —danc-
ing. This may be more serious than first
thought-—must see priest.” Wilson's
address is also here.

MARY WILSON

Mary Wilson is an honest-looking
woman in her sixties. She can give the
following information:

Bibby was a typist, poor but honest.
She had been married to an ltalian
sailor, but he deserted her. He was
really abad man. Bibby was a Catholic.
Onthe day of her death—a Saturday—
Wilson saw Bibby when a parcel was
deliveredto her. Later, she had seemed
very happy. Wilson had seen her danc-
ing in her house—it was a strange sort
of jig—ali jerky movements. On Mon-
day morning, the police came around
and found that she had hanged herself
on Saturday night. The funeral was on
Thursday at Our Lady of Grace—Fa-
ther O'Brian held it. Wilson doesn’t know
where the burial was, but as a suicide,
it would not be on sacred land. That
night, she saw Bibby walk up to the
house and enter it: As large as life, the
dead woman went back to the house.
Wilson is positive it was her. Twenty
minutes later, the ghost left the house
again. Wilson also remembers Kelly
asking about it all. Kelly was interested
in the dancing and the church.

BIBBY HOUSE

Bibby’s house is easily entered via
the back door. Kelly removed the board-
ing put up after the police broke in here.
The contents are poor but clean. In the
lounge is a picture of the Virgin Mary,
andoverthe bed hangs acrucifix. Inthe
hall hangs a rope from the ceiling, with
achaironits side beneath. Inthe lounge,
a Spot Hidden roll reveals a wooden

Call of Cthulhu

box approximately 15 cm square with
brown wrappings. These have Bibby’s
address, ltalian stamps and a postage
stamp from Taranto, ltaly. The box has
air holes drilled in it and is lined with
silky gossamer material with a central
spherical depression as if something
fragile had been contained. Close ex-
amination also reveals some very small
crystals. Analysis shows them to be
crystals of uric acid (they are excreted
by spiders).

FATHER PATRICK O’BRIAN

Bibby was poor but honest, a mem-
berofhis church. She was 48years old,
and Bibby was her maiden name. She
knew suicide was a mortal sin. Her
office called the police when she failed
to show up at work on the Monday
morning after her death. She had been
deserted by her husband, an evil and
ungodly man. He had come from South-
ern ltaly but was no longer Catholic.
Her death was a great shock and had
no apparent reason. O'Brian conducted
the funeral. As a suicide, Bibby could
not be buried in sanctified land. Her
grave is in the grounds of the house of
the Sisters of Mercy, who made all the
necessary arrangements. O’Brian has
not visited the Sisters since, but is due
to make aroutine calitomorrow. if asked
about other injuries, he will remember
that Bibby had a puncture wound on her
right wrist. If asked about vampires, he
knows that three foolish parishioners
claim that their pets (two cats and a
dog) have had blood sucked fromthem.
This is in the area immediately around
the house of the Sisters of Mercy.
O'Brian-has bigger problems to worry
about. The O’Connors’toddler—a child
of three years—went missing last night.

SISTERS OF MERCY

This is not a religious order but a chari-
table organization devoted to aiding the
sick and relieving the poor and destitute.
They are referred fo as “sisters,” but the
head of each house is a matron, not a
Mother Superior. The sisters are usually
young lrish Catholic girls who wish to help
the needy and train to become nurses
withoutbecoming nuns. They have houses
in many large cities.

If the investigators visit the Sisters’
house before or with Father O'Brian, he
willbe killed during his visit. lf they delay
for more than two days, they will see a
newspaper headline; "Priest Missing.”

RESEARCH MATERIAL
Dictionary
Provide the investigators with a real
dictionary.

Tarantella,-elle (n). Rapid whirling
ltalian dance once held to be cure for
tarantism.

Tarantism (n). Dancing mania, espe-
cially that originating in Southern laly
among those who believe they had
been bitten by the tarantula.

Tarantula (n). Large spider of South-
ern Europe whose bite was formerly
held to cause tarantism; other kinds of
large spider especially found near
Taranto in ltaly, where it abounds.

Books on Natural History

Tarantula, or tarentula. A family of
large, hairy Arachnids of the suborder
Orthognatha (Mygalomorpha). An ex-
tremely ancient suborder who mainly
construct subterranean burrows. While
the males only survive one year, the
females often live upward of 20 years.
They appearto be highly intelligent and
are often kept as pets—the red-kneed
tarantula being especially popular. Cther
species are very venomous, producing
a strong neurotoxin which causes se-
vere pain and muscle cramps which
can lead to either paralysis or {o hyper-
tension and a twitching or “dancing”
motion. Fatalities are recorded among
children, although most victims can re-
cover within a few weeks without per-
manent injury. The spider is carnivo-
rous or haemovorous, sucking blood
and body fluids from its victim.

Any Book
on Classical Mythology

Arachne. Alydian maiden, daughter
of Idmon, a famous dyer in purple. She
excelled in the art of weaving and chal-
lenged Athenato compete with her. The
goddess tore her cloth after finding no
fault in it, and Arachne killed herself.
Athenamade herimmontal, butchanged
the rope into a cobweb and Arachne
into a spider.

Any Book

on Traditional Mythology

Vampires. Traditional blood-sucking
corpsesof the dead. Itis often believed
that only suicides can become vam-
pires. The stake through the heart be-
loved of films and Gothic novels will not
destroy a vampire. By tradition, the
head must be removed and destroyed.
Some traditions also advise that when
dealing with the undead, the mouth
should be sown up with thread.

Very Rare Mythos Books
{especially the Book of Eibomn)
Attach-Nacha. An ancient god re-
sembling a huge spider. It lives under-
ground and is eternally spinning a huge
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ize a key NPC or a special PC and
haul him out to his car (which, inci-
dentally, is the same one that has
been following them). The stalkers
will continue fighting until one is se-
riously wounded, and they will then
use Dimension Walk to disappear.
Now the characters notice that one
of their number is missing.

DO NOT ATTEMPT

TO TRACE THIS CALL...

As the characters decide what to
do next, the phone rings. The char-
acter answering hears a chilling,
bone-grating voice rasp, “If you ever
want o see (missing PC or NPC)
again, cometothe Manchester Park-
ing Garage at midnight...or else.”
The caller laughs and-hangs up
quickly. So, of course, the PCs gear
upandmarchoutside to headforthe
parking garage. But the stalkers are
not stupid. The key element of vic-
tory is defining the battle on your
own terms, and the stalkers adhere
fiercely to that principle. Instead of
allowingthe charactersto catchthem
in the garage in a stand-up-shoot-
em-up battle that they will almost
certainly lose, the stalkers will attack
thecharacterswhenthey are attheir
least ready—the moment they set
foot out their door.

The PCs will be attacked by two
stalkers who wait until-their Igor
across the street starts firing. The
Igor is armed with an Uzi with five
clips. Once the PCs start to shoot at
him, the stalkers will leap on them
irom behind. The stalkers will fight
only until the PCs manage to shoot
one of their number, then they will
flee. The Igor, if not dead, will jump
into his car and speed off—right
toward the Manchester Street Park-
ing Garage.

STAND UP

AND FIGHT LIKE A MINION

The stalkers’ plans have gone
somewhat awry. They had planned
to get rid of the characters already,
but now have decided the PCs are
too powerful. The stalkers are plan-
ning to report back to their respec-
tive Dark Lord, but they have one
more trick they will try.

By now, the characters should be
zooming off to the garage. Whether

Dark Conspiracy
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I grew up on vampires: Near Dark, Lost Boys, Nosferat'. | saw 'em
again and again. So when it came time to pick a career, there was no
doubt what | wanted to do. Of course, the 10,00 nuyen the government
pays me for every vampire | kil helped decide me as well.

“And of course, there are other ways to collect. Like you, for
instance. You want rid of the vampire that's taking your people. Well,
you know my price. Too much? Well that's okay. One thing I've
learned from vampires is patience. I'm not going anywhere, and that
vampire isn't going anywhere. But your people, now they're going
somewhere.

“So, you want to reconsider?”

The vampire hunter is slightly unbalanced. Spending weeks
alone tracking his prey, he comes to identify more with the vampires
he is hunting than with the rest of mankind. He is usually willing to
make side money on a shadowrun but will be faintly contemptuous
of mortal comrades. Stealthy cunning and ultra-patient, he makes a
good shadowrunner. His only fault is being over-confident of the “if-
l-could-handle-a-vampire-l-can-handle-this” type.

Attributes Skills

Body: 4 (5) Bike: 3

Quickness: 4 Etiquette (Street): 3
Strength: 3 Etiquette (Tribal): 3
Charisma: 2 Firearms: 4
Intelligence: 3 Stealth: 8
Willpower: 5 Armed Combat: &
Essence: 1.7 Throw: 4
Reactions: 4 (8) Tracking: 3

Data Tracking: 2
Projectile Weapons:4

Cyberware: Cybereyes with low-light, thermographic imaging
and flare protection, wired reflexes (2), datajack, dermal plating (1),
retractable razors, low-frequency hearing.

Equipment: Monofilament whip, crossbow, crossbow quarrels with
oak arrow heads, two wooden throwing daggers, armor jacket, Uzi 111
with explosive rounds, grenades (two flash, two explosive, one thermite),
one stimulant patch (5), one trauma patch (5), Aurora racing bike.

Contacts: Gang-member, Tribesman, Street-Mage, Fixer, Decker.

Description: Talland thin, and dressed allin black, he looks more
like a vampire than a vampire does. He wears lots of jewelry in the
form of religious symbols of all races. Q

A Shadowrun archetype
by David Perry

Shadowrun
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he PCs are offered short-

My agent, Bennie Dicker, hadn’t really been able to set up
the one ofthose "really hot” deals he’s always talking about.
Iwas beginning fo think about having someone else shop my
talents around when he came up with this job. “All you have
to do is keep your eye on this sweet little thing for a couple
of days,” he says. “It's easy money.”

But, you know, easy money is never that easy.

Some “sweet litile thing.” This woman was vicious. Not in
a physical way, or she wouldn’t have needed us, but you
could see it in her eyes. She knew what she wanted and
exactly how to get it.

There was something else | could see too—she was
scared.

§2  Challenge 78

term employment as
bodyguards for Brigitte
Gentry, described by their
agent as an independent
businesswoman. The job
pays Lv200 aday foreach
PG, for a minimum of 14 days, plus
expenses. Gentry has retained the op-
tion of continuing the employmentforan
unspecified time. She has also indi-
cated a need for a cyberspace jockey
and will require the PCs to find one for
herifthere is not one among their group.

Gentry will provide the following in-
formation about herself and her situa-
tion: She acts as a storage medium for
clients who have sensitive information
that needs to be kept in a place where it
cannot be accessed. In orderto do this,
she has had herself wired with agigabyte

2300 ADY




of protected memory. Her clients down-
load their information to her memory
and setan access code. This memory is
protected by a security program called
Watchdog, and Gentry cannot access
that portion of memotry or override her
security protocol. It is a very secure
arrangement, and Gentry is paid well for
her services, averaging Lv100 per mega-
byte of storage per day.

