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There's mol-c to life than trade and hot rer.ovcry missions. in ordr~ to build an intc.r\trllar civilization, you have to get down on the surface of 
a planet and maktl thing5 happen. You have to survey and explore tht: world, educdte the inhbitants or bring in colonisb, fight hostile fauna 
and flora, plntmt your people aqainst raids-in short, tame the world. 

Now you can do exactly that. World Tamer's Handbook include5 
bootstrap operation as well as a full colonization mission. 
. Take charqe of the futurc one world at  a tirnc with the 1 

wel-ythinrj you need plus two sdmple campaigns: a classic coalition 
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Only someone above the law can 
ensure the safety of a young gW Can thePCs survive asimple train- 
kidnapped by a merciless crime ing course when a horde of robot 
lord in this Mere: 2000 adventure. assassins attack? 

10 Pff vate Charter 
When a job sounds too good to 
be true, it usually is. 
By Allen Ray Garbee 5b marW Arts 

Rules on martial arts combat, ad- 
dlional martial arts techniques and 
styles, plus an exciting adventure. 
By Robert K. Wood 

14 lnherltance Blues 
Jobs aren't as scarce in the New 
Era as they used to be, but any 
smart spacer will keep his eye out 
for away to make a little more cash 
quickly. By George Wlliam Hehett 1 1 When you think the battle's over, 

1 8 Dr. Amal Ignatl us Mendoza the fight has just begun. 
Accusationsof scientific fraud and By J. B. Hill 
tridcery cut his formal career short. 
Yet, at times Dr. Mendoza still 
shows an uncanny ability for in- 
vention. 8y James L. Cambias 70 TlrventyThous%nd Leagues 

22 Black Powder Through MartIan Skles 
Fl rearm Des I gn For w k k s  now, cloudship had 

A design sequence aimed at de- 
been disappearing. Finally, tho 

signing "primitive" firearms- . culprii was sbhtd: not Martian or 
human cloud captain, but a 

weapons firing black powder 
ammunition. By Frank Chadwidr sandwing, a most notable beast 

from Martian legends, said to be 
much like E-arthly dragons. 
By Terry Sophian 

36 Globules 
Horror emerges from the strangest 
and m t  unexpected places these 
days. Who wuk l  ever have sus- 77 HoloNet 
pected that a nightmare could ooze 

Waystatlon 
Explore the HoloNet, a grand 

forth from a small Maine town? But $ 
did. Perhaps a nightmare waiting to 

projecl put forth by the Old Repub- 
lic. Part 2 of the companion to Star 

happen ties next door to us all. 
By Michael C. La%ossiere Wars Galaxy Guide 7: Mds Elsley. 

Bv Martin Wixted 

46 The Deep Blue Selze 
Despite the 2025 ban on whal- 
ing, someone is still running a 
whaling ship, and that someone 
must be stopped. By David Perry 

50 Spy Archetype I 
I've been a street-ganger, a jet-set 
hanger-on, whatever the job re- 
quired. You want someone to get 
in close to your enemies, I'm the 
one you need. BY ~clvid Perry L 
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FROM THE 
MANAGEMENT 

By Frank Chaddck 

EVEN AS WE SPEAK.,. 
Battle RlderTu IS berng shippad out to distributors 

for reshipment to retail stores. By the tima this issue of 
Challenge is in the stores, you w~l l  all have had a 
chanoe lo play it a couple of limos, or al least take a 
look at it on the slore shelt. We're real happy wrth how 
it turned out, and we think you will be too. 
One thing you'll nolce even ~f you don't buy the 

game is the distinct anime feet to the cover. We'd been 
gelting some very good react~ons to the computer- 
generated covers on the Travellernf products, all 
done by our own Kirk Wescom, slnce early thts year. 
With Battle Rider. though. I lhlnk Klrk's outdone 
himself. He said he didn't have much time to do it and 
so stayed up all night lo finish i t .  I told him he should 
stay up all night more often when he's working on 
covers. 

Made me want to go ou! anddo some kind ofaglant 
robot game or somerhing. (Don't worry, the madness 
passed .) 

NOW IS THE SUMMER 
Of OUR GAMING DISCONTENT.,. 

,Magic: The Gatheringru produzt cont~nues to move 
through the retail stores like an avalanche, crushing 
many small trees in the process. I'm not sLra how 
aware everyone out there IS of just how much of an 
effact this phenomenon is causicg throughout every 
level of the indusiry, but let me tell you,  it's a b!g one. 
The good people at Wizards Of T?a Coast have come 
up with a game that has captured the irnagination of 
thegamingpubliclikenoproduct bas In recent memory, 
an3 the public has responded wlth an unprecedented 
buying frenzy. This year WOTC vrill probably do lwice 
as much in sales as TSR's best year ever. 

Plnd it couldn't happen to a nicer bunch of pecp!e. 
Last year lhey were the underdogs In a laursuit by 
Palladium that threatened 10 put them under perma- 
nently: Ihrs year they're the absolute und~sputed 
number one company in Adventure Gaming, Now 
there's a Horatio Alger story for you. 

So what's all this about discontent? 
We are gettlng an Increasing number of E-mail and 

conventional le:ters telling us !hat garners are unable 
to find fairly recent releases in their hobby stores. 
(Path of Tears?" is mentioned fairly frequently.) II 
appears that some retailers have 18: Ihe huge dollars 
generated by Magicdislracl them from the importance 
of maintaining the staple game products in stcck. 
Some stores are tak~ng the inilial shipment of a new 
prducl ,  and then when it sel!s through they don'l 
restcck, i ~s tead  replac~ng 11 with other new product 
and offering to special order any older produds. 

There is a problem w ~ t h  this that all of you should 
understand. Actually, there are lm.vo problems. 

 firs^, most mtd-size publ~shers rely on restock or- 

I - . -  
ders to survive. l r i l ~ ~ @ l @ i W & : ~ . ~ ~ r  !he initial 
costs s s c c i a t d  h@lm,gi&!?#, market, but 
it is the continuing h @ s w $ i W # # p y  things like 
sdaries. rent, p h o & , & 7 i ~ : p u ~ $ s  of en have 
very 1itt.e o w r h e a d ~ ~ ~ ' 8 ; 1 ? ! ~ ~ i a s ' w o t r y  about 
this as much, whi&-,*.very high inilial 
shipments (such e n d ; s r p w ! # ~ ~ ~ )  generate 

tots of pretty 

work themselves out & M f , y , n .  t f  you care about 
the sort of game sele&ri.$otW favorite hobby slore 
carries, do someihing ,#out it. 



F =  7 Letters to 9 ,! 

Dear Frenk, 
Iw~tothmkyouforywred~ht#7Swneernlng 

WhL W ~ ~ ~ .  Rs about time m w n e  -what 
you did In wit. i U~wht p r  padhg remark about 
~ w i t h w t ~ r w a s a n a # w ~ e a n d e f f g d h r e  
~ n d e r . ~ t ~ . I ~ ' v o y m a y b e Q e t l S n g a  
lafm~e~r318cethbmtnthene~uMum..* 

Oear Mr. mdwk 
Re: Your editmid comments tn ehellengd PS, abord 

of humor' and your %ush Limb& ddem." 
Uther you ma ndl along-tkne (one war or mom) P h r  
to~sh*sentlre:prosramoryouhawtakenthedead~and 
pPobeMy~)cornmen?soutofconteKt~aWnw~ 
usid by thaw of th tiberal pewasion). Thad not baing 
t h e ~ * ~ i s t h e n r e r y , # r y ~ & a f y o u D O l a d c a  

of humorll Tm b H S  FUN! 
PS: It% a GAMING MAGI Wghten up' rn ths polltb, 

huh? What &out the CUnbnlan D a f e m g l  fievtrr done 
nuthln'r 

b a r  QOW, 
V o u m a y ~ l m y ~ ~ r s t o G D W , s n d m y  

~ l e s b i ~ o n y w r w o r l d d e s ~ n , ~ I m d w e t  
shlps. Mow t can tee~nmend a new book thataan p m W  
e#ealht, ~~ b a d  hfwmation m vAIl &d 
EolortoanywrH, 

T h ~ o f t h l e b o o k I s W ~ $ r e ~ M ~  
~ 8 3 & w W m t ~ k k 3 w ~ b y k % F . ~  
(ISBN o.08-016804-1,315 p g e ~ ,  I-larpeMlb pub 
Ildw). kmd on artfetes In Ashmamy magazine, B 
coven a aet of 'what WT aainarios. For example, what if 
the moon dldrffexkt? What if ihe moon were d-r, the 
m h d b ~ , t h e m ~ ~ l t e d .  

H e ~ ~ a n w n b e ~ o f ~ ~ t r u t ) w , ~ a s :  
The IlgMer the plmt, lb faster the phmfs ow, h 
~dwwEnds(noteMeonMara,wtlh1Wm,p.p.h.wlnd- 

sf om^ whkh k t  for weeks, occaskrnal& cowrhg the 
whde phdl). He also nofee the d b t ~  an means, 
wknoes, Mes, a d  Hfe. 

And In the m m h ,  I have Wnd s9x new T h v d k  
k m ~ :  

Path of -8, bFWe@'a 8ersen# & SunrlwPl M q I n  
f w ~ ~ ~ . A I l n i o e l y d ~ , b u t ~ l l t h d ~ ~ m ~ ~  
exeetht leudl A m m j o b .  (Now, 1 onty we an get 
daws 0ntheAUbtdne sydem.., :-) ) 

HaFd7hma. Glad 1 #It, e m  # f a  for ~ n f . A W w # .  
byalwv eccwnt d the death otan interslelk duW&n 
is hard to to, d e r  all. 

fravdlw (the original boxed e d b n  end Adam ol th. 
Impsrlum,WeU, Cs Ol$ but t h e i ~ ~ t s  m a  o m  
the btl6yeevs makestMssMfhel bob andent and 
clunky. 

tlew GDW, 
I h ~ l v e j u d p u ~ h ~ m W t t l o n ~ p  

mentQuldsfwTravellu,and In my@nlonW'Chudlu 
~ o f p r o d ~ h a s e ~ m a e h e d a n e w b l g k l ~ t  
the other Wo mawk-hth d Tmm and Smmh 8 
-re ~Ihl, bul hay haw b I l  supmsud. 

A s w e H ~ ~ t b f a a t t h t h l I ~ ~ s e e n a m w  
'havdler produd wry month thb year, I w d  b 
gmful i fy~eeuklsendmeulw~.AFsomwtPen 
W s U t h e ~ E w o p r ~ ~ ~ a f o r  
IMtigM: 2040 be WlaMe? 

Thanks lar #e coqdhwnaS, Evan. kst Europo 
S o ~ ~ h m m ~ n a u v ; ~ # ~  
~ W ~ a N o w ~ ~ ; m d y w r ~ b o n L  
way. 

* m 



T 
he LA district attorney, Edward Hale, 
has been at odds with bcal crlme lord 
JuMinBudcingham forthelasttwo yeam. 
BuFkinghm has responded .to the in- 
creased pwsure from the DA's o f f i i  
by kidnapping Hale's 1 O-yearddaug h- 
ter, Elisa Only someone above the law 
a n  ensure her safo return. 

The PCs are contacted by a Seattle- 
based merc recruiter named Adrian 
Mclnnes. Mclnnes and Edward Hale 
have been friends since their time to* 
gether in the military, and Hale has 
decided it's time to call In some old 
famrs. Hale is offering $5000 up front, 
with an dditi ind $30,000 if Elisa is 
returned safely. Mclnnes can rent the 
PCs s u p p r e d  MI 6e and assaults J s .  

ABDUCTION 
Justln Buddngham has had the run d 

lAfwtRe past four years. He M the DA 
d numerous police offm in his b& 
w.Twoyearsago,the DAwmforoed 
do resign due to a scandal. His re* 
mentwsEdward Hale, an ideaffstiiyou~ 
man d a e n n l d  to make a dierenee. 

Hale vowed to rld the city of the 
depravity and crlme that was eating it 
away. He succeeded in purging the 
police department of most of its wnup- 
tbn. He also began putting a k t  of 
pressure on Buckingham and his entlre 
organizllon. Halo has come close to 
indietiw Bucking ham on more than one 
occ8sion. 

Finally, Budringham couldn7 stand it 
anymore. Hall had to be removed 
quickly and silently, and In such a way 

. . as to avoid casting suspicion on 
I Buckingham or any of his people. 

Buckingham's men kidnapped Elisa, 
then told Hale that he must resbn or she 
would be killed. The man who would 
most likely be Hale's successor was 
already in Bucklngham's pocket. so the 
shzdlon was Meal, 

The police haven't been able to turn 
up anything. All they know is that Elisa 
was snatched while she was playing in 
front of her home. There werem w b  
nesses. The phone calls from the kid- 
nappers are all shoa and to the point, 
and they give no clue as to the when 

6 Challenge 74 

CRIMESCENE 
Both Hale and Mclnnes mnsider it a 

loregone conclusion that Elba's ki- 
napping was ordered by Bu&lnpham. 
T h y  will W h  inform tho P a  of their 
suspiclona. So the PW job wnY be to 
find out who kklnrrpped Elba but rather 
where she is being held. 

There are numerous routes the PC8 
can taka. The obvlous h b o  is to in- 
v d g a f e  near the wane of the crime. 
There wlll be no physical evldenco of 

the call Is adginatlttg from or who Is any sort at the scene. Any neighbpn 

b 

making it. The FBI and potlco continue who are asked bu! the incident wll  be 
their fruitless search. somewhat annoyed. ll@w already 

talked to the polka and the media on 
REFEREE'S numerous a d o n s .  

WFORMATION WhIle the PCs are investigating 

i 
Buckingham's original plan was to around the n e i g h b r h d ,  they wlll be 

kldnap both Hale's wile and daug b r .  approached by a 7-year-old boy named 
fheplmpmvqdtwd%ngwrrusasHale's Bobby who lives nearby. He will tug the 
wife only lef! the house in the company PCs' mats and ask them what they're 
d others. Buckingham didn't want to doing He will persistently assail the 
risk anything going wrong with the op PCs with all manner d questions about 
eration. thelr purpose here and what they do for 

Three of Buckingham's men rnoni- a Iivlng. bbby will Morm the PCs that . 
tored the Hale household for avt a hls daddy could beat them u p  No doubt 
week. They determined Hale's sched- the PCs will becrrme sufficiently an- 

I 
ulo and the family's habits. One after- noyed with this little brat.Atthir point, he , 
noon after Ellsa had returned from willc&sually mentbntha! he knows who 1 

school, she went gut to play in the front ?oak the kid from there" as he gesturm 
yard. Buckingham's men moved in and toward Hale's house. 
grabbed her. Bobby was out riding his bke when 

ElLa Is being held in asmall estate in he witnessed Elha's ktdnapping. He 
I 
I 

the San Francisco area. This compound kept this to hlmself because he thought 
I8 constantly guarded by Buekiigham's it was of little conquence. It w m Y  
men. R is owned by a csrmpany that untl today, when he saw a news updato 
Buckingham oontrols. Ii would be difli- an Elisa's disappearance, that he real- 
cuh to prwe any conneetion between ized people were boking for her. So he 
8udringham and the company. The hopped on his bike to find someone 
guards we all very byal and wauMnl interesting-totellthis pttiwlarfactto. tf 
provlde any information concerning the PCsareangry whh3oWorthrerrten 
Bucklnghm's involvement. hlm, he will begin to cry umntrollabty. 

So far, Hale has secelved two calls Any neighbors who happen to be out- 
from the k1dnappers.Theflrst call was to side or boking out their windows may 
inform him of the fact that they had his assume that the PC$ are trying to kkl- 
daugMer and she was allvo. The see nap Bobby. 
ond call was to inform him of their do- If the PC8 are very nka to Bobby, he 
mands. Hale is to resi n from hk posl- will be able to describe one of the kid- 
tion as DA in 15days oi % isdawhter will nappers for them. The description will 
be killed. The kklnappem will indeed kltl be recognizable to Hale, or anyone fa- 
her if Hale doesn't cooperate. miliarwith theLAcrimescsno, =Jimmy 

Elisa was kidnapped five days ago, Robetts. He is known to be connected 
so only 10 days are left to meet the wRh Buckingharn. Jimmy doesn't have 
demand. Hale will give the PCs I 0 days a crlmlnal record, and any computer 
to find Elisa, but if they don7 turn any- searches on him will turn up very Me. 
thing up in that time, he will redgn, Bobby can only describe the kidnap 
When he resigns, he will receive an- vehicle as being a van. 
other call from the kldnappen.They will 
tell hlm to meet them at an abandoned BUCKINGHAM'S RECORDS 
warehouse on the outskirts of Los An- The next area of investlgatbn would 
geles. Thekidnappers will not be present probably concern Buck Ingham, his 
when Hale arrives, but Elisa will k employees or hls records. Tho easiest 
there. She will be bound and gagged in way to got Into BucWngham'o flles is by 
the center of the warehouse, but still computer.The numberfor6udtingham's 
allve. computer system at his Bucklngham 





lndustrles building Is easily oblnabte. . , 
The PCs can break Into the system with 
a Oilfkult: Computertask. Once In, they 
wlll have aceass to most of Buck- 
hghm's records. Everything smms 
leghate. Buckinghm's priv- filer 
will be available if the PCs can make a 
Formidable: Computer task. These files 
contaln numerous holdings t h l  Buck- 
ingham doesn't want connected to his 
business, including records on stocks, 
bonds and numerous pieees of real 
estate he owns. The nearest of these is 
the estate in Sm Francisoo.A list of tho 
pmpb Buckingham employs outside of 
Budtingham Industries will be waifable 

I 

In the records, as well as his banking ' 1  
informatlon. He recently withdrew 
$50,000 and paid J. Roberts for 5er- 
vices rendered." No other applicable 
information can be found in Buck- 
ingham's computer fibs. 