This service, as well as her other
business dealings, have worked out
well for Gentry over the last couple of
years—that is, until now. Gentry is cur-
rently carrying a large block of informa-
tion for Jase Skinner, a fairly experi-
enced cyberjock. He arranged for Gen-
try to hold his goods while he looked for
a buyer. But someone wasted Skinner
in his apartment two days ago.

Now Gentry needs the PCs to find a
secure place for her to stay, find a
cyberjock who can unlock her protected
memory so she can access the informa-
tion there, and try to find out who killed
Skinner and why.

REFEREE

Skinner lived in a high-security build-
ing, but whoever hit him walked in and
out like there was nothing there. If the
PCstryto access police recordsregard-
ing the incident, they will learn that the
cops think the job was done by corpo-
rate ninjas or some very high-level
muscle. The coroner’s report indicates
that Skinner was injected with a neuro-
toxin and was in extreme pain for over
14 hours before he died. If the PCs
managetosearch Skinner’s apartment,
they will not be able to find any clue as
to why he was killed or what he had in
Gentry’s memoty.

Word on the street says Skinner was
hit by the Yakuza and that they also
have a contract out on Gentry. That
explains why most of her friends and
associates are avoiding her like the
plague, as will friends of the PCs if they
find out the PCs are working for Gentry.

OPTIONS

If and when access is gained to
Gentry's protected memory, the PCs
will be able to download about 750
megabytes of datathatlooks as if it was
stolenfrom a Yakuzaorganizationbased
in Bangkok.

The referee should decide exactly
what information is in Gentry’s memory.
Use this to tie the scenario into your
continuing campaign, or as a startto a
future campaign. Some suggestions are:

@ Alarge amountof corporate shares
or money in an exclusive account.

© Embarrassing data on a Yakuza

2300 AD

boss who is cheating his superiors.

@ Technical data on some new high-
tech device or pharmacettical.

@ Information linking several world
leaders to the organization.

There are a number of possibilities
for this scenario, but all involve the PCs
in a situation that requires them to do
some investigation and then extricate
themselves from a sticky predicament.
Can they negotiate with the Yakuza to
getthe contractlifted? How much money
can they make by selling the data they
retrieved from Gentry?

The PCs should find it hard to move
without being followed by the Yakuza.
Use of credit or identification cards, etc.
will pinpointtheirwhereabouts, andthey
will probably find some nasty fellows on
their doorstep shortly thereafter.

BRIGITTE GENTRY

Gentry is a courier specializing in the
transfer of information. She is an attrac-
tive woman of medium height and build,
with auburn hair and green eyes. She s
a Veteran administrator NPC with in-
creased skills of Appraisal-3 and Bar-
gain-3.

She has had a modified Sub-
dermacomp implanted and wired to her
neural pathways so she can control it
with a thought. The unit has an internal

chronograph, one gigabyte of protected

memory, and an external
1/O port, similar to a neu-
ral jack, located at the
nape of her neck. She
runs various business

acomp is normally controlled through
various fluctuations and movements of
its owner's hand. With the addition of
this circuitry, the Subdermacompis wired
to the character’s brain and canthen be
controlled by thought. Cost is Lv7500.
External I/0 Port: Allows access to
external computers, data sources and
program chips. Similar in appearance
to a neuraljack, it is wiredto aninterface
in the Subdermacomp. Cost is Lv3000
(a discount may be given if installed at
the same time as the Subdermacomp).
Memory Expansion: A Sub-
dermacomp’s memory may be ex-
panded up to one gigabyte. Cost is
Lv1500 per 200-megabyte increment.
Watchdog: Watchdog is a program
similartothe intrusion countermeasures
programs run by mainframe computers
in the matrix. It is designed to be run on
portable computers as a TaSTAR (Ter-
minate and STAy Resident) file. It does
not affect the normal operation of the
computer unless triggered, in this case
by an attempt to access to another
computer without the correct access
code. If an attempt is made to access
memory with a cyberdeck, Watchdog
will combat the intrusion with the follow-
ing statistics: Speed 5, Accuracy 3, Of-
fense 7, Defense 9. Watchdog also has
the same capabilities as the Fast For-
ward program. Q

programs and a sophisti-
cated security program
at alltimes. Although this
hardware allows her to
interface with other com-
puters, she cannot use it
to manipulate items that
are set up for a neural
jack.

NPC Motivation Re-
sults: Club 3: Gentry is
very confident and not
easily intimidated or
frightened, and she won't
back down in a situation
until satisfied with the

outcome. Diamond 2:

Sheis very shrewd when
itcomestobusiness, and
you can bet she’ll come
outontop of any transac-
tions.

SUBDERMACOMP
ACCESSORIES
Neural Control Cir-

cuitry: The Subderm-

Do you know what PBM (Play-By-Mail) gaming is? If yo
don’t, we can help you explore the world of PBM gaming.
Paper Mayhem has been leading the way for over 10 years by
informing people about PBM gaming. Articles, reviews,
biographies and more fill each issue. Not to mention the
ratings of PBM games and companies that our readers
participate in.

Paper Mayhem has been improving with the ever expanding
| hobby of PBM gaming since 1983. Each bimonthly issue
brings you the latest on PBM news. So why delay and miss
out on all the fun? Read Paper Mayhem and take advantage

Send subscriptions to:
PAPER MAYHEM
Dept JY
1518 Adams Street
Ottawa, IL 61350-4770

US Subscriptions:
Single issue $5.00
1 year $24.00

2 year $42.00

Also available;
The Journal of the
PBM Gamer for $3:00°
$5.00 for overseas

FOREIGN SUBSCRIPTIONS: 1 year Canada $31.00; year to Europe
$51.00; 1 year to Australia $57.00. All Subscriptions to PAPER MAYHEM [
|| are to be paid in US funds and drawn from US banks. Foreign
subscriptions are asked to use International Money Order in US funds.
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A CYBERPUNK 2.0.2.0. ADVENTURE

MICHAEL C. LABOSSIERE

“Today'’s traffic report is brought to
you by New American Autoworks, mak-
ers of the Ambernaught, which is what
you want hauling you out of a bad
firefight. Sector Five of Route Twelve
should still be considered a red zone
due to continued nomad raiding and....
This justin: The Bender Memorial Bridge
is closed off, apparently due to terrorist
activity. Our traffic helicopter is taking
small arms fire even as | speak, so find
an alternate route, guys.”

ey NiS adventure is intended

~1 for a group of police PCs,
but can be modified to in-
clude other character
types. The adventure be-
gins with the seizure of a
major bridge during rush
hour by a terrorist-led
boostergang. The terrorists seized the
bridge by detonating charges on either
end of the structure. These charges
destroyed several vehicles and, more
importantly, caused a massive pileup.
Theterrorists alsotook overthe bridge's
traffic tower and are using it as a com-
mand post. Allin all, it is a nasty situa-
tion and one the PCs get to untangle.

Getting the PCs Involved: If the
PCs are police, they will be assigned
the task of dealing with the situation
and will receive the following briefing:

Police Report: At (inserttime), explo-

sive charges were detonated on either
end of the Bender Memorial Bridge,
resulting in a numerous accidents and
preventing the people trapped on the
bridge from leaving. People with car
and portable phones have reported that
a boostergang has moved in among
them, and they are heavily armed and
enhanced. Reports of murder, rape and
robbery are constantly coming in. Many
motorists are severely injured and are
in need of medical attention. The mo-
torists also report that the traffic tower
has been seized, apparently by terror-
ists.

At (20 minutes afterthe charges went
off), a group calling itself “Defenders of
the Faith” broadcast a demand for $10
million and safe transport out of the
country. The group claimed that the
bridge has been mined with explosives
and will be destroyed if the demands
are not met. This terrorist group has
never been heard of previously.

Assignment: The rescuers are to re-
take the bridge as quickly as possible
with a minimum of civilian casualties.
They are fully authorized to use deadly
force.

lf the PCs are not police, they can be
brought into the adventure in a variety
of ways. For example, media teams
can be assigned to cover the event;
corporate solos can be brought in to
rescue a trapped executive, and soon.

BRIDGE

This is an eight-lane “super bridge.”
At each end of the structure is a crater
from the explosive charges, and around
the crater are twisted wrecks of blown-
upcarsandshattered bodies. The lanes
of the bridge are filled with vehicles.
Most of them have crashed into one
another, and the area is a horrible,
tangled mess. In several places, cars
are burning, and an occasional explo-
sion will occur. If this were not bad
enough, the boosters are roaming
among the vehicles and engaging in
terrible behavior. They are shooting up
vehicles, setting them on fire, and at-
tacking people. People occasionally try
to escape from their vehicles, but they
are usually killed before they get far.
Most of the motorists are in their ve-
hicles, huddling in fear.

Some of the motorists are armed,
and some of them will resist the
boostergang members. These people
may be of help to the police, if only in
tying up the boosters. Those motorists
with car phones and portable phones
will be calling the police, and their calls
will be handled by a team which will
convey important information to the
police.

TRAFFIC TOWER
LOWER LEVEL
The traffic tower is run by the city’s
traffic police and is intended to provide
the police with an observation post as
well as an emergency aid station. Most
large bridges have suchtowersonthem
as bridges have become a favored tar-
get of terrorists, other criminals and
nutcases.
Road: The bridge surface.
Barrier: The concrete barrier that
keeps motorists from ending up in the

Cyberpunk 2.0.2.0.




river. The barrier here has an entrance
with an armored door. The door has
been blasted open.

Parking: A BMW 600 patrol cruiser
and three Blue Knight police cycles are
burning in the lot. A dead officer lies
sprawled on the ground. The body has
been stripped of weapons.

Tower Interior: The interiorconsists
of aan elevatorwhichgoes uptothetop
of the tower (which is on 30-meter-high
support pylons). The elevator is up. A
ladder running along the side of the
elevator shaft permits access to the
observation station. The body of an
officerliesonthefloor, stripped of equip-
ment. The storage room has been
busted open and set on fire. It con-
tained repair and medical equipment.

TRAFFIC TOWER
UPPER LEVEL

The observation station contains the
elevator, a small bathroom, and the
monitoring stations. One station has
been shot up, and one officer's body
lies on the floor, stripped of weapons.
The terrorists are using this area as
their command post, and they will re-
main here unless they have an incen-
tive to move. The portable computer
controlling the bombs is set up on cne
of the stations and is monitored at all
times. The bombs are linked by wires
(radio would be too easy to jam).

The terrorists gained access to the
tower by killing a rookie who had just
been assigned to the tower, then one of
them took her place. She thenkilled the
other officer present and let her fellows
in priorto the detonation ofthe charges.

ACTION/RESOLUTION
The boosters will spend their time
wreaking havocon the people stranded

on the bridge and shooting at anything
that comes their way. The terrorists
don’t care what happens to the boost-
ers and see them merely as something
to keep the cops busy. They boosters
are poorly organized and separated by
the vehicles. The terrorists, however,
are extremely well organized and will
do their best to maintain control of the
situation until their demands are met.

The boostergang is on a real “burn,”
and they will keep going until they are
wiped out. The terrorists willkeep going
unless they believe they can’t win. If
they think they have lost, they will try to
escape (by blending in with the motor-
ists) and detonatethe bridge from asafe
distance. If they cannot escape, most
will surrender, except Spender, who will
definitely try to destroy the bridge if she
is notkilled. Since she doesn'tknow the
detonation code, she will have to wire
the bombs to a manual detonator. This
will take her about five minutes. She will
also have to fight off her former com-
panions who don’t want to die.

The faster the PCs can take out the
terrorists, the faster Max-tac teams can
move in to wipe out the boosters and
bringinmedics. Iftthe PCs candothe job
quickly, they will be media heroes (for a
while).Those saved will also be grateful.
If the PCs do poorly, they will be media
fools. If the bridge is destroyed, they
might as well turn in their badges and
volunteer for dangerous experiments in
the corporate sector because the press
will crucify them (if they survive). If any
boosters or terrorists survive, they may
come looking for revenge later.

TYPICAL BOOSTER
Int: 5 Ref. 8 TECH: 4
Cool: 6 EMP: 1 ATTR: 3
LUCK: 4 MA: 7 BODY: 8/10

Skills: Combat Sense 3, Athletics 5,
Dodge/Escape 6, Intimidate 6, Street-
wise 4, Brawling 8, Awareness 7, Pistol
5, Rifle 8, Stealth 4, Melee Weapons 7.

Cyberware: Neuralware Processor,
Smartgun Link, Grafted Muscles,
Wolvers, Cyberoptics with Targeting
Scope and Infrared, Subdermal Armor,
Cyberarm.

Weapons: Dai Lung Cybermag,
smartchipped Kalishnikov heavy as-
sault rifle, Kendaichi monoknife.

Description: These are psycho
youths who live to cause pain and suf-
fering, preferably using the most recent
cybergear. They have no redeeming
characteristics. There are 26 of them
on the bridge.

JANET GEREK
{(SOCLO)
Int: 8 Ref: 8/10 TECH:5
Cool: 8 EMP: 2 ATTR: 7
LUCK: 7 MA: 7 BODY: 7/9

Skills: Combat Sense 7, Interrogation
4, Intimidate 8, Awareness 6,Leadership4,
Athletics 7, Karate 6, Pistol 5, Sub-
machinegun 4, Rifle 7, Demoalitions 3.

Cyberware: Biomonitor, Neuralware
Processor, Kerenzikov Boosterware
(+2), Interface Plugs, Muscle and Bone
lL.ace, Skin Weave, Cybersnake,
Cyberoptic (right) with targeting scope,
teleoptics, Low Lite, cyberarm with re-
inforced joints.

Weapens: Smartchipped Constitu-
tion Arms Hurricane assault weapon
(Protect and Serve, page 33), smart-
chipped Armalite 44, Metal Gear body
armor, headset radio.

Description: Gerek is a former cor-
porate solo who went a bit nuts and had
to be relieved from duty. She discov-
ered religion, of a kind, in the form of
20th-century TV evangelism. She be-

Cyberpunk 2.0.2.0.
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came convinced that God wanted her
to get Him lots of money. She recov-
ered from this (sort of), but decided that
getting money was still a good idea, but
she wanted to get it for herself. She is
still a bit over the edge and is very
violence prone. Her tinge of madness,
combined with her powerful personal-
ity, enables her to scare the hell out of
the boosters, so they obey her. She
recruited them because they used to
work for her during her corporate days.
She is actually much crazier than she
appears.

MELISSA SPENDER (SOLO)

Terrorist
Int: 7 Ref: 7/8 TECH: 6
Cool: 8 EMP: 7 ATTR: 7

LUCK: 6 MA: 7 BODY: 7/9

Skills: Combat Sense 6, Awareness
8, Athletics 8, Karate 8, Pistol 6, Rifle 5,
Demolitions 2, Persuasion and Fast
Talk 5, Demolitions 6.

Cyberware: Neuralware Processor,
Interface Plugs, Kerenzikov Booster-
ware, Muscle and Bone Lace, Rippers.

Weapons: Smartchipped Armalite
44, Smartchipped AKR-20 Medium As-
sault, Armored Jacket (SP=18).

Description: A long-time criminal
who specialized in infiltrating groups in

(= °

order to steal, she took the place of the
murdered officer, and her background
in demolitions {which she was in the
military) resulted her being in charge of
the charges. Her goal in life is the
acquisition of money, which she values
more than anything except her life and
her drugs. She is addicted to a variety
of designer drugs and commits crimes
primarily to support her habit. If the
situation looks grim, she will put the
police uniform back on and try to con-
vince the PCs she was taken hostage
by the terrorists. If this works, she will
slip away at the first opportunity to
detonate the bridge.

OTHER TERRORISTS (3)

Int: 5 Ref: 7 TECH: 6
Cool: 7 EMP: 5 ATTR:5
LUCK: 6 MA: 7 BODY: 8

Skills: Combat Sense 6, Aware-
ness 5, Athletics 5, Karate 4, Pistol 5,
Submachinegun 5.

Cyberware: Neural Processor,
Speedware (Sandevistan), Interface
Plugs.

Weapons: Smartchipped Militech
Arms Avenger, smartchipped H&K
MPK-11.

Description: Hired criminals. They
are in it for the money. Q

Cyberpunk 2.0.2.0.
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| had just got back to old Syrtis after a few months poaching
liftwood up in the highlands, and was feeling in need of a little
rest. So it seemed like a stroke of good luck when | met Miss
Clarendon strolling in the bazaar. She's a schoolteacher, and
the sweetest thing under a bonnet on three planets. She
mentioned a little trip she was planning. “Just an excursion to
view the old Martian locks on the Moeris Canal. Would you

)Iike to come along, Doctor Blogsworth?"

“I'd be delighted to come, Miss Clarendon.” lfelt as though
| was made of liftwood myself.

“I'm pleased that you will. And the children will be so
happy.”

“Er—children?”

“Yes. The schoolchiidren from Rev. Lutwidge's School,
We're taking a dozen of them along.”

I'm usually abrave man, but suddenly Ifelt apang of dread.

ev. Louis Lutwidge, head of Rev. Lutwidge’s
School in Syrtis Major, is taking a group of
students on a field trip. They will travel by
steamer to the locks and pumping station on
the Syrtis Major-Moeris Lacus Canal, where
they canget afirst-hand look at ancient Martian
engineeting.

There are two ways to handle this adven-
ture. In an ongoing campaign, the adult PCs can be invited
along by Miss Clarendon, a teacher at the school. (She can
be assumed to be an old friend or distant relative of one of the
PCs.) Orthey may simply be passengers aboard the steamer.

If the gamemaster chooses to run this as a one-shot
adventure, then the players can choose characters from the
list of students.

MARTIAN QUEEN

Thecanalsteamer Martian Queenis similartothe riverboats
ofthe Mississippi. Normally, the ship carries mail, passengers
and freight from Parhoon to Moeris Lacus via Syrtis Major, but
Rev. Lutwidge has chattered it for the trip. There will be
nobody aboard besides the school group (unless the adult
PCs are passengers).

Ship: The deck plans show the layout of the Martian
Queen. The rooms are labeled on the plan. The students will
be housed two to a room in staterooms 2, 3, 6, and 7. Rev.
Lutwidge will be in stateroom 1, and Miss Clarendon will be
in stateroom 5. Any other aduits will be in rooms 4, 8, Sor 10.

Crew: The Martian Queen has a crew of 14. The master is
Isaac McTavish; the first officer is Arthur Penryth; the pilot is
Donald Greene (a former Mississippl riverboat pilot); and the
engineeris Antonio Fornaccia. The ship'scookis aMartian named
Vymoos. The deckhands, stokers and stewards are all Martians.
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VOYAGE

The Martian Queen sets out from Syrtis Major early inthe
morning. Rev. Lutwidge will excuse the children from their
morning lessons so the youngsters can spend a few hours
exploring the ship and getting into mischief. The galley and
the engine room will be natural magnets for inquisitive chil-
dren.

lf the players are running adult PCs, they will have their hands
fullkeeping order. Young Waffles will try to take the engines apart;
little Lord Smallbridge will try to climb the mast; “Lizard” willgo to
the kitchen and make herself sick on Martian treats; and Smith
Minorwilltrytotalk the pilot into letting him steer. Clarissa Douglas
and Smith Major will both develop massive crushes on the most
attractive PCs of the opposite sex.

After luncheon, Rev. Lutwidge and Miss Clarendon will
gather the children in the saloon for lessons. The adults can
take the afterncon to study the ship themselves and meet the
officers.

The ship willanchor at sunset. Although the Martian Queen
is equipped with an electrical searchlight, Captain McTavish
doesn’t want to risk navigating in the dark. After a hearty
English meal of boiled beef and pudding (“those Martian
foods always disagree with me,” says Rev. Lutwidge), the
children will be put to bed.
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The adults, including the ship’s officers, gather in the
saloon, and Rev. Lutwidge opens an old bottle of port which
he has been saving. After an hour, everyone is sleepy, and all
go to bed.

CAPTIVES!

At midnight, a gang of Fenians will invade the ship from an
aerial flyer. There will be little chance of their being discov-
ered, for both the port and the pudding were drugged. (If any
character specified that he was not drinking the wine and did
not eat the dinner, roll a Difficult task of Observation to be
awakened.)

The Fenians will take each adult’s cabin one by one,
knocking out the characters and tying them up. When every-
one at last wakes up, all the adult characters and the ship’s
officers are in the saloon, securely tied to chairs, guarded by
a masked man with a Winchester rifle. (A Routine: Intellect
task roll reveals that Rev. Lutwidge, Greene, and Signore
Fornaccia are missing.)

The Martian crewmembers have been put ashore and
bribed to keep quiet about the incident. They will try to alert
the authorities, but will be unable to accomplish anything until
it is far too late.

CHILDREN'S HOUR

Once the adults are helpless, the gamemaster should
allow the players to choose characters from among the
children on board. With the adults held prisoner and the ship
inthe hands of unknown enemies, can a group of British boys
and gitls save the day?

The children will wake up when the ship’s engines are
restarted and the Martian Queenbegins to move again. if any
ofthe students try to leave their cabins, they will find that there
are masked men with guns posted at the stairways, who will
roughly order anyone back to their rooms.

The children can communicate between adjacent rooms,
as the walls are thin enough to allow limited conversation.
They have whatever equipment is listed on the character
descriptions. The rooms are all sparsely furnished, with a
washbasin, bunk beds, a chair and a small writing desk.

FENIAN PLOT

The villains who have seized the ship are actually a gang of
desperate Fenians. They are trying o disrupt the flow of supplies
to the British Army fighting the rebels in Shastapsh. The Fenians
have loaded the Martian Queen with dynamite and intend to set
offthe explosives as the ship enters the canallocks. This will close
the canal fo boat traffic. With the canal supply line cut, the British
Army at Shastapsh will have to withdraw.