.! l 
The PCs can enter the phone 

mmpany'scmputer (FormdaMe:COm 
puter)to check on the calls Buckinghrm 
has made f rom his oflice and home. He 
has made numerous d s  aroernd the 
country from both his of f i i  and home. 
Only one can was made to one of 
Bucklnghm's real estate holdings: A 

' +  I 
t 

one-minute call was p l d  k the es- 
tat@ in San F r a n h  on the day miss 
was Iddnapped. Tho phone number will 
match with the records in Brsdtingham's 
personal files. 

- *  I 
The PCs may decIdo to break into 

Bucklnghmt home or hls offlae build- 
Ing. Neither of these tasks wlll be very 
easy. Buckinghm'a home is a virtual 
fortras, and a h e n  wed guards 
patml the grounds at all times. Gainlng 
access to his home should be nearly 
immsible.The Bucklngham Industries 
office building isn't 80 bad. There are 
only two or three smr i ty  guards to deal 
with. The buildlng does have a stateof- 
the-art alarm y a e m  (overarme with a 
Formidable: Electronics task), and the 
potii will reply to B wlthin five minutes. 
The Information to be found at ohher of 
thoso locatlonaisthesame asthat inthe 
Bucklngham Induslrieswmputer ys- '-:r < -  

tern. 
The thug  under Bucklngham's wm. . 

mad will not reveal any lnfonnatbn . 
coneerrring his illegal dvities. Most of . - , 
them aren'l even aware that he ordered 
Elha Hale's kidnapping. Tho only per- 
son on Buckl~ham's payroll who may 
reveal some vital information isthe law- 

. < yet he employs. Veronk Bdn is a h. 

. - 'k$ " 
d 

, '<.: ' lawyer who works exclusively for 
Budilngham. She suspects he had Ellsa * ' 

Hale kidnapped. Bah belevestha! 8isa . I b being held In San Fnnclsm beauso 
Bucklngham gave her orders to have 

8 Challenge 74 .. I . 
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the utilhbstumed on at thoestate &few 
days before the kidnapping. For Etain to 
reveal this Informath, she will have to 
believe that her life b In immediate 
danger (Dllficlrlt: Interrogation). 
The only other place to Investigate 

Elisa's diserppewmm is on the street. It 
is ccinmon knowledge to tho crlminal 
element in LA that Budtfngham was 
pulling tho stings behind tho Hab kid- 
napping. tf the PCs bdtjend some 
peapleinthe mirnirsal wrdeground. they 
wll heartho rumor- t h l  the girl is 
being held at one of Buckfngham's nu- 
memw hwsw around the country. 

ESTATE 
fhe e s t a  b lacski In an affluent 

rubutbjustonthewtskittsdSan Fran- 
cisco. Thls mlghborhood was the pet 
pmjed of s b l  developer. He super- 
vised the building and ptacement ob the 
homes in this area. a d  most of tho 
housessumund a man-made lake. ThIs 
development has ih wun securlty fom. 

~ ' ! 3 ~ I s ~ b y  
hwtwaosthraM*htfest h i J h . h  
~ o n e ~ a t t t r e ~ o f t h e e e w a  
~ t w o h l b d L E a E h d t b ~  
oollsk8 d an wHxlgMJrwr gate. 
f h e s e ~ m p a d b c k o d a d e a r r y a  
"8bnrvaredDog'slgmTwbbmm 
~ersroamths6ae'sgrounds. 

fheeasiaSawaytop'nmstothe 
estate b via the man-made lake. Any 
suspidous vehlck or paplo on tho 
streetwill draw the attention of thesecu- 
rhyguard&The PCs will be able toentw 
the iake through a park at the w i t e  
end from the eskb. Tho PCs can b'itw 
a m u n d t h e ~ u n h ~ a s t h e p a r k  
duasnotfaUwithfntheMeuiesofthe 
developma. 

8ucklngham's thugs havo Installed a 
simplistic security system around tho 
house. It consists of a series of security 
cameras placed over the entrances. 
The monbrs far thme earnems have 
been set up in the W e n .  fhe thugs 
dldn't bther to hide or camouflage the 
securiiy cameras. Thv a h  did a rather 
messy wlrlng job (Average: Ohm- 
tlon to spot the cammas). ; 

Basement: h only entrances are 
the stairs and cellar &or& Thls arm Is 
fPlM whh an imprasshe wlnecdlection. 
The water heater, fuse box, cbthea 
washer and dryer are located hero as 
well. 

Foyer: Smooth stone steps leading 
up toa huge get of double dwn. These 
doon have a small mate window at 
eye level. There is a m r i t y  camera 
a h  the Imnt docrr. Inside, shin lead 
down to the basement and a A 
guard patrols this area at a0 tlmes. 

Ohlng Room: This room is empty. 
The furniture b covered with white 
rheek Blankspaces am notkeabb on 
the walk whre pmlntlngs haw been 
removed. 

Kltcham: Tho table In this room has 
been overrun with video monbrs and 
endless atreams oi wire. These moni- 
tors aro hooked up to cameras @ a d  
abwo ths front door, W door, aide 
antranee aml cellar ontrance. There Is 
also a camera inside Ekak mom. A 
guard is always present there. 

Llvlrtg Room: Thh sunken m m  
contains atelevhkn and assotled fumi- 
ture. This mom kokr thoroughly lived 
In. Cushions I& on tb Ibor. Tho d o e  
tabla is buried under beer cam and 
Chineso m u t  m n s .  

Llbrary: The shelves In Olls m m  
have been cleared. The qoolrs are all 
packed away In bxaa that l b r  the 
fbor. The desk is ewered wkh a sheet. 

Bedroomr: At any ghen tlme, four of 
the estate's guards will be rkplng In 
these bedrooms. The othw four will be 
on duty. These bedrwms me r&er 
Spartan and contain tvvo M s  &. 

Eth's Room: The door tothis Wrn 
la padkcked, and the windows are 
boarded up.Aamora f mw nted abwe 
the dwr, display lng the contents of tho 
room. Then is a bed and a tabh here. 
One d the guards gave Elisa somo 
bodrs to mad. Shell bo reding M she 
isn't ahlp 

ASSAULT 
Durlng an attack, Robeh and the 

other guards will retml upstalrs and try 
to hdd thad area. They will use J waU- 
able cover to their advantage and will 
use E l k  as a Wage. Tmr mi& 
aftor any &a&, the thugs who aro 
asleep upslain will be awakeand armed, 

Five mlnutes aftor any firefight st&, 
the polka and kcaf semr l t y  f o p  wilt 
w h .  tl rvill take them another few 
minutes do get past the gate. Theyr)vUI 
prrrceed Ward tb how, di6 In 
whatever k + w p  b n8cassq. , 

tf the b going badly, Wem 
will attempt to e w e  with Eliia He will 
flee amss the lake in one of the paddle 
basta Roberts will not surrender. He 
wil ~ ~ s a  if he is given no altmative. 

N x s  . 
Edwatd Hmlm:The new dbt& attor- 

ney for l.as Ange bs. Hale. only wanted 
to hetp tho peopte ol LA, and hs was 
mpaid whh the kidnapping of hb daugh- 
ter. Hale has a strang sense of justics 
a d  b feeling hslpbs when his 
daughter3 #e is on the lEna H l e  Is a 
No* NW. 

E l h  Hak: E l k  is the 10-yearsld 
daughtar d Edward Hate. She b quite 
brigld for her ago and has kept d m  
Quough thb ordeal. Shob still a chM 
andwlDpmbablybeasfowfulofth0 
PCa as rho Is of Buddnghaml thugs. 
Elisa is a Novim NPC, 

Adrlrn M ~ h 0 8 :  Mclnnes k ba& 
in S a l e .  He b a veteran of tho Outf 
War a d  has remained in oontad with 
mumerws other W r m ~  both in the 
m l b y  and out. Thrqh  thoem eon- 
wds, Mctnnes h i m U  became a mrc 
Ibr a number oi years. For the last five 
years, he's been a men: racruitor. 
Mchnes b a V a n n  NPC. 

Justln Budsbrgham: Outing his teen 
years, Buddngham was nothing but a 
cunmon thief. &I he grow ddw, ho 
began moving Into the drdes d ma- 
n- crime and gang wadare. He has 
buitt himsell a tidy IMIe emplro in Los 
Angeleta. Any inords or ethlcs he m q  
have had have been washed m a y  by 
panof avarioe and crime. Buddngham 
iP an O i  NPC, 

J ~ b b e r t s : W w t s i s o n e d  
8uckinghm'a chid thug& He is W- 
ibly loyal to BucWngham, and he'll put 
himself at sorlous risk to protect 
Bangham's interests, Rob& is a 
stonecold killer and won't have any 
qualms about uslng E l i  as a m a  
He ts an E l i  NPC. He has Unarmed 
lvlartial Arts: 5, ObsenratSon: 3, SmU 
Anns (M): 5, d Sbalth: 1. &my 
mrles a .# magnum with two quldr- 
W o n  and a s a w a d d  pump adbn 
shotgun with five extra shells. 

Buoklngham'r Thugs Seven other 
thugs are guarding h e  estate In San 
kamkm fhese man are vary byal to 
both Bucklngham and Robe&. fhoy 
wnY loso d o  u n l w  W flee8 
or Is Impadhtud. The thugs are E x p  
hnced NPCs. They havo Small Arms 
(Rifle): 5 and Unarmed Malthl M x  3. 
Each isarmed withaM9and an Uziwith 
tm U r a  dip@. 