The bad guys are led by a heavily bearded man wearing a
captain’s uniform. He is really Rev. Lutwidge/Liam O’Connor
in disguise. There are six other Fenians aboard, all armed
with Winchester rifles, heavy revolvers and knives. They are
all Veteran NPCs. One is guarding the adult characters inthe
salocn; one is in the pilothouse, where Donald Greene has
been forced to steer the ship; two are in the engine room
overseeing the Martian stokers and Signore Fornaccia; and
two are on the upper deck, at the top of the stairways.
Lutwidge/O’Connor will initially be on the lower deck, setting
up the dynamite, but will move to wherever there is trouble.

The dynamite is in a dozen big crates, lined up along the
sides of the ship on the lower deck, with atimer apparatus set
atop the coal bunker. Lutwidge’s plan is to set the timer while
the ship is in the locks, then escape aboard the aerial steam
launch secured atop the ship. The ship wilireach the locks by
noon the next day.
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GENTLE GAMORREAN

Species: Gamorrean

Gender: Male

Background: Your interest in tech-
nology and the stars branded you a
weakling by belligerent Gamorreans.
You were sold into slavery by yourown
clan. Having escaped that fate, you fell
into afriendshipwhich has helped prove
to you that there is more to life than
combat.

Personality: You have a short tem-

Star Wars

per, and a culturally induced hatred of
"droids—both of which you are trying to
control. You are fascinated by technol-
ogy andthe method behind "what makes
it go.”

Objectives: To teach others, by ex-
ample, that Gamorreanscanbe“civilized.”

Quote: “Since | am a gracious

| Gamorrean, | will not rip your head off.

But | really, really want to.”

DEXTERITY 2D
Blaster

Dodge

Grenade

Melee Combat
Melee Parry

KNOWLEDGE 2D
Alien Species
Languages
Streetwise
Survival

MECHANICAL 1D+2
Astrogation

Beast Riding

Space Transports
Starship Gunnery
Starship Shields

PERCEPTION 2D
Command
Investigation
Search

Sneak

STRENGTH 3D
Brawling
Climbing/lJumping
Lifting

Stamina

TECHNICAL
Armor Repair
Blaster Repair
Starship Repair
Starship Weapon Repair

1D+1

Special Abilities: Voice Box: You
cannot speak Basic. Stamina: Get a
reroll to make a failed Stamina check.
Skill Bonus: See page 134 of Star Wars
second edition.

Move: 7/10

Force Points:

Force Sensitive: No

Equipment: Vibroaxe (Damage 6D+1),
500 credits, protective chest plate (+2D
against Damage), outdated Republic
SienarSystemstoolkit (+1Dtorepairskills).
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New technology, tactics and combined arms are desired to overcome the clans’ devastating combat ability, but little has been offered
specifically. The New Avalon Tactics Research Think Tank has released the following documentation and BaitleMech designs in its first
attempt at exploring new technologies and tactics.

New Avalon Tactics Research Think Tank Paper #FCH145-AS

The key technologies which we have isolated for use have
been the C3 computer system in combination with the pulse
laser. Previously, the pulse laser has had limited applications
because of its shorter range. In addition to these high-
technology advancements, one piece of battle tactics is
added: concentrated fire. The team leader designates a
target, and the whole lance moves to target that unit—
unleashing a hellish barrage of pulse lasers!

In most cases, the benefit of extra accuracy associated
with the pulse laser is more than lost by the range reduction.
Tests show that any opponent who is aware of pulse laser
technology and has any ranged weapon capacity can move
to longer ranges and offset any possible benefit of the pulse
laser.

But that is not the case if the laser system is installed as a
package with the C3 computer system. In this instance, the
range advantage can be maintained because all the units in
a lance can fire based upon the targeting information of the
closest unit! '

Our research has determined that a standard medium
lance could be produced, a force which would be fully
integrated to fight as a unit, rather than as single units. The
unit leader would pilot a 'mech we have dubbed the “Pulse
Leader.” This 'mech weighs 50 tons and has limited move-
ment.

Its key weapons are matched pulse lasers, one inthe arm
and another in the torso. The 'mech avoids XL technology
because it is far too likely that a 'mech will be killed by losing
a single torso.

Endo Steel construction was used along with double heat
sinks to offset the high heat effects of the pulse lasers. The
Pulse Leaderis actually required to stay behind its two screen
'mechs because it holds the master computer in the C3
system and thus must be carefully protected.

The next unit inthe lance isthe 45-ton Pulsar: There willbe
two of these in each lance. They serve the purpose of
screening the Pulse Leader and of high-powered fire support.

In battle, these two 'mechs will orient themselves against
the targeted enemy 'mech and unload a precision barrage of
pulse lasers at maximum range.

The C3 computer will completely offset the long-range
effects, and the pulse technology will allow for devastating
accuracy! Each of these 'mechs is equipped with two large
pulse lasers.

The final unit in the lance is the heaviest at 60 tons. The
Ranger has the difficult task of closing with an enemy unitand
maintaining a deadly attack while sending critical range
information back to the C3 system.

Therefore, this 'mech is heavily armored (as much as we
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could possibly fitl} and has a devastating close-in attack. It
combines a hand axe with a single large pulse laser.

The 'mech was designed with Myomer accelerator signal
circuitry in order to improve its movement profile. This should
allow it to close quickly with the enemy and permit all its
teammates to deliver a devastating barrage of laser fire with
deadly accuracy!

This concludes the 'mech portion of the strategy. Itis our
opinion that a dedicated vehicle detachment could work with
this unit to improve its ability even further. Research and
design has begun on that aspect and is expected to be
completed soon.

The above research paper has been analyzed by the NAIS
and approved as to form and content. Prototype models are
currently being tested in the field. Results are promising,
though data is still being collected.

PLS-5A PULSE LEADER
Technology: Inner Sphere 3050
Tonnage: 50.00

Internal Structure: Endo Steel 2.50

Engine: Nissan 200 8.50
Walking: 4
Running: 6
Jumping: 4
Heat Sinks: 12 Double 2.00
Gyro: 2.00
Cockpit: 3.00
Armor Factor: 176 11.00
internal Externat
Head 3 9
Center Torso 16 24/8
Left/Right Torso 12 16/8
Left/Right Arm 8 16
Left/Right Leg 12 24
Type Loc Qty Crits Tons
Heat Sink LT 1 3 1.00
Heat Sink RT 1 3 1.00
Heat Sink LA 1 3 1.00
Heat Sink RA 1 3 1.00
Jump Jet CTR 2 1 1.00
Jump Jet LTR 1 1 0.50
Jump Jet RTR i 1 0.50
Large pulse laser LT 1 2 7.00
Large pulse laser RT 1 2 7.00
BattleTech















C-3 Computer RT 1
Net Free Tons: 0.00

Net Free Critical Locations Remaining: 7

"Mech Design O.K.

PLR-6A PULSAR

Technology: Inner Sphere 3050
Tonnage: 45.00

Internal Structure: Endo Steel 2.25
Engine: VOX 225

Walking:

Running:

Jumping:

Heat Sinks: 10 Double
Gyro: 3.00
Cockpit: 3.00
Armor Factor: 161 Ferro Fibrous
Internal

Head 3
Center Torso 14
Left/Right Torso 11
Left/Right Arm 7
Left/Right Leg 11
Type Loc Qty
Heat Sink RT 1
Jump Jet LTR 3
Jump Jet RTR 2
Large pulse laser LA 1
Large pulse laser CT 1
C-3 Slave H 1
Net Free Tons: 0.25

Crits

- PN N - (O

Net Free Critical Locations Remaining: 6

"Mech Design O.K.

RGR-7A RANGER

Technology: inner Sphere 3050
Tonnage: 60.00

Internal Structure: Endo Steel 3.00
Engine: Viar 300

Walking:

Running:

Jumping:

Heat Sinks: 10 Double
Gyro: 3.00
Cockpit: 3.00
Armor Factor: 206 Ferro Fibrous
Internal

Head 3
Center Torso 20
Left/Right Torso 14
Left/Right Arm 10
Left/Right Leg 14
Type Loc Qty
Jump Jet CTR 1
Jump Jet LTR 2
Jump Jet RTR 2
Small Laser CT 1
Large pulse laser RT 1
C-3 Slave H 1
Hand Axe LA 1
Net Free Tons: 0.00

Crits

Bt D) —t md s

Net Free Critical Locations Remaining: 3

'Mech Design O.K. Q

BattleTech

5.00

9.00
External
9

20/8
14/8

14

22

Tons
0.00
1.50
1.00
7.00
7.00
1.00

©
=
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11.50
External
9

30/10
20/8

20

28

Tons
1.00
2.00
2.00
0.50
7.00
1.00
4.00

Transactions

of the

Royal Martian
Geographical Society

The Royal Martian Geographical Society wishes to inform the
public that its quarterly publication devoted to Victorian Era role-
playing is now available on Earth. Each 32-page issue contains:

— Adventures —

Space 1889, Cthulhu by Gaslight, and the Wild West
— New Equipment and Inventions —
— Cloud Captains’ Corner —

— Edward’s Guide to Syrtis Major —
— Victorian History —

— New Rules and Scenarios —

The Society is also proud to announce that future issues will
incorporate the Ether Society Newsletter.

TRMGS
598 Thompson Station Road
Newark, DE 19711-7520

Sample Issue: $3.50
One Year Subscription: $14.00
Overseas Subscribers add $4.00
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We are the only guardians left. It is our task to make certain the
catastrophes do not happen again. We have sacred irust that must
not be betrayed. Our numbers are few and dwindling. There are
those who would oppose us. There are those who would make the
same mistakes once again. We must fight to defend the Machinatio
Vitae, the Machinery of Life. Every day, more of the ancient ma-
chines are unearthed. Every day, the clamor for more technology
becomes louder. If we do not become one with the planet, we can
only be its enemy. These are the philosophies that have enabled us
lo stay alive and prosper. These beliefs cannot be forgotten.

Excerpt from a speech delivered by Kirgo,
representative of the Old Blood Mechanics,
at a council meeting of the City in the Sea

esigned for a group of player character troubleshoot-
ers, this scenario will be especially helpful for any
referees with a surplus of Old Blood Mechanics. As
lonesome guardians of the Machinatio Vitae, the Old
Bloods are both extremely capable and very impor-
tant. As capable player characters, there should not
betoo many of them in the player group. As important
character types, the Old Bloods will occasionally find
themselves to be the target of someone’s anger.

AFTERNCON INTERVIEW

Jack Tenrec, leader of the Old Bloods, is on the warpath. He is
angry about recent lack of maintenance on the tribe’s vehicles. All
the vehicles have been unconditionally grounded until the mechan-
ics give them the once-over. Old Bloods in the PC group are anxious
to escape from Tenrec’s baleful glare, so they are thrilied to be
notified of a méeting with Governor Toulouse late that same after-
noon.

The characters won't have any time to find out more about the
meeting with Toulouse, but if they aren't familiar with his description
supplied on page 124 of the game rules, this would be a good time.

In the council chambers, governor Toulouse looks tired and
haggard, even this early in the afternoon. Without getting up, he
rudely gestures to the seats available in his sparsely furnished
office. “l am sure you are all aware of the vital work being done on
our outlying experimental farms. It is imperative that their research
into new farming techniques be allowed to develop so that the City
in the Sea can continue to thrive and expand.”

“We have received word from the Patterson family, living in the
farms to the north of the city. They are complaining about a gang of
poachers active in their area. The poachers have already caused
slither stampedes and destroyed acres of farmland.”

“Your assignment is to find these poachers and apprehend
them—alive, if possible. We would like to find out more about how
they are arming themselves. The Patterson farm is about 60
kilometers tothe north, and there would be agood place to start. My
clerk can handle any requests for special equipment you may
have.”

Toulouse's clerk (an attractive young lady named Zena) will
require signing the usual papers for any equipment the characters
need. If the request is reasonable, and the equipment is returned in
good order, they may be able to keep it in lieu of payment. The forms
arethe sameonesthe players have seenbefore, butthey are printed
on bright yellow paper with rows of little holes down the side. This
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paper is being used due to a recent shortage, and was discovered
by the Moles four days ago. No cne can figure out what it was used
for. (Yes, it is tractor-feed computer papet.)

JOURNEY NORTH

Refer to the City in the Sea Adventure Map on page 126 of the
game rules. The journey will be as follows: 20 kilometers west
(through the hex with Jack’s garage), 10 kilometers northwest, and
50 kilometers north (zig-zag through the hexgrid) to the last prairie
hex before the forest. The farms are located on the forest edge,
trying to level some ground to create more farmland.

Having been denied the use of their vehicles, the characters will
journey either on foot or horseback. This means they will make 20
kilometers per period, or two hexes through the prairie. Unless the
characters really want to hustle, the trip should take two days (and
don't forget the Fatigue rules if they try to hurry).

Whiletraversing the last hex of prairie before they gettothe farms,
the party will encounter some wild dogs at 1000 meters. The dogs
will scatter over the horizon to the north if fired at. If the characters
continue to investigate (and this is in the direction they must go
anyway), they will find a rotting Mack corpse. A pack of wild dogs is
tearing at it. Though there are three dozen of the dogs, if they get
wind of the PCs or are fired at, they will quickly run away.

If the corpse is examined, the characters will find it skinned, with
its internal glands removed-—sure signs of poacher activity. A few
misshapen bullet fragments will be found in the animal’'s armored
head-—these are about .30 caliber. The corpse is no more than four
days old.

Have all the characters make an Average: Intelligence roll. The
one who rolls the best finds a crumpled piece of paper in the grass.
The paper is obviously from the city (within the last few days)
because it is yellow with little holes on both sides. It has a handwrit-
ten message: “There should be two of them. Good hunting!” (Adjust
the number to reflect the correct amount of Old Bloods in the party.)

Anyone who thinks to check for footprints may make an Easy:
Tracking roll to find the poachers’ trail. In fact, the poachers are
taking great pains to make their trail obvious.

POINT MAN OBSERVATION RULES

The rules for encounters properly penalize an observing groupfor
having a large number of characters. However, there is no provision
for the use of a “point man” some distance in front of the party. This
pathfinder's job is to scout ahead and report back to the group if any
danger is discovered. The point man must be far enough from the
group that animals or other quarry are not frightened away, but close
enough that a hand signal or quick return trip is not too difficult.

A player operating as a point man must be at a distance from the
party equal to the minimum encounter distance for the terrain they
are moving through. This is found on the Encounter Range Charton
page 138 (use the madifier times 1). This point man may make
Observation rolls without penalty of additional membersinthe party.

This rule places a lot of pressure on the player running the point
man character. This character should have lots of Observation
(obviously), Stealth and Intelligence. The player should be able to
think quickly and be prepared to handle unusual situations. The
referee should take the point player aside to reveal the encounter
and discern his reactions first. Of course, the skilled ambusher lets
the point man through and waits for the main body to pass by.

Cadillacs & Dinosaurs
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MISTAKEN IDENTITY

The party moves northward toward thefarms. The trail is absurdly
easy to follow. Anyone with an Outstanding Success on an Easy:
Tracking roll may note that this is being done on purpose.

Have the players make a Difficult: Observation roll to spot a
stationary, camouflagedtarget. Fourteenagedboys are hidinginthe
tall prairie grass waiting along the poachers’ trail.

Thefarm boys are armed with .30-

sleep in the barn if it is late in the day. The poacher trail leads north
into the forest. “Any fool could follow them,” Joe says. “Even a city
fool,” adds his wife.

INTO THE BREACH
Following the obvious trail the poachers have left, the characters
proceed into the forest. The Forest Map features a path through the

30rifles and are Novice NPCs. They
will open fire too early at 400 meters
because they are hot-headed and
inexperienced. The boys have taken
off without their parents’ permission
to solve the poacher problem them-
selves. They will be convinced that
the player characters are the poach-
ers. To convince them otherwise will
be Difficult: Persuasion or Difficult:
Leadership.

These misguided vigilantes are
not really much of athreat, and if the
characters are smart, they will be
able to handle the encounter without
killing them. The characters should
at least patch up the wounded ones
when they convince the boys who
they really are. Two of the boys are
Harlan and Will Patterson, Joe
Patterson’s sons, and the other two
are Jan and Earl Walker.

PATTERSON FARM
Eventually the tall, rolling prairie
grasswillgive way to cultivated fields
and fencerows. When the party
reaches the Patterson farm, Joe

Patterson will greet them with awary
eye and pump shotgun. He is a man

used to living off the land. His face is
tanned and lined with toil, and he
walks like aman who has done physi-
cal labor every day of his life.

If the PCs are bringing the farm
boys with them, Joe will scold his
sons (if they are still alive). “What did
you think you were doing? Running
off half-cocked and all full of fire! We
told you the governor would send
somebody to handle it.”

Joe Patterson is relieved to see
someone fromthe city whohascome
to helpwith his problems. “The Walk-
ers, fromthefarmtothe east, found
the Mack corpse four days ago.
There have been some skinned
Shilliwaks as well. The Walker farm
was nearly ruined by a Sambuk stam-
pede that was started by gunfire in
the woods.”

Mrs. Patterson will be angry with
her sons also, unless they come
back dead. She will then be racked
with grief and crying uncontrollably.
In either case, she is not happy to
see anyone from the city and will not
be very hospitable. The PCs can

Ciearing

Party enters here
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forest clearings at eight meters per square. As the poachers are
stationary and camouflaged, a Difficult: Observation check must be
made to detect them.

The purpose of this first firefight is to soften up, wound and
disorient the characters. Unfortunately, the poachers do not have
descriptions of the Old Bloods, so they begin to kill them all. I this
first encounter begins to go badly forthe ambushers, they will retreat
to their hidden outpost (Clearing Map). Roll 1D6 at the end of each
turn. If the die roll exceeds the number of surviving ambushers
(defined as those not dead or seriously wounded), they will run.

There are nine poachers altogether, counting their leader, Willis
“Crusher” Wilson. Two of the poachers are Veterans (Initiative 4 and
Small Arms 5) with Parker Hales (complete with telescopic sights),
and six of them are Experienced (Initiative 3 and Small Arms 4) and
armed with .30-30 rifles. All of the rifles are fully loaded, and 3D10
of the extra rounds are carried by each. Crusher will not be at the
initial ambush site; he is waiting in the shack.

ASSAULT

The poachers will fall back to an abandoned shack built of two-
inch wooden planks (armor value 1) by some explorers from the city
decades ago. The shack is only six by eight meters and is depicted
on the Clearing Map (at scale of two meters to the square). The
characters enter from the south via the only real path into the clearing.

if they want to move through the forest around the clearing, let
them move at half speed through the underbrush. Basically, the
poachers will be making a last stand in the shack itself,

Use the same morale rules on the poachers in this firefight, but
give them a —2 to the die roll as long as Crusher is still alive (he has
a way of motivating people).

The player characters should not have too much trouble with this
attack (a PC with high Initiative can circle around back of the shack
and attack from there). If they do, have the poachers break morale
and run out the back, only to find an angry Saber-tooth.

FINISHING THE JOB

Surviving poachers can be Interrogated (Average) and, on an
Outstanding Success, will divulge the connection with Scharnhorst.
Not all the poachers know about this (Wilson does, of course).

Any captured poacher who can be brought back alive will be of
special value to the council, particularly Wilson. The weapons,
ammo and gold that belonged to the poachers may or may not be
reported to the council. These can become booty to unscrupulous
characters. None of the poachers have any of the slither glands or
skin, being amateur poachers at best.

For reward, give the PCs as a group $5000 for Crusher, and
$1000 for each poacher brought back alive. if any of the farmers
were killed in the case of mistaken identity, deduct $1000 each.
Remember to award 2 Initiative experience points to all characters
who participated in both combats. If any characters signed out for
equipment at the beginning of the adventure, and they didn’t screw
up totally and brought the gear back intact, perhaps they could be
allowed to keep it.

At the council hall, Toulouse will debrief the party upon their
return, and if they killed any of the young farm boys, he will be very
angry with them. “You should have known better than to fire on
helpless young men,” he scolds. Luckily for the PCs, Governor
Dahlgren is within earshot and steps in to defend them. “They were
only fighting in self-defense, Toulouse. It was clearly atragic case of
misunderstanding.”

It will be a Difficult: Persuasion task to get the council members
to investigate Wilhelmina Scharnhost. She did not write the incrimi-
nating note, and any testimony from the poacher will be discounted.
Although her antipathy toward Old Bloods and the Machinatio Vitae
is well known, she is a powerful citizen. Any accusations will fail
miserably, serving only to illustrate the tremendous amount of clout
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that she has with the council and other forces in the city. Player
characters pressing this issue will find that they are succeeding only
in making a powerful enemy.

KIRGO, MECHANIC

Kirgo is Jack Tenrec’s chief mechanic. He is one of the oldest of
the Old Bloods, and he is knowledgeable in the history of the tribe.
he knows the role the Mechanics played in the shelters built by the
Ancients. Due to Tenrec's constant wanderings, Kirgo is often left
in charge of the garage. A gifted speaker, he has the testimony
before the council on the importance of the Machinatio Vitae.

Motivation: Wise, honorable.

Attributes: Strength 7, Agility 5, Constitution 3, Charisma 7,
Intelligence 9, Education 4.

Skills: Small Arms 2, Gunsmith 4, Lockpick 2, Stealth 3, Driving
5, Scrounging 4, Navigation 2, Tracking 3, Mechanic 10, Leader-
ship 4, Persuasion 3, Machinist 2.

(See Xenozoic Tales 9 and 70 for more about Kirgo.)

WILLIS “CRUSHER” WILSON

Wilson is not much more than a common criminal except for his
large size and considerable cruel streak. After pummeling his way
to the top of an underworld gang in the City in the Sea, he was
noticed by Wilhelmina Scharnhost, the ruthless scientist. He rules
his gang with fear and intimidation, killing all who challenge him with
his guns or his bare hands. Wilson is a mountain who will never
surrender and will fight to the death (don't forget that a critically
wounded character can regain consciousness; see page 71). PCs
who have generic contacts of Criminal may know Crusher.

Motivation: Brutal, enjoys inflicting pain on others.