CONUUSION 
tl Elisa b returned alive, the P a  will 

mcehre thdr payment and the undyfng 
gratitude of Edward Hale. tf any of the 
t h u p a r e W n ~ e , ~ w r O l  b e g h  
a lengthy prison s m k a  The thugs 
will noP ' tev4  wko thelr emp9$(errms. 
(t is y, b the referee whether Bud- 
lngham is canvktod of tho kidnapping. 

At any rate, tho PCs will have one 
very powerful enemy. Even if he h put 
behind bars, Buekingham's orgmbr- 
abn will continue b function in sme 
form or m o b r .  fhe PCa find 
Budclg)laun to be a dangerous b, In 
prkm or out. fl 



he PCa are contacted by 
Col. Tbbets, an ex-Brit- 
ish officer turned merce- 
nary. fibbets represents 
en unknown party wish- 
ing to hire experienced 
mercenaries for a lucra- 

tive, high-risk, covert operation. A cer- 
tain group has possession of a large 
quantity of precious metals, which 
libbetsrefen toasmEl Dorado."Tbbets 
states that El Dorado rightly &longs to 
his patron, so Tbbets is organuing an 
operation to recover the valuables. 
Tibbets is famlliar with the PCs due to 
their renown and previous successes. 
He is very persistent and will refuse to 
take no for an answer. He offers a huge 
sum of money (up to $1,000.000 per 
person, with a 10% retainer). Tibbets 
will grant rights to the equipment used, 
plus any valuables incidental to El 
Dorado which the PCs capture during 
the operation. He will ensure total re- 
sponsibility for transportation, insertion 
and extraction. 

Sounds too g o d  to be true, doesn't 
it? 

TRANSPORT 
Once the PCs accept the mission, 

Tibbets sets a rerdezvous at a camp 
ground in southern Ohio (or any other 
agreeable camping site). On arrival, he 
ushers the PCs into a small RV. Tbbets 
seats the PCs in the windowless living 
area, while the vehicle's driver drives 
off. The PCs have no idea where they 
are headed, though Tibbetswill respond 
to any fears or worries as, 8ecurly. 
You don't need to know."After an hour's 
drive, the RV bump up a short incline 
and comes to a stop (from exterior 
noises, the PCs believe they are at an 
airport). Suddenly. the RV roeks and 
sways, while Tbbets says. %tay calm. 
We'll be airborne shortly.' 

The PCs are In a GI30 eargo plane 
winging its way through the sky. Refer- 
ees should be encouraged to worry the 
PCs by keeping them in the dark as 
long as possible. The RV is sel-con- 
tained, and the doors are locked to 
keep the PCs inside. The PCs are en- 
couraged toget some rest, and they are 
told that the operation's planning be- 
gins on arrival. 

The PCs arrive at an airfield at night 
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plrrd are driven thrwgh r bown to tho 
halbor. Some PCs wlth extensive ox- 
perience (-ex-US senricemen) 
m y  the c#y as Mogadishu, 
Somalia h PCs board a small, rust- 
coerted, coastal cmteriner ship, the in- 
d h  Star; with a Mddhres reglstw. The 
I n d h  Star canios a pwtid bad of 
contahrs, including a series of ape- 
cia& comrtructed w q n s  and equip 
ment storage conialnen. The freighter 
sets sail and steam south-e~lutheast. 

On their first day at sea, Col, Tibbots 
and the ship's captain, Captain Juan 
Dim, dl a planning cunference, where 
TlW provides dedc plans of the tar- 
gel vessel (conspicuously ahsent are 
any Wentifylng names or m m u -  
dy agaln). 

Theb&grwnd information Indudes 
the following: The target vessel is 
crewed exclusively with Japanese per- 
sonnel. Tho freighter hers a oomple- 
mmof 12 (captain, fM mate, second 
mate, thrde holmsmon,three engineers, 
a cmkkleckhand and two dedrhands). 
The vessel b hiihly automated, resuh- 
Ing In the low crew die. Tbo crew is 
ex- to be armed onfy with small 
arms, if Hat. The PC* wn expect the 
targel vessel b be dead In the water. 
The PCscan expect af riendly approach 
under a deceptive cwer of m e d i i  aid. 
Two small mall are availabl- sur- 
plus 40-foot navy motor launch and a 
36-foot Sea Fox hfgh-speed assault 
boat. Last, 1- Informs tho PCs that 
they have from two to seven days (rel- 
wee W l y  mlls 1D&l) before the 
attd crur take place. Tl- leaves 
the PCs to plan their aitadl but is 
availabls for conrutation. 

ASSAULT 
H-hour approaches. W e t s  warns 

the PCs the operathn will begin in three 
hours (referees debrmine the exact 
environment). The Indian Star ap- 
proaches fwo s h i ~ n e  burning and 
sinking, the other the small freighter 
F&&i M m A w e  to lending assis- 
tance. The PC8 are M o r m d  that their 
o b j j e  is on-board tho Fubt&iMan~. 
The hdh Stitroffws to provlde assis- 
tance to tfw wrviwrs The Japanese 
accept the offer. 

Tho 40-foot motor launch w r i e s  sev- 
eral PCa posing as medial technictans 
and general help The survivors (30 In 
all), officers and mend Japm's Marim 
Safety Agency, wece the crew of the 
S h W &  which suddenly sank after 
an CnlMown exploebn. Most suwiwnr 
are,sMed to the hdhn Star, whore 
they are placud under guard by the 
I n d h  $tats crew, The only tasks I& 

PRIZE 
The cargo hold is divided into four 

locked vauhs (opening them is a For- 
midable :a& roquirlng high Combat 
Englneeror Intrusion skllls), oachhpld- 
iryl a portion of the metal, In sealed 
metal bo~es each massing 100 kib- 
grams. The am a total of 52 cases in 
tho vaults. 

The cantents of each box is 20 kilo- 
grams d weapons-grdo plutonium, 
for use as fuel in tho Japanese nuclear 
power program. 

f'Gs withahihCombat E q i n e d d  
will realize there is $fluent plutonium 
to construct 1 DQ to 150 bombs, de- 
pending on the weapons yield. At thls 
point, Col. Tibbets terkes~harge of the 
unloadtng process and orden the PCs 
M t o t h e  Indim Starwith, Welldone. 
it's our problem now." 

CRUNCHTIME 
The PCs a r e i d  whh twochalces: 

honor their contract, or attempt to take 
the FubrsW M m  from Tbbets'dwleton 
crew. HthaPCskeepthelrbargdn,they 
plre returned to their country of oain 
and paid the balance of the money 
owed to them through a numbered ac- 
count (what's a few million dollars for 
thls mgo?). However, this may come 
badr to haunt t hem, partkularly as most 
governments, induding the Unlted Na- 
lions, me desperate to find out the fate 
of f i t h e  F-I Manr and identify and 
punish the perpetrators of this Ebtadr. 

If the PCB decide to renege on their 
deal, they should try to even the odds 
by freelng thesurvlvonof the Shirafsukl 
Captain Suruki will demand to lead er 
boarding patty &gaM the FubukiMau 
A nasty firefiiM breaks out between the 
ship's prime crew (a mix of d b r s  and 
combal engineers, who are wifing tho 
shlpfor demolition) and the PCs'group. 
Prompt use of a radb may surdinon 
thlrdgarty navd support, such.as a P- 
31s-3fmm the US Navy or an Atlantique 
from the French or other Indian Ocean 
power (which may In turn want the 
catgo for itself--tho potentialfordupli 
ity Is andless). H the FubdI Mmdevl- 
ates from the course fibbets and corn- 
pany weresteering, asmalldiesel el- 
trk submarine (which torpedoed and 
sank tho Shhtsw the Frrbrrklkwb 
e m t l  v-I) surfaces and a n a h  to 
heave to or be torpedoed. How the PC8 
extricate thmsmlws from this mess Is 
a good question. With luck, they can 
atall bng enough for the air support to 
save them (rven one 5-3 Wing will at 

Beast drive off the submarine). Ned- 
less to say, U the PCa sunrkre, they are 
in for a nasty time of it. 7heh gwam- 
merst(whkh w i l l ~ ~ l y r e b a s e t t r e m  
ii they cc~lperate fully) will be ernbar- 
rassed. The Japanese will demand 
somepunishment-maybtraa hlngthe - 
PC# c r d i  ratlngsl Of courw, the pa- 
tron they doubhmwsed will never for- 
get them and may attempt vblent, per- 
sod retributbn. 

b x s  
Colonrl Lssllm Valentlnm flbbets: 

Ex-British Army, infantry. Elite. Col. 
T i & h  b a true mercenary, wlth no 
moralor ethical compulsions ssklefrom 
who is writing the checks. He b an 
magant, overbearing person, whh a 
superlow complex. Tlbbets Is dro tho 
senioroff iwr in chargeof theoperatbn, 
sfad he will ipot reveal to the PC8 until 
after the Flbuki Maru is captured. 
Tibbets hnies a minEUzl SAM; at 9 
times. 