Attributes: Strength 10, Agility 7, Constitution 5, Charisma 5, Intelli-
gence 3, Education 2, Initiative 5, Unarmed Combat Damage 7.

Skills: Melee Combat (Unarmed) 7, Small Arms (Rifle) 8, Thrown
Weapon 4, Scrounging 3, Lockpick 4, Stealth 6, Interrogate 4.

Possessions: 100 gold dollars, a .44 Magnum revolver and a
semiautomatic shotgun with deer slugs.

Background: Scharnhost began supplying Wilson with weap-
ons stolen from the Vaults by the Moles. She has decided that it is
time to thin the ranks of the Old Blood Mechanics, fools that stand
in the way of her path toward technology and rulership of the tribe.
Scharnhorst has paid Wilson and his cronies to kill a slither, leave
an obvious trail, set up ambush and kill any Old Bloods in the
troubleshooter party. Her spies watching the council should be able
to determine how many mechanics will be sent, evenif she can't get
descriptions.

OXPECKERS

Scientific Name: Archaeipteryx Xenozoic

Description: An aerial scavenger, perhaps the only feathered
creature inthe Xenozoic. Encountered in large flocks, the Oxpecker
can become a predator. The animal has earned its name by
bringing down an occasional lone beast of burden with biting and
clawing attacks.

Size: Small

Habitat: Ubiquitous

Number Appearing: 3D6

Attack: 5

Combat Move: 24/50

Hits: 8

Weapons: Teeth and claws

Base Hit Number: 5

Damage: 2

Strength: 2

Constitution: 1

Meat: 6

Initiative: 5 Q
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FASA. $18.00.

Written By Carl Sargent (with addi-
tionalwriting by Tom Dowd and Mike
Colion).

Softbound, 167-page, roleplaying
dgame supplement.

Published in 1993.

Review by Christopher E. Wolf

Paranormal Animals of Europe is
FASA's second sourcebook cataloging
the critters and beasties inhabiting the
Shadowrun universe (the first dealt with
the NorthAmerican awakened animals).

Paranormal Animals of Europe is di-
vided into several sections: Awakened
Animals, Faerie Critters, Metahuman Ex-
pressions, Powers ofthe Awakened, World-
wide Distributions and the Critter Table.

The Awakened Animalis sectionisthe
major bulk of the book. In alphabetical
order, it describes diverse critters, from
the Abrams Lobster to the Wyrd Mantis.
The listings for the individual critters are
broken into several parts, including a
drawing of the animal, how to identify i,
whether it has magic capability, its hab-
its, a brief commentary, and its powers
and weaknesses (if any). The listings
alsoinclude asection called Shadowtalk,
where people who have actually en-
countered the creatures (or so they
would have you believe) give their opin-
jons. Last, a section called Game Infor-
mation lists the statistics of the crittersin
game terms.

The first appendix is on the various
Faerie critters of Europe, with a brief
essay on the nature of awakening and
special Faerie creatures. The appen-
dix is rounded out by listing a few
examples of Faerie critters, such as
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Domovoi and the Wild Hunt.

The second appendix is an overview
of European metahuman expressions.
It describes the Ogre and Minotaur
metahuman types and how to use them
in a campaign.

The last section of the book is game
information. Inthis section is acompiled
listing of all the powers of awakened
critters from allthe various sourcebooks,
including the Paranormal Animals of
North America and the Shadowrun 2nd
edition rules.

Another useful part of this section is
the worldwide distributions of critters
from all of the sourcebooks. It includes
sections on how to transplant critters
from one habitat to another, parallel
awakening, population spread and spe-
cies engineering.

The last, and probably the most-used,
section of this book is the Critter Table,
statistics for every awakened critter in the
six worlds that has been cataloged to date.

EVALUATION

Overall, | highly recommend the book
forbothgamemasters andplayers. Game-
masterswillfindthecritters usefulin adding
a breath of freshness to their games, and
players might leamn to keep their runners
alive long enoughto avoid encounters with
the critters in the future.

The artwork is top-notch, as usual.
The color plates are fantasticand add to
the book’s overall realism quite well.
There are more than double the amount
of color illustrations than in the North
American book. The black-and-white
renderings are as good as the drawings
in the North American guide as well.

The critter information is in the same
format asthe North American guide and
is informative as well as amusing in the
banteringthatgoes oninthe shadowtalk
section. The gamemastering section is
a must-have for referees if they want
quick access on any critter on a
moment’s notice. | like the fact that the
critter information is at the end of the
book instead of in the front like in the
North American guide.

The $18.00 price tag makes this book
more expensive than the North Ameri-
can guide, but the wealth of information
is more than worth it.

The only complaint | have with the
book is that some of the critters, while
being interesting, don't provide much of
achallengefor playersto defeat. Onthe
other hand, some beasties (like the
Wraith) have virtually no weaknesses
and are almost impossible to kill.

Even if you have no plans for running a
campaign set in Europe, | still recommend
this product for your Shadowrun game.

R. Talsorian Games. $12.00.

Written by Wright, Roter, Hexier,
Pregent, Sheeley, MacDonald, Winn,
Pondsmith, Tipton and Todd.

112-page style guide for Cyber-
punk 2.0.2.0.

Published in 1992.

Review by Paul Lucas.

Hey, wireheads, life in an ultra-vio-
lent, post-modern dystopia getting you
down? Punch in your deck and down-
load Chromebook 2 for the latest in
what's lethal, practical or just plain cool.

Canneverfind alightforyoursmoke?
Get the Lighter option for your Dynalar
Cybertfinger. Always losing your grip? A
custom Cytech Cyber Hand with two
thumbs is for you. Want to keep an eye
on someone? Buy Cyphire’s detach-
able Remote Cyber Eye.

Ladies, do you have trouble keeping
groping hands away? Try SecSystem’s
electrostatic Protection Field. Tired of get-
ting aruninyourhose?Get Fashiondrome’s
Armored Stockings. Can'tgetthat sleaziod
punker to quit calling you? Arasaka's As-
sassin Remote will take care of the prob-
lem real quick!

Perhaps weapons are more o your
liking. Chromebook 2 has more fire-
power than you can shake a nuke at.
Punknaughts bumming you out? Take
them down single-handed with either
the Rhinemetal EMG-85 Railgun, the
Tsunami_Ramjet Rifle, or the Militech
“Anti-Matter” Rifle (which "you can use
toknock the frackin’ Starship Enterprise
outa orbit,” says the Axeman of the
latter). Other perks in the arms section
include the nonlethal Pursuit Webgun,
the anticyber Techtronica Pulse Rifle,
the easily concealed Imi Chainknife.

For the total chromebrain, Full Body



Replacement s the ultimate expression
of everything cyberpunk. Throw away
your out-of-date meat body and replace
it completely with the latest in cutting-
edge cyberware. Won't your friends be
impressed with your new eight-foot,
heavily armored Dragoon Body Con-
version with its full assortment of weap-
ons options? Free cyberpsychosis
therapy with every conversion!

Forthose wholiketheirpersonalbiology
but hunger for the unusual, exotic bio-
sculpting is available. Purr fike akitten with
your new Katnip exotic package; be your
own mermaid with an Aquaform biosculpt;
orbecomethe manyou've alwaysdreamed
of being with the Superman modffications.
And just think of the nights you and your
significant other can expetience with the
Playbeing package. Guaranteed to in-
crease your sensuality exponentially!

Vehicles, professional teams, com-
puter hardware, holographic equipment,
exotic ammunition, and even the latest
in sound systems are covered. What-
everyou want—metal, meatorsilicon—
is available in Chromebook 2.

EVALUATION

Chromebook 2is one of the best equip-
ment catalogs ever put out for an RPG,
possibly outdone only by its predecessor,
Chromebook. It is a handsome, well-orga-
nized and very visual work. The devices
arethoughtful and inventive, andthere are
many things that referees of game sys-
tems other than Cyberpunk 2.0 2.0. can
applytotheircampaigns. Chromebook 2is
highly recommended to everyone who
can get their hands on it.

FASA. $15.00.

168-page book of "Mech and Aero-
space fighter designs for BattleTech.

Published in 1992.

Review by Craig Sheeley.

Sincethefirsttechnicalreadoutyears
ago, FASA has preduced more and
more of these supplements for the
BattleTech system as a sort of "Jane’s”
guide to the newest and most-often
encountered equipmentonthe futuristic
battlefield. Each readout contains
information on the equipment’s
manufacture, tacticalpurpose, who deploys
it, and how well it's done in combat so far,
plus the game mechanic information on
how to use it on the battlefield.

This book includes many new de-
signs used by the Clans of Kerensky,
front-line and secondary 'Mech units

and aerospace fighters. This informa-
tion can be of great use to BattleTech
referees wishing to throw new enemies
at their players, and Clan players can
find a wealth of new designs to modify.
{(What BattleTech player ever uses the
standard design? As soon as it can be
afforded, every 'Mech is heavily cus-
tomized.) The Clan modifications to stan-
dard Inner Sphere 'Mechs are quite
good; the Warhammer 'Mech is now
more fearsome than the Awesome.

Thedesignsareusually amalgamations
of game technology put together without
muchindividuality. Gonearethedayswhen
a’Mech’s characteristic silhouette holds a
specific perimeterforcombat. Only afewof
the new 'Mechs have designs that make
them stand out from the herd; when they
do, they are usually well worth the trouble
of wading through the mediocre designs.
The Watchman, Stealth, Rakasha, War
Dog, and many of the Assault models are
noteworthy. Most of the Clan 'Mechs are
excellent as well,

The artwork is slightly better than
pastreadouts. As arule, if adesignisn't
based off of something out of Japanese
animation, the physical appearance and
the accompanying antwork are terrible.
This readout differs in that it includes
more slick color plates, and the best
ones are, as usual, comic-book pose
variations on anime machines.

BattleTech players, beware. In typical
fashion, new technology has bought im-
mense upgrades in performance—one of
the new medium 'Mechs could handily
destroy an old-model Warhammer and
walk away from the conflict without appre-
ciable damage. Armor, firepower and mo-
bility have been enhanced by expensive
new tech. if it ain't got Endo-Steel frame,
XL power, ER weapons and ferro-fibrous
armor, baby, it ain't worth havin'.

This concentration on more and more
expensive machines points out a cen-
tral flaw—the idea that war is to be
fought with walking battlemachines,
essentially the least efficient method of
carrying weapons and armor! This ig-
nores the fact that the economics of
warfare are based on money and wealth,
just like real life. Conventional forces
cost a great deal less than 'Mechs, but
transport through space is expensive,
so they made less-than-efficient invad-
ers. However, their low costs and main-
tenance requirements make them the
perfect defense forces, more than ca-
pable of blowing 'Mech invaders back
into space. That's what happens when
half the cost buys twice the tonnage in
tanks!Unlike allthe othertechnical read-
outs, this latest one includes not one
conventional unit.

Overall, if you're trying to keep up with
the latest installment of the shifting
Battle Tech universe, this book is useful. If
you're unhappy with lack of conventional
units, then this book is really unnecessatry.

Ral Partha. $18.00.