Ceptaln Juan Dlat: ExChilean 
Nw'Captain Din ontared tho marb 
tlme mercenary business after being 
cashiered from the Chilean Navy mfter 
the end of the Pinochet regime. He hw 
fallen on hard times, losing his patrol 
gunboat to Indondn pirates In a dl- 
Wrow sea Mte. H r  h o p  to be 
able to buy a new vessd with Ihe pro- 

' ceeds of thls operation. His maln motl- 
vation is greed, coupled to the enjoy- 
ment of sailing and fighting. 

Captaln Shojlm Suurkl: J w e s a  
MaritimoSafotyAgancy.~n Suruki 
s u w M  the $1- of hls ship, tho 
Shirai??l& an act which wiu probaHy 
end hQ career. He will take h q e  risks 
to save the Fubuki Ma# from capture 
or destructbn. 

Japanese Crew: Officers are Expe- 
rienced. Crew is as follows: 50% 
Trained, 50% W r a n .  

kldllan SW Crew: Experienced. n 



THE FUTURE OF GAMING IS HERE 

The life of a Traveller Referee is never easy. Keeping track of players as they travel through the 
galaxy results in more paperwork and less game play. 

Fortunately, there's Traveller Navigator, a computerized game aid for Windows that places all of 
the information that you need just a few mouse clicks away. UW Ps, interstellar travel, corn bat 
rules, starship specs and much more. No more digging through manuals to find the information 
you need. 

The Dark Ages Are Over 
As New Era takes Traveller out of the dark ages of the Imperial collapse, Navigator takes you into 
the bright future of computer aided gaming. You and your players still roll the dice and make all 
of the decisions, but searching through manuals is now a thing of the past. 

ctor Map Double click on the map and 
, that world is instantly displayed. 

EdR Bookcnark Helm 

Click on highlighted words for 
their explanations and related 

information. 

The information for each world is 
orgranized clearly. The UWP is 

also translated into plain 
language for easier reading. 

The entire Diaspora sector is 
mapped for your convenience. ------- - - - - ---"T"-77--- , ,,,--- 

Call now for a list of sectors. To order, set ... $29.95 plus $2.50 shipping 
~ e w  sectors are being added and handling. CA residents add $2.47 for 

all of the t~me. state sales tax. 

Requires an IBM PC or Credit card orders call 1 -800-242-4775. Ask 
compatible, Microsoft for product # 1 1227. 
Windows version 3.1 

and a mouse Visa / Master Card / AmEx / Discover 

Pop 20 D O ~ O O O  
G w  h*,:>,!ii 3>fly2?.ir83)} 
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Tech %~z.Qilcf 
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S.T.A.R.S. '94, July 1-14 at the 
Atlanta Hilton and Towers, At- 
lanta, GA. Contact S.T.A.R.S., 
PO Box 47696, Atlanta, GA 
30362-0696. 

Archon 18, July 8-1 0 in St. Louis, 
MO. Contact Archon 18, PO Box 
501 25, Clayton, MO 631 05. 

Oulncon IX, July 15-1 7 at the 
Signature Room at Franklin 
Square, 31 7 State St., Quincy, 
IL. Send a SASE to Quincon IX, 
d o  Mark Hoskins, 1181 Pratt 
St., Barry, IL 6231 2. 

Dragon*Con '94, July 15-1 7 at 
the Westin Peachtree Plaza 
Hotel, Atlanta, GA. Contact 
Dragon"Con '94, PO Box 47696, 
Atlanta, GA 30362-0696. 

Organized Kahn-Fusion XIII: 
Operatlon Green Flag: 
BattleTech, July 23-24 at the 
West Enola Fire Hall in Enola, 
PA. Contact M. Foner's Games 
Only Emporium, 200 Third St., 
New Cumberland, PA 17070. 

Vl klngCon 1 5,Aug. 5-7 at West- 
em Washington University. Con- 
tact WWU Viking Union V-1, 
Belling ham, WA 98225. 

Gamefest XV, Aug. 10-1 4 in his- 
toric Old Towne in San Diego, 
CA. Contact Gamefest XV, 3954 
Harney St., San Diego, CA 
92110. 

Supernova, Aug. 13-14 at the 
Dutles Days Inn in Herndon, VA. 
Contact Supernova, do War- 
garners, 101 HollyAve. #5, Ster- 
ling, VA. 

GEN CON Game Fair 1994, Au- 
gust 1 8-21 at MECCA Conven- 
tion Center, Milwaukee, W t. Con- 
tact GEN CON Game Fair 
Headquarters, P.O. Box 756, 
take Geneva, WI 531 47. 

Cascade Con '94, Aug. 19-21 

at Shilo Inn on Canyon Road, 
PortIandlBeaverton, OR. Con- 
tact Cascade Con, PO Box 
86734, Portland, OR 97286- 
4833. 

ConadlanMloridcon 52, Sept. 
1-5 at the Winnipeg Convention 
Centre, Canada. Contact 
Conadian, PO Box 2430, 
Winnipeg, MB, Canada R3C 
4A7. 

SIOUX Clty Con IX, Sept. 2-4 at 
the Hilton in Sioux City, IA. Con- 
tact M,A.G.E, 820 N. Dakota 
Ave., Sioux Falls, SD 57104. 

Gateway 14, Sept. 2-5 at the IA 
Airport Hyatt Hotel. Contact Stra- 
teglcon, PO Box3849, Torrance, 
CA 9051 0-3849. 

Shorecon '94, Sept. 9-1 1 at the 
Sheraton Eatontown Confer- 
ence Center, Eatontown, NJ. 
Contact Andrew or Heleen 
Durston, 142 South St., Unit 9C, 
Red Bank, NJ 07701 -221 6. 

Amerlcon, Sept. 17-18 at the 
Clayton American Legion on the 
ClaytonlFran Winville border, NJ. 
Contact American, c/o Carl 
'Thunder," PO Box 125, Mul lica 
Hall, NJ 08062. 

Quad Con '94, Oct. 7-9 at the 
Palmer Alumni Auditorium, 1 000 
Brady St., Davenport, IA. For in- 
formation, send two stamps on a 
long SASE to Quad Con '94, The 
Game Emporium, 3213 23rd 
Ave., Moline, 1L 61 265. 

DreamCon 9, Oct. 28-30 at the 
Everett Holiday Inn in Everett, 
WA. Contact DreamCon 9,101 21 
Evergreen Way 103, Everett, WA 
98024. 

Orycon 16, Nov. 11-13 at Red 
Lion Columbia River, Portland, 
OR. For details, contact Orycon 
16, PO Box 5703, Portland, OR 
97208. 

Pentacon X, Nov. 1 2- 1 3 in Grand 
Wayne Center in downtown Fort 
Wayne, IN. For more informa- 
tion, contact Steve and Linda 
Smith, 836 Himes St., Hunting- 
ton, IN 46750. 

I 

Wlnter War XXlI, Feb. 3-5,1995, 
at the Chancellor Hotel, 1 501 S. 
Neil St., Champaign, IL. Send a 
SASE to Donald McKinney, 986 
Pomona Drive, Champaign, IL 
61 821. 

Katsucon One, Feb. 17-1 9,1995 
at the Holiday Inn Executive Cen- 
ter in Virginia Beach, VA. Contact 

11 582, Blacksburg, VA 24062- 

[ F 
Katsu Productions, PO Box [ 

1582. ! 
World Homr Convention '95, bi 
March 2-51995, at the Sheraton 
Cdony Square Hotel in Atlanta, GA. 
Seml a SASE to World Horror Con- 
vention '95, PO Box 148, ClatWon, 
GA 30021 -0148. 

Westercon 43, June 3OJuly 3, 
I 995, a! Red LionlJantzen Beach 
and Columbia River hotels, Port- 
land, OR. Contact Westercon 48, 
Box 2584, Portland, OR 97228- 
2584. 

Archon 19, July 7-9,1995, in St. 
Louis, MO. Contact Archon 19, 
PO Box 50125, Clayton, MO 
631 05. 

NASFlC'95, July 13-1 6,1995, at 
theAtlanta Hilton andTowers and 
Westin Peachtree Plaza Hotel, 
Atlanta, Ga. Contact NASFiC'95, 
PO Box 47696, Atlanta, GA 
30362-0696. 

Convent'un anno~nernenis can- 
not be lnduded unless received a 
m~nimumoffourmonths in- 
of the event m h g e  is not e 
sponstde for e m  h mvem 
announcemenis. Write to WCRBP 
~ C o n - , ~ ~ E C U -  
to4 PO Box IW, m i t @ m ,  IL 
61702-1646 USA. 



A ~raveller: The New Era adventure 
by George William Herbert 

Wanted: Well-rounded individuals for star- 
ship crew, to survey and perform light repair 
/refit work on liner Regalia prior to flying it 
from current location to primary refit facility 
on (fill in 'earby A starport). Cr10,UOO con- 
tract for qualified crewmemberr. 

J 
obs arm1 as scarce In 
ttm Mew Era as they 
used to be, but any 
smart spacer will keep 
Meye out foraway to 
make a IMle moncash 
qu~.TharswhatUlrs 

job was, or ao It sald. As usual, most 
d the interesting jobs start out on 
planets on the f rin~es. 