Sculpted by Jeff Wilhelm. Painted
by David Hoppock.

Boxed set of four lead "Mech fig-
ures for the BattleTech game of fu-
turistic battlemachine combat.

Manufactured in 1992.

Review by Craig Sheeley.

Completing the Ral Partha selection of
Omnimechs, this boxed set of mediums is
probably going to be the most useful set of
"Mechs available, since mediums are the
norm in BattleTech. (The first three packs
in the Omnimech line were reviewed in
Challenge 64.) This set contains detailed
medelsofthe Dragonfly, Fenris, Blackhawk
and Ryoken. The larger pieces are packed
separately, while the smaller pieces are
attached to the molded sprues and must
be separated from the sprues for assem-
bly. One piece and a length of piano wire
(for asrials) are packed in a resealable
plastic bag.

These 'Mechs have sharp, clean detail
that just begs for some detailed painting.
The poses are good, actually somewhat
better than those in the original drawings.
The assembly diagrams do a good job of
showing you what pieces go where. The
pieces go together fairly well; a little
Superglue gel applied after assembly can
cover the larger-fitting cracks. Don't cover
them too well, though; those cracks repre-
sent the 'Mechs’ joints.

I must make special mention to painter
David Hoppock, who did a wizard job on
the'Mechs pictured onthe back. Thistime,
ablue sky background allows the full glory
of the paint jobs to be seen. And the
pictures are life-sized, which makes the
paint jobs even more impressive; those
checkerboards are microscopic.

The only complaint | can muster is that
there is an inordinate amount of molding
flash bits, from the overflow holes in the
molds. While this is very normal for some
other companies, it is not for Ral Partha,
And some of the sprues are a bit robust for
the pieces attached to them; cutting the
pieces off will be a delicate operation.

Arethese’Mechs worth getting? They
are mediums, the single most useful
weight of 'Mech; they are molded well
and look good; the price isn’t too bad.
Therefore, they are worth buying. Q
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Gaming-related classified ads are free and
run for at leastone issue, longer as space per-
mits. Challenge reserves the right to editor
refuse any ad. Cheallenge will not be held Ii-
able for errors occurring in ads. Challenge
will not accept any ad which solicits the un-
authorized copying of copyrighted material,
either GDW's or anyone else’s. All ads must
be typed. Send ads to Challenge Classifieds,
Managing Editor, PO Box 1646, Bloomington,
IL 81702-1846 USA. For display ads, wrilte for
our free rate card.

ON DECEMBER 7, 1893, alone gunman killed
6 and wounded 20 people on a Long lsland
commuter train. One of the wounded was 26-
year-old Kevin McCarthy, a long-time gamer
with the New York Tech. gaming group. His
father, Dennis, was killed in the shooting. Kevin
was shot in the head and as of Dec. 17 he
remains paralyzed in the left side of hisbody. A
fund has been setup to help him and his family
meet the ever-mounting medical expenses,
andthe NY Tech gaming club (homeofthe New
York Mechs and the Klingon flagship LK.V.
Smurfslayer) ask for your assistance. Please
send any donations to the Kevin McCarthy
Fund, 493 Nancy Road, Mineola, NY 11501.
Let's pull together for one of our own! (72)

LOOKING IN MD. Mature, female gamer look-
ing for gaming group or gamers interested in
forming a group. Hero System, Shadowrun,
Vampire/Werewolf, Call of Cthulhu, War-
hammer preferred, but very flexible, with large
gaming collection. Interested parties please
contact Carolyn Cason, 931 Clopper Road,
#B4, Gaithersburg, MD 20878. (73)

for more information or $5 for Part 1 of the rules
to Steve Chignell, SI3, 2171 E. 14 Mile #108,
Sterling Heights, Ml, 48310. (73)

TRAVELLERPRODUCTS, some hard-to-find.
Send large SASE for list. Leroy Guatney, 2750
S. Ingalls Way, Denver, CO 80227. (73)

HELP!I AM AGAMER in dire need of a game.
thave played AD&D, BatileTech, Callof Cthulhu,
and Dangerous Journeys. | am interested in
playing any RPG that you are willing to teach
me. Contact me soon! Ed Nycz, 37 N. 15th St.
#2, Allentown, PA 18102. (73}

FREE COMPUTER-DRAFTED adventures for
Traveller: The New Era. Play and evaluate my
work. Send name and address plus 10 stamps
for postage and handling to W.T. Hinzman,
7100751-B186, Clallam Bay Corrections Center,
HC-63 Box 5000, Clallam Bay, WA 98326. (73)

PLAYERS AND GMS wanted in the Grafton
area for Shadowrun, AD&D (both editions),
Twilight: 2000 (both editions), Merc: 2000,
Robotech, BattleTech, Tales of the Floating
Vagabond and many more. Contact Andrew
Bird, 2B Knotts Close, Grafton NSW, 2460,
Australia. (73)

ATTENTION BRADFORD GAMERS! The City
of Bradford Roleplayers Guild is a club for
gamers of all ages. We play anything and
everything (even the odd wargame), and meet
on Saturdays, Sundays, and Monday evenings.
For more information, contact Guy Milner, 70
Station Road, Burley-in-Wharfdale, likley, West
Yorkshire, England LS29 7NG. (73)

LOOKING FOR BattleTechand Traveller play-
ers in the Karns area. Can referee or play.
Extensive BattleTechand Traveller library and
game aids. Contact Gary Miller, 8911 Emory
Road, Knoxville, TN 37931-1614. (72)

GAMER IN EXILE looking for players in south-
ern West Virginia. Any RPG system welcome.
Also need people interested in a PBM SF RPG
I'mrunning. ContactW. C. Bargo, 1505 Temple
St., Hinton, WV 25951-2035, (72)

BATTLETECH PLAYERS: The AFMG recruit-
ing address has changed, butwe are stillaround.
If you are interested in a top-quality PBM, write
to AFMG Recruiting, ¢/o Jim Domarad, 1039
W. Emerald, Mesa, AZ 85210-3410. (72)

GAMES AND GAMING SUPPLEMENTS for
sale. Some titles no longer in print but still
collected. For list of available titles, send SASE
to YamilGonzalez, 636 Beach 6Sth St., Arverne,
NY 11692, (73)

VOYAGES SF: SEVEN BACK ISSUES re-
maining of this now out-of-print semi-pro gam-
ing 'zine. Get 'em all now for $7, plus $2 for
S&H. Send to Starl.ance Publications, 50 Ba-
sin Drive, Basin City, WA 99343, (73)

LOST INTEREST—Selling iarge collection of
RPGs, boardgames, magazines and minia-
tures. For a list, send a SASE fo Patrick Mor-
gan, 3905 Northern Lights Drive, Pocatello, ID
83201-5934. (72)

FANATIC'S GUIDE to Collecting Traveller. In-
cludes a comprehensive list of products made
for Traveller/MegaTraveller/New Erg, plus a
bibliography of related articles appearing in
magazines. Contact Roger Sanger, PO Box
75472, Seatile, WA 98125. (72)

TRAVELLER, 2300 and MegaTraveller rules
and supplements. For a list, send a SASE to
David Meeks, 1407 W. Princeton, Onfario,
Canada 91762. (72)

AMAZING BARGAINS on out-of-print Travel-
ler and related SF game items. Send SASE for
list to Charles Kimball, 3019 N. Casselwood
St., Winter Park, FL 32792-17186. (72)

CUMBERNAULD ROLEPLAYING FEDERA-
TION, Cumbernauld's roleplaying club (near
Glasgow) welcomes new members who want
to participate in the activities of a serious RPG
and wargames club. We play all games includ-
ing Call of Cthulhu, Cyberpunk, Space: 1888,
WFRP, AD&D, Warhammer 40K, DBA, and
many original in-house systems. Contactus at
241B Greenrigg Road, South Carbrain,
Cumbernauld, Scotland, G67 2QD. (73)

SATURDAY EVENING Traveller gaming group
in Seattle (Northgate area) seeks beginner-to
intermediate-level players. The campaign is
based in the Spinward Marches, circa 1100
(using vintage and custom Traveller adven-
tures). Roger Sanger, PO Box 75472, Seatlle,
WA 98125, (73)

SETON HALL UNIVERSITY—Alternate Reali-
ties Clubislooking to network with other univer-
sity and college science fiction/fantasy/RPG
organizations. We are a new organization on
our campus and would also like the help of a
gaming community andindustry. ContactSeton
Hall University, Alternate Realities Club, Stu-
dent Center, 400 South Orange Ave., South
Orange, NJ 07079. (73)

SEARCHING FOR agaming group in academia
at Texas Tech University/L.ubbock area inter-
ested in Star Wars, Cyberpunk 2.0.2.0., Shad-
owrun and much more. Contact C. E.
Williamson, 613 Coleman-TTU, Lubbock, TX
70406. (72)

PLAYERS AND GMS in south eastern indiana
and Cincinnati, OH wanted for a Dangerous
Journeys campaign. Contact Gary Duty, PO
Box 254, Metamora, IN 47030. (72)

EXTENSIVE GAME COLLECTION must gof
Traveller, Civil War, WWII-lll, AD&D, sci-fi
magazines. Mint items, collectors’ items. For
list, write to Andrew Pierce, 5645 SW 80th St,
Apt. C, Miami, FL 33143. (73)

VINTAGE TRAVELLER MATERIALS: Books
1-6, Supplements 1-8, 11, Adventures 1-5,
11, Double Adventures (all 6), Alien Realms,
JTAS4-7,9-12,15-17,19,24, most Challenge
issues, MegaTraveller Journal 2. Roger Sanger,
PO Box 75472, Seattle, WA 98125. (73)

SOUTHERN INTRIGUE lil Play-By-Mail. Char-
acters take on the roles of barons in a fictional
medieval setting, simulating the economic, mili-
tary, court, and perscnal aspects of life and
conflict. This complex, open-ended prototype
game is open to a limited number of players.
Andit's the least expensive play-by-mailaround:
$5 set-up, + $1/lurnand postage. Senda SASE
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AD&D, FORGOTTEN REALMS, Greyhawk,
Ravenloft, and Speljjammer gaming material
for sale. Also, DC/TSR comicbooks, TSR 1991
&1992 trading cards, Star Trek trading cards,
Polyhedron, Dungeon, White Dwarf, and Dragon
magazines. Send SASE to Kevin Quashie, 2
Lamont Ct., Sicklerville, NJ 08081-1904. (73)

SOURCEBOOKS AND SUPPLEMENTS for
many games, including Cyberpunk 2.0.2.0. ,
10, Shadowrun(and DMZ), Dark Conspiracy,
2300 AD, MegaTraveller, Twilight: 2000 and
others. For a complete list, write to Ross
Mackenzie, Dunlin Close, Kingswinford, West
Midlands, United Kingdom DY6 8XP. (72)

OUT-OF-PRINT Traveller products. Send a
SASE to Roger Sanger, 1021 NE 123rd, Se-
attle, WA 98125. (72)

TSR Gold Card sets for sale, complete with
rares, Over 10,000 cards for trade. Send want
and need list to JM Kittrell, 2915 LBJ 161,
Dallas, TX 75234, (72)