REFEREE'S INFORMMION 
The job Is belng offered by the 

new owner of Re~alia, Jason 
Gort2alez. Wnzalez Inherited Rt+ 
oalh fmm his grandmother, AIMa 
Maquer Gonzaler, a legend In 
these parts who finally died of old 
we (rare for active spacers) earlier 
thls year. Afier all the legal proce& 
ings are wrapped up two weeks 
fmm m, ~onrdez  wants to fly 
Regah to get her ref R Wore con- 
tinuing operations. The problem is 
that Gonratez isn7 a qual&fi%d star- 
? m c r e w m a n , ~ t h e W ~  
aH departed. Alicia left them quAe 
well off in her will, and most of them 
decided to W e  or seek other m. 

All of the above wUL be easJly 
found out by merely asklng 
Gonzalez. What the &ve may im 
ply to alert characters b that Rega- 
Ka needs the refB In question pretty 
badly, and In !act Gonrabz hasnY 
been on-board yet for varkus rea- 
sons. The ship has been sitllng out 
In orblt unmannedforovera month 
since the crew depaited. 

What Gonzatez can tell the char- 
acters shout Regal& Is that she is a 

tonsdlsplacement, jump3 (and can 
still make it, or Qd two mnths qw 
on the final trip badc here) and 1 G 
maneuver. He says that hls grarld- 
mother made som m d l l ~ o r r s ,  
lrrcluding more hutl amwr %me- 
wherenand some hlwn weapons, 
but Gomafez doesn't know the de- 
tails. Flndlnp out the general co& 
tlon and what the specific Wica- 
tions were Isthe first partof thebb. 
Repairing everything enough to 
makg the two-parsec jump to the 
nearest A starport Is the second. 

FIRST VIStr 
Gonzalez has already chartered 

a 1 &ton launch for the next week 
(and wlll keep paying tor as bng as 
needed). The characters' first job Is 
to go up and make a safety Inspee 
tbn, then report back to Gonzaler 
and fly hlm up to check the situation 
out personally wMe the characters 
make a more detatled survey. 

Belore the PCs d m ,  one of the 
older spaceport workers wlll take 
one aside and warn hlm or her: 
'Keep your sub on and an eye 
wt,'he says. Ttw oldcrew always 
said there was scrmethlng weid 
about this ship." 

When they arrive and match or- 
Wts, !hey can see the ship clearly: 
Her exterior UgMs are aSI on, the 
power plant obvbusly stlll mnnlng. 
Mer  approaching, the f irsl problem 
wlll m r - - t h o  landing bay for the 
launch won't open up, t ~ ,  m a r  
how many tlms the aocess codes 

am trrmsmIt&ed (and the charadem 
were given r complete Hst by 
Gomalez),Thecharaderawillhave 
to force entry thmgh another sk 
lock by hand. 

~t iirst, the door access codes 
wmr work on the a ~ r  IO&, e ~ ~ r .  
After about 10 m U e s  ofwok, one 
mde sequence wW fudon, and 
the outer door will unkck. tt wilt 
have to be manually cranked, 
though. The mtor seems to be 
unpowered. Two characters can 
cycle throug h a! once, and eventu- 
ally all those going Mkle wW be 
Inside. 

InsWe, the nghts are on, the afr 
tests out as healthy, the tempera- 
tun is about t W C (comfortable), 
and there's no more than a normal 
amount of dust vbible. A quick 
rearchsbw~t~rmstof  theship's 
systems are ofl art bcked out with 
sewrity codes, krt that the power 
plant is ~ l l l  ~lnnlrq on Idle, arrd the 
computers and sleetrkRy we on. 
There is no obvku~ damage, and 
everythlngappe=aWgM.~strlp 
is in generally poor condltbn, with 
suns ot lack of adequate malnte 
name, krt seems I W .  
The quldc survey should reveal 

that six Mderwms were converted 
into two rnbslle barbettes, which 
was not vIslble Itom the wtslde oi 
thshlp.fhEsappembbethe 
modfftcatbn whichwas referred to, 

Mobody can m e  any w 
problems with tb small cratt cbck, 
krt repeated attempts to open II 
e m n t e r  software probfems in the 
securfty system which keep over- 
Mng and W n g  out the aec8tss 
panels. This is a minor IrrUatbn, not 
a serbus problem, 

As the first survey is merely a 
very prellmhhq one, a few burs 
(perhaps four) worth d invest1oa- 
tbn wlltbe 0n0tt~h, and theeh- 
ters can end thelr day and return to 
the surfam to Mef Gomkz and 
get some rest. 

The second day of work beglns 

T * P v e ~ T h e N ~ E r *  





I& the first, frying out to R-& 
this time with Gonzslez along to do 
an informal sunrey on his own. The 
goal is to power things up and per- 
formsysternscheckson everything, 
I not rewivate anything for real, 
and see if Regah can be inhabited 
by tb grorip as it funs the refft. 

Thb time, the air lockopens gas- 
Hy enough. The survey can begin. ll 
there are at bast 50 skifl levels 
am on^ the PCs In the fobwing 
skills (combined), then the prelimt 
nary sunrey can be done in four 
hours;othembe, ittakes afull eight. 
The aMUs are: Starship Archbe 
turn, Ship's Engineering, MecRanlc 
and U~ronlcs. 

Regalla Is In good structural and 
overall condiilon, with several spe- 
clfic systems failures and appar- 
ently several months behind on 
minor maintenance. The jump drive 
is incorrectly cdbrated, the wm- 
puter systems a n  generatiw mC 
nor errors right and left, and the 
power plant's start-up injector is 
failrrg iEs self-test. Besides that, 
about hall the I%@ support sub 
systems (individual a t  condltiom 
it~g,iwd prep, water supply outlets, 
etc., krt not basic air refreshmenl) 
are out of order. It lodrs like mch ol 
the ship's electtfcal wlring is in need 
of reptacement, Besides that, and 
the balky air locks, the rest of the 
major systems are intad and o p  
e r a t w .  

Gomahz is most worried about 
the jump drhre and the computer 
sysims. Anyone who$ an experi- 
enced starship crewman wiU also 
be ~ & e d  about the power plant: If 
i t c o n k s o u t , ~  its restart systems 
are broken, It could be a sbrt, cold 
Me.  

Armed with this information, 
Gontdlez is prepared t o w  downto 
the phnet a@n and start huntlng 
for the equipment to calibrate the 
drive and hunt down the computer 
bugs. The PCs can look for power 
plant parts on hL tab. 

THIRDVISlt 
The thirdvisit Is the following day, 

with the lnltial equipment to 
recalibrate the jump drive, a corn 
puter specialist (i there Fsnl one 
among the PC$) and the power 

@am p a s  along. ~ ~ h ~ f i  of these 
threeareas wl require a bngweek 
of work to bmmefully oper;dfonal, 
80 man-hours. Gomalez wants to 
camp out on RwUa during the 
repah. 

The bmp drive will end up calb 
brated easily enwgh. The power 
plant can be repalred wh[le operat- 
ing, or theshlp can be shut down to 
battery powerfor ashortwhile for a 
s~~ghtiy safer repair job (referee3 
dlseretion).Thecomputer. howevep, 
is really infuriating. For the first 30 
man-hours of work, it stil glitches, 
errors out and refuses to behave. 
Once the 30th man-hour has been 
completed, everything suddenly 
works. N o w 8  quite sure'what it 
was that rkde the change, but it all 
behaves properly. 

NmfmARE 
After the first couple of days, one 

of the PCs will have an extremely 
bad dream that the old woman who 
used to own the ship appeared and 
demanded to know where she was. 
No answer the PC Is lkrly to glve 
wilt appease her, and she becomes 
more demonic as the dream gbes 
on. The PC won't be sure if he's 
awake or asleepami will prwb- 
M y  wake up as he tries to leave his 
quarters. He only works at hatf- 
efficiency the next day. 

REFEREE'S INFORMATiON 
This is the first real t w  to the 

phyen that something is wrong. 
What has actually happened hen, 
t w h  they slmldnl flnd out for a 
whle to come, ts that Grandma 
Alkta cam red, domesticated, and 
eventually beeany! friends wlth a 
mre or less human-friendly strain 
XAWothef typevlrus. In thls case, 
lyjeny," as she called the vltus (for 
some reason), became very e m  
tbrtatly dependent on Grandma AlC 
cia. The rest of the crew d m 1  know 
about Gerry, but Gerry helped the 
ship quite well, preventing two hl- 
jackhg attempts during the 10 
years. Gerry doesn't understand 
what happened to Alicia: Sloe went 
away and died In a downside hospE 
t a l -md  of course, nobody both- 
ered to tell her shlp what happened 
when she died. Geny is bnely and 

m, anddoesnY know who^ 
strange people are with the acmss 
codes. 

Geny's first tad& will be to usi 
some of the slip's internal equfp- 
ment (hologram generators and 
spakern) to -af in various 
areas, aseIlberAllda ( U n g  where 
she is, like some ghost) or another 
PC or NPC and asking the same 
question (Where's Akla?"). After 
the first 'nigMmre," there will be a 
second three days later, and an- 
other encounter two days after that, 
and another once a day after that; 
then they will start to happen every 
206 hours. 

By the time the third JncWent has 
occurred, t he st@ shouu have been 
fully repaired and fueled, and In- 
jump transFt to the nearest A star- 
port. Three days into jump, Getry 
finally starts takhg physical adbn. 

Flndlng one character alone 
somewhere In the ship, Gerry wlU 
cut artllcial graw ity h that eonpart- 
menl and "appear," fbatin~ In the 
doorway, insistently asking where 
Akla Is. When no good answer is 
forthcoming, Geny will slamgravity 
on and off in t he mom several times, 
pounding the character around 
somewhat. The characterwill prob- 
ably be knocked unconscious dur- 
ing thls, but will see the Image Gerry 
Is profectlng continue to hover after 
the gmvity k W  In, at bast once. 
fhls event should start alarm bells 
rnfaing. 

The ship can (mostly) fundion . 
wnhout an operational computer. 
The PCs will pmbably unpkrg the 
main conlputers at this pow. AS 
they take the mins off-line, a text- 
only message will print out on all the 
terminals at o m ,  before they are 
powered M: ghis Is Gerry. Go away. 
Qnd Alkla W." 

Qeny really doesn'i want to hurt 
anybody, since he thinks these 
people may belong here. But ha 
wants Alicia Maquez back, badly. 

HE'S BAAACK, 
The PCs have one quiet day after 

snuttlllg the WIqWeCS off. Then 
things dart up again. Geny wasn't 
operating out 01 the mains after all: 
HIS CPU 'egg* is actually in a very 
welldisguised communications 
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mil nexus h the captaln'scabln 
oellng, which does not appear on 
any p h  or diagrams. The PC$ 
can elherflnd this by exhaustiveb 
tearing the whole shlp apad and 
tAppl4 overthe tQht kcatbn, or by 
guessing. In e h r  case, ff they 
don'tfindGerry'snewsand unplug 
hlm, he goes Wive rrgah r couple 
of days before the shlp k due to 
break wt d jump. 

The first tMg Qorry does i~ d e  
pr&sudze two random uninhab 
Red areas. lhb will undouWedty 
worry the PCs, w b  wlll then start 
wearing vac sults everywhere, 
which Oenwmberhg and-ard. 
The next thlng he does Is short out 
the wmputwlnterface in the ship's 
bat,  frying iEs on-board comprter 
and rendertng nearly urmmbk. 
He wlll s l d y  use any ombard 
systems, fmm mdb speakers to 
hokgraphlc gemfatom to mlnor 
syst~ms malluncl9ons, to terrorize 
the PCs. 

SObunONS 
There am rseveral possible ways 
th seenarb can end. If the PCs 
find Genyb adud %QQ," they can 
kill MI or cut hbn out of the cornput- 

ers. Otherwise, they may be able to 
ma8onwhb Gerry, espedally if they 
haven't threatened Mm too mch. 
Consistem stodes and tailing .the 
truth wP help hem. Or they can 
keep fightirg hlm in the systems, 

hev! stowiy turn more IgthELl, 
uwl the ship breaks wt of jump. 

The situatbn gets m r e  compll- 
cated then, Showing up at one of 
the fw sunrhrlng A staqmm in an 
obviously virus-infected ship Is 
bound to draw attention, il Oerry is 
still allve mi klddng by then. lhe 
beal system defense f o r m  win 
rise to the ooeasbn, (wlth a mM 
of 1 4  on 108) wii want to destroy 
the shlp. They'll let the Ws aha* 
don shlp, krt wlll qumlne then 
unti sure then are no more virui 
cbpees around. After the FCs aban- 
don ship, them will ptobably be a 
short and destructbe f ight - -88~ 
c M y  I the PCs dfdn't disable the 
o m  weapons system (ant 
the two Mdden missile hrbettes, 
Wleh you dld tell the bcal defense 
comma* about, rlgta? ), If the] 
don't want to blow up the sbip, 
they're qohg to be very crurtkus 
about R:The PCswllt have to heave- 
to at a significant mnoe f tom the 

planet and let the ship be thor- 
oughly inspected before st can pro- 
ceed to the shfpyards. 

HULO, SIDEKICK 
There bakoafinftedwmthat 

Gerry will have IrJected some ram 
dom pleee of eledmnie hamare of 
one of the %s. tl they t akd  hlm 
~ 8 u r r e n d e ~ , t h e ~ I s 5 0 9 &  
(1 -3 on 1 D@. fhe new %hild" virus 
wil have named itsell %laude,'and 
w i U  the PCs as Its newfamlly, 
Claude, OkeQwry, won't u- 
amions very  we^, but is strongly 
m e d  to %km humans. 

( The stage is set - Step into the Action!!! 

T h . l l . g l b # t f o f l h e b a m P . n d ~ n w w l t h W m ~ ~  Kniphts in ah(- mmr and fair M*hrmk*lrol-?eWm 
a n d l h o ~ ~ g Q S B o m p m d t m a r e f d y ~ I n 2 5 m m  m i n d l o t r o w .  Mw bh#rmhdmmlftb*- &. olkr- tet and 3D h e l d  and cunnhg vlllmlnm. Stop back into tion* b 
.fdOfW'1mr(raru*.rdd-.--MpM IIWm ofchNmlg. m-. a d  " ~ Y . H - w W W ~ % E  
t h 8 - ~ M 1 A n l h r p ~ d S D E K E F t ~ ~  s ~ ~ n g ~ n t u r e ~ K i  ~~a~~~~~ 
W u l t d ( n p ~ ~ , " ~ ~ d ~ ~ f w m ~ w l l h r d e =  Rook - d w a ~  Iwt~fim~im her - b w m l o m -  
p a y l n ~ ~ w i r b o m t h r r m r M d W p r m .  p m  for YBB MUI any role zs F= HD1 - mYhmhmm- wmsa 

. . -. -. . . m 

I Ask your local dealer for the-" Wrlte for your HEE catalog today! 
products or order direct. SEEKER GUM SYSIEMS 

I m 
& 1-800-487-7289 --? 

P.O. Box 1027, Spansway, WA. $8387 
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A TrweUe~ The New Em NPC by James L. Camblas 
DESCRPIION 

Amat Mendoza Is short and 
chbby, with a large angular nose 
and a firm chln. He has very dadc 
skin and straight black tiair. 
Mendoza Is quiet and undemon- 
strative. He dresses In plah, out-of- 
date clothing, and prefers to weara 
t0Chnkhl'S w o r k ~ k  He b39)WWS 
old. 

Dr. Mendoza has g very strew 
personality. His willpower Is p m  
glous, and he is an excebnl nakr- 
nl leader. Ha Is firmly convinced 
!ha! he Is always right, and this 
gMes hlm a vast store of sel-confl- 
dence. The w e n t  W l s  have 
made Mendoxa believe t hat the rest 
of the &ntnb cornmunlty Is con- 
spkkrg bo destroy h h .  He ls mw 
waryof other~c~demlcs, Butwlllbe 
very frfendly to anyone who seems 
to behve him. 

~ B n m o = M e n d o r a l ~  
and wrks aboard a small starshfp, 
which he has named Glordano 
Brum In honor of the Renaimam 
& w I a r w h o w a s b u m e d a t ~ ~  
for assemig that the Earth clrded 
the an. The ship belongs to the 
university, but It has been given to 
Mendo= on an Indeflnlte loan. It la 
a modifbd scout/murier equipped 
wlt h a laboratory. The ship has only 
one paswnger statemom and 72 
cubk meters d cargo spa-. It Is 
unamd. Men- can operaTe the 

I 
ship hlmsel, but men to have at 
least one other pemn aboard so 
thad he can devote tlme to hls re- 
88arch. : 

INVEMIONS 
Dr. Me- b constantly build- 

ing new Inventions. Almost all ol 
them seem to vbMe some of the 
mmnly m e d  laws ol na- 
ture. Mendoza believes that he has 
dtscovered how to bend the rules, 
and that Dis ccrlfe~es reject his 
work because t h q  cannot under- 
stand %. 

Hts inventbns are always de- 
v b s  ~ h l d r  are eatrer m b l e  
by the laws of physlcs or eCse only 
possEble at tech levels far beyond 
those aWiaMe in the campaign. 
Some examples include: Dean 
Cornredem, readbnless Umstm, 
arrtlgraviiy metal, white gkbe gem 
eratorsDpe~--. 
cold fu&n generators, inertialess 
ddws, repuw beam, SubspEm 
commun&!ors, and so on. Many 
of Ms devices wit exbt as wow 
lweborlawgowetedpro~, 
rather than full-scale machines. 

The strange thing abwt Mend- 
warns hveWm is that they don1 
work when he is not amund. Char- 
acters who try to examhe Ute de 
vkes WILL see that they are expertty 
crafted, often tnw>hkig V8W Oom- 
plex custom-bilt parts. A Formi- 

A 
ma tgnatfus Mendoza 
eomesfromanumib 
tlnguhhed famtly on 
W n e ,  In the Refor- 
W n  Coalitkn (ref- 
erees can chavlge thls 
to fH their awn cam 
paigmasneeded).He 

showgd an early aptftude for W- 
ence and won a scholmhlp to the 
Unhrerstty of Aubaine. 