IBM COMPUTER PROGRAMS for Traveller,
AD&D, Battletech and other game systems.
Several shareware programs per disk. Send a
SASE for complete list to Mike Hensley, 3303
Mission Bay 194, Orlando, FL 32817. (72)

2300 AD PLAYERS and IBM PC owners: Is
navigation and all the computations needed a
hassle? If so, you need this StarMap program.
Trade routes, shortest travel distances, all stars
within a specified distance of a given star!
Contact Magician's Query, J. Link, 3247
Montreal St., Bismarck, ND 58501. (72)

COMPLETE PRODUCT LINES: Travelier,
MegaTraveller, 2300 AD, Vampire,
Rolemaster, Spacemaster, Cyberspace, Silent
Death/Metal Express (all miniatures, all blister
packs), Space Opera, Middle-Earth, Champi-
ons, Chill, Jorune. Plus various Challenge




magazines, BattleTech (1st Battledroids edi-
tion also), Dark Conspiracy, DC Heroes, min-
jatures, Japanimation (and related material).
Send $1 for list to Ray Woy, 5396 28th Ave. N.,
St. Pete., FL 33710. (71+)

MODERN DAY RPG adventures and
sourcebooks, particularly for Daredevils and
007. I'll pay reasonable prices for originals.
Also looking for any data on Chinese myth
and folklore, particularly religious Taoism as
seen in the films of Sammo Hung. Tom B.,
2500 E. 109th St., 2nd floor, Chicago, IL
60617. (71)

WANIED
DGP’'S ALIEN MODULE: Solomani & Aslan,
Campaign Module: The Flaming Eye. Both
must be in good to mintcondition. Will Pay $$$
or trade for old Traveller | have. Send large

SASE. Leroy Guatney, 2750 S. Ingalls Way,
Denver, CO 80227. (73)

METAMORPHOSIS ALPHA: Original or com-
plete copy. Please sendtermsto Carolyn Cason,
931 Clopper Road, #B4, Gaithersburg, MD
20878. (73)

BARD GAMES: CYCLOPEDIA TALISLANTA;
FASA (Star Trek): Conflict of Interest, Old Sol-
diers Never Die, Returnto Axanar, White Flame,
Hero Games: Justice Inc.; Pacesetter:
TimeMaster APG, Assassin Queen, Timelricks;
Skyrealms: Companion of Jorune, Burdoth,
Earth-Tec Jorune. Please send info to Darrell
Baran, 477 Melbourne Ave., Winnipeg,
Manitoba, Canada, R2K 1B3. (73)

TWILIGHT: 2000 1ST EDITION PIRATES of
the Vistia, Black Madonna, RDF Source-
book, Armies of the Night, US Army Vehicle
Guide, and the Survivors’ Guide to East
Europe. Also AD&D 1stedition Fiend Folio and
Monster Manual 11. Contact Andrew Bird, 2B
Knotts Close, Grafton NSW, 2460, Australia.
(73)

FROMGDW:JTAS 1,BOOK 8, Supplements
10 and 12, Alien Modules (K'kree, Droyne,
Zhodani), Adventure 8, Atlas of the Impe-
rium, Striker, The Traveller Adventure, the
Spinward Marches Campaign, and Game 1-
5. From DGP: 107 Robots, Early Adventures,
Traveller's Digest 1-5, 8, 13, Grand Survey.
Roger Sanger, PO Box 75472, Seattle, WA
98125. (73)

I'M LOOKING FOR ISSUES of the following
fanzines: AAB Proceedings, The Adjutant, Be-
tween Worlds, Continuum, Coreward, The
Fanzine Reader, Imperium Staple, Jumpspace,
Melbourne Times, North Coast Role Playing,
PARSEGC, Security Leak, Signal-GK, Spinward
Times, T-Tech, Third Imperium, Tiffany Star,
Variant, Voyages. Willing to purchase or trade.
Roger Sanger, PO Box 75472, Seatlle, WA
98125. (73)

HELP'HAVE GONESTIR CRAZY IN PRISON:
Looking for any kind-hearted individuals who'd
be willing to donate any Space: 1889,
BattleTech, Renegade Legion, Star Fleet
Battles, and Space Marine games, books,
modules, and mags. Also looking for anybody
wanting to correspond with an individuallocked
up. Send reply to Richard Steinberg, #69458,

Arizona State Prison—Eyman/SMU, PO Box
4000, Florence, AZ 85232. (73)

GURPS FANTASY FOLK BOOK, Chaocsium's
Masks of Nyarlathotep, and any Chaosium Call
of Cthulhu stuff or any related books or materi-
als. | would like to sell GURPS High Tech (first
edition). Also interested in trading gaming
supplements. Please write to Linda or Kelly, 83
West Parr Bivd., Reno, NV 89503, (73)

ANY INFORMATION, blueprints and back-
ground material from the Transformers toy line
made by Hasbro. Need data on Cybertron
homeworld as well. Material will be compen-
sated for. Transformers SFRPGin design prepa-
ration. Contact Universe Products, POB 10142,
Pittsburgh, PA 15232-0142. (72)

TRAVELLER'S AIDE SOCIETY Journal 1 and
early Traveller items. Will trade or purchase.
Gary Miller, 8811 Emory Road, Knoxville, TN
37931-1614. (72)

BATTLETECH supplements Rolling Thunder,
KellHounds, Gray Death Legionand Sorensons
Sabres. Can trade Rifts or Marvel, or pay full
price plus a finder’s fee. Also want any maga-
zines orfanzines with BattleTechmaterial. Con-
tact Joey Cohen, 7452 N. Washtenaw, Chi-
cago, IL 60645. (72)

SOLO GAME BOOKS: Every genre wanted.
Sorcery! 1-4 and Spellbook, Middle-Earth
Quest: Mines ofMoria, TSR Catacombs:Knights
of the Living Dead, Car Wars 3-6, Fighting
Fantasy 4-41, Heroes Challenge 1-4, Combat
Command, Sniper!, Marvel Superheroes 1-8,
Grailquest, Freeway Warrior 1-4, Crossroads,
AD&D 1-18, etc. (not Lone Wolif or Grey Star).
Also solo RPG scenarios, TFT. E. Jackman,
1815 Butler Ave. 120, Los Angeles, CA 90025.
(72)

ATTENTION CLUBS: We are compiling a na-
tional directory of gaming and SF clubs, and we
want to include your organization. Listings in
the directory are free. Write for a survey formto
Unconventional Graphics, 841 Worcester Road,
Suite 207, Worcester, MA 01760. (72)

We have readersfromcoast o coastand as faras
Australia and Israel! The best submission each
issue wins a prize (up to $30 value). TGC is just
$15 forone year (6 issues), or $2 forasample copy
(check/MO payable to MTA Graphics). PO Box
278331, Sacramento, CA 95827. (73)

DUNGEONIER DIGEST: A ROLE-PLAYING
MAGAZINE. We cover AD&D as well as other
fantasy game systems. We need artists as weli
as articles, and we pay cash. Please contact
Star Quest Games, RR #1, PO Box 81, Flat
Rock, IL 62427-9735. Request a sample issue
for only $2. (73)

CAMELOT '94: A newsletter devoted to role-
playing in any shape and any form. Each issue
is 20 pages long and includes rules variants,
adventures, and fiction for your favorite games.
Submissions and questions should be sent
with a SASE to Philip J. Reed Jr., 319 W.
Grand, Perryville, MO 63775. (73)

ALLIANCE ADDRESS: This new Star Wars
gaming newsletter has adventures, campaign
settings for the second edition, new character
templates, dossiers, game updates and re-
views, and more. Send a legal-sized SASE to
Planitia Publications, POB 10142, Pittsburgh,
PA 15232-0142. (72)

SILVER GRIFFIN: Amagazine for enthusiastic
gamers. Contact Silver Griffin, PO Box 1751,
St. Paul, MN 55101. (72)

THE TRAVELLER CHRONICLE: A new
magazine covering all aspects of Traveller,
from original to New Era. Published quar-
terly. Contact Sword of the Knight Publica-
tions, 2820 Sunset Lane 116, Henderson,
KY 42420. (72)

BEAUMAINS:The Arthurian magazine forgam-
ers. Pendragon scenarios, historical and liter-
ary background and discussions, etc. Pub-
lished 3-4 times per year. Submissions
welcome, especially artwork. The first three
issues now available from Gareth Jones, 62
Atherley Road, Shirley, Southampton, England
SO1 8DT. (72)

LOOKING FOR JTAS volumes and older Trav-
eller game materials and miniatures. Also Ren-
egade Legion/Centurion miniatures. Contact
Gary Miller, 8911 Emory Road, Knoxville, TN
37931-1614. (72)

TRAVELLER SUPPLEMENTS. GDW: Secret
of the Ancients, JTAS 15, 16, 18-24, Alien
Modules 2, 4, 5. DGP: Starship Operator’'s
Manual, 101 Robots, Travellers’ Digest 5-21,
MegaTraveller Journal 1-2, Flaming Eye. Pho-
tocopies are fine. Please Contact J. A. Holden,
1221 E. Charleston Ave., Phoenix, AZ 85022.
(72)

SEEKING ANY PROFESSIONAL or personal
work, article, background, etc., dealing with
Star Trek'sKlingons. No fascism, fetishism, but
political and social reflection. | also play 2300
AD,MegaTraveller and Space: 1889. 'mseek-
ing any materials about these RPGs. Write to
Eric Morel, 5 Place Du Commerce, 14123
Cormelles-Le-Royal, France. (70)

. FANZINES.

THE GAMER'S CONNECTION™ is a bi-monthly
small press publication for RPG fans. Features
include articles, gaming tips, NPCs, con info,
upcoming releases, product reviews and more!

GAMERS FORUMwas Apartnewsletter. It still
covers a wide range of games. Send your
requestfor a free copy. We are open for articles
and art submissions. Write to David P. Kufner,
800 Emory St., Apt. B, Imperial Beach, CA
91932. (71)

FGMP-16, a quarterly newsletter dedicated to
Traveller miniatures rules, equipment, battles
and campaigns. Features terrain-building tech-
niques, new battletanks and Aslan mercenary
battalions. Every issue will contain a new ve-
hicle or two, and 15mm starship deck plans.
The exploits of Kelly's Highlanders, a tank
mercenary battalion, will also be covered. Con-
tact Mike Kelly, 10710 Evergreen Way, C-308,
Everett, Washington 98204. (71)

DARK TIMES, aquarterly newsletter dedicated
to Dark Conspiracy, features new proto-di-
mensions, equipment, adventures and DarkTek.
The Dark Lords and evil minions will also be
covered in detail. Each issue will have a com-
plete adventure ready for play. Contact Mike
Kelly, 10710 Evergreen Way, C-308, Everett,
Washington 98204.(71)

CYBERPUNK GAMING FANZINE: Features
adventures, source material, fictionl, etc. Cov-
ers most cyberpunk game systems. Submis-
sions welcome. Send a SASE to BIOSCAN,
833 N. San Juan, Stockton, CA 95203. (70)
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