Mencbza earned top bomrs in 
m w a  ming a degree in Phys- 
h. HIS polrtiwlar forte seemed to 

I be In ~ d m e n t a l  work--he had a 
n J knadc Por derignlng apparatus 

I 
and produdng nsulEs, He was 
quently called In to help teams try- 
h to mrtstrud~ld lmpetlal tech 
nology. He was appolnbd to t h ~  
W l t y  of the unhrerslty, andseemed 1 Wly to bemm one of h hen- 

I 
tltic supemtam ol the Reiorm8flon 
WJRIon. 

Five years ago, a scandal cut 
Mendom's amer  short. He was 
accused of sdentPfic fraud. Several 
of hfs cuneagues cam@ forward to 
tern that he had &bed many 
of hDs remarkable rewits by Mek- 
ery. Mendoza defended himself, 
even to t b  extent of taking a truth 
drug to prove hls honesty. The scE 
entflle admlnMrators at the Univer- 
sity of Aubalne believed that 
Me-lB was t a n g  the truth, but 
they CWld not the 8-noe 
of faked experiments, They am- 
promised by giving Dr. Mendoza an 
indeflnlte lewe of absence to pur- 
sue Ms research Independently. 

Sfnce then, Mendon has spent 
hls tlme OM techno- 
bglcal dkcovwlea and worldng on 
new Inventbns of hh own. He has 
rebased several n-e de- 

I vbes wMeh unforhrnably fdbd to 
he up to Ms f m l c  claim. Dr. 
Msndora's scknWicqwhtknh&s 
Wered, and he now Is the darling 
d tdo#-styb m a .  
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I m i  -8 thing bt& powder 
ammunhh. Thla ammunMn cms~sb 
edtaly d a bullet and a quantity of b k k  
powder. Sometimes the ammunilkm k 
Included in completo cartridges, 
mappedinpapar,whbatothertlmos 
thokrlletsandkosepowderareeanld 
d--Pw* 

Due to tho tremondwrs va&y ol 
weapm m i W a  h a reldwly nar- 
row teehndoghl hnd, the IbMng 
rules make referom to tech leveC 2M 
and 3M (mature n-2' and M u m  TL- 
S:whemTL-ZMIs moreadwndthan 
TL-2bu1masgoodaarTL-3,andTL- 
SMbbethrthmTL43knnotasgd 
a8TL-4). The Bern d l d e  at these 
teeh Iwds repreml mwo maturn vet- 
s h s  of woepow used l the maln tech 
bwb*AlltechbvdSweaponsdo 
signed using the stendad deNn se- 
quenceh m,Fuskn, &SteeI(lndud- 
bagto& hd3 brass-amrnuni- 
tbn)shodd booonsiderod3Mtechndogy. 
Wh~efmnot~atumtechnobgy[toms 
are rnraffeMe on a workl or at a g h r ~  
teEh Lwsl bdrdyupbothereferee. 
rn Mowlllg design sequence par- 

&Is that prwided In Fbe, Fwbn, & 
-1, but dam nol roquiro thd mud 
t a u m . A s r J e a a k ? ~ a e e ~  
ahoa as much by their smmun$ion as 
by their own mnstrhn,  small anns 
deslgn cmsks of two pwkx ammud- 
tlon design and weqm dmlgn. 

Ammunition 
Design 

Ammunhbn Is defhed by five char- 
a d & :  h e  teFh hel, Be dfrunoter 
d the bullet In mtmmetellp (also refed 
to as caliber), the typo of tho bullel 
(apherfwl, mnW, or shot), the length 
of the artridge in millim~ers, and tho 
t V p e d ~ ~ @ a p e r w ~ p o w -  
der). 

T ~ b w k B W p o w d e r ~ a r m s  
m ~ a t t e c h ~ I s 2 a n d 3 , B y  
tech level 4, vMudly J firearms uw 

&mhka powdw and fhed mHdk 
--• 

8ultot: The diameter d tho bull& In 
m l l l l m e t e r s b c a l l e d b ~ , a n d ~  
om aro commonly referred to by theL 
cal8ber,swhmf8mm.Ahhoiqh~ 
dsrdweaponsbtdhtbegameare 
usuany In h m o n I s  of 0.5 mtheters 
(wah as S-m, 7.6mrn, etc.1, weap- 
om may bo dmbnod in w caHber 
deaf&, such m 11.43mm w 4.71mm. 
Smell arms may be made In any calibw 
u p 2 0 m m . ~ d 2 0 m m e n d h  
m m  -tobe-) 

Bulht m: S p h d  WIeb and 
s h o t a r e ~ a t t ~  lowl2 Conk 
mlbulletsaceavsHaMo1whlewl 
3M Prkr to th sdopkn d conical 
bulleta, files ibe m e d  @wlcal 
bullds,"whl&arobutldswm@ h a  
leatherpatch tomnsureablgkfstintho 
bmel 

H tho bullat type type BM (a m u n  
shell), tho nwnbor of krMs In the shU 
must be speciAod atthktlme. The num- 
ber of bull* must be a multiple of 4 
mldp hgth:Tho bngth afthe 

artklgu fs a means of Wming how 
mrceh powder Is u d  to propel tho 
bultd, and Is fho mal length d the 
barrel cwhy In milhetera flied with 
powder when the weapon b kaded. 
-mw*=w%--porr- 
petrant 4 ~ d  In fi and Wehn 
the more pwetfu! the ammunition. 

Ammunltbn h ofte? refund to by 
tvw numbers, the caliber folkvred bl 
thomelength,wMch h-dhtin- 
g h h  It frwn other ammunition ot the 
m e  caaber. In the caso d shotgun 
sheUs,thotengthi~tllecofltalner 
forthebuUets aswOa,andso 12- 
shotgun aheas (tho most mmlml cw- 
rent rlwtgun round) is alwr cslled 
1&5x?Omm mud, ewn though the 
powder carbedige b much &Mer than 
70mm. 

Carlrld@ 1Slpe: Far our purposes, 
therearetwotyp8dWsldrpovrdw 
cmlrldges: and papor. -car- 
t r i d g o s a r e a d u a n y o ~ ~  
bullets Md mer (often In a pwvder 
horn). P-r cart- Include both r 

AMMuNmoly 
ofmtiwamm-dhbem 

daehnod, dotwmh ha k* w4Jh1 
and mrrab motpy. 

Lmgth: Tho ammunttion 1- Ls 
adminod u8hg tho folbwlng bnnu- 
trae: 

Lab=Lo+d 
Lao=Lo+2d 
Laag-LO 
~.tenoul(~millfm-)d* 

ad krlbt(Wl3 a m u n h h  
b ~ ( h m m b n e t e n ) d ~  

Wet mm-. 
Lmg:h@h (hmillimdws)drhot 

gun munl tbn.  
&Length (In mtlbneters)dtheerr- 

trldge* 
d: Mameter (fn mllhders) d bhe 

wed. 

wa-Amlab' 
r R a d i u s ( h m ~ ~ ) o f ~ W  

(hafithe dlamtwr). 
1~3.1416 
WWelght (in grams) of a eomplste 

mundof- 
Le:LoFgm (in mMmo8ws) of thew- 

-9. 
Awm:Ammunttbn wbM rnutI@W, 

w h h  depends on the blbl m, as 
ahormbdom 
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kLongth (In milhetom) of tho mar- 
-* 

r:RadFus(hlmiHlmotera)oftire~k 
(half the diameter). 

~*3.1416 
tm:Toc)l level mOcmk, asshownm 

thewebekw: 

Spherical Ball 

-The priee of the arnrnunftbn ta 
dotermigd by the folkwirrg formula: 
Cr - W m  
C C P b I n ~  
W:Welgh td theroundh~  
Tm: Type rndtlptk, as determined 

bekw: 

Shotgun 
Loose Powder 
Pamr Cattridnr 

Weapon Desl I 
I. B;;;;;;;;;;;;;;A 

The h e !  of a f h w m  canies tho 
WafterUwcarMdgebfked.S)wt- 
guns a d  musk-, Mended lor very 
short q e s ,  fire their b u l b  through a 
smooth hn. -Inning a? tech levat 3, 
the b m 1  Is often filed to impart a spln 
on t)lokrRet, gMng Itstablt#y (andfhus 
a#*lrrscy) In flight. In addttion, tho bar- 
rel prwides a gas-mht mnstrhd 
oprw# Win whfch tho sxpandlrg gas 
of the explocled propem can act on 
the bullet, amderoiting it. Qca the 
butlet lwea the mtazk d the M, 
howwar, It boglmdedemdng. Ingen- 
eml,thebngerfhe h l t h e  hlgherthe 
rnuPto vow, up to tho point where 
the bprllpt m a s  ftsgmatost plww 
vow* 

AM-• Bsmt mgth: FM, de- 
termine the average barrel length for 
the amrnunhbn being used by tho 
weapon. The fotbwlng formuh is W - (V 

Bla:RVwage banel length (tn mntE 
meters)+he longth of the barral which 
dbws the amrnuntfkn to a c h h  & 
average m w l e  energy. 

Rm BI: Mud length (In wltbwws) of 
tho band of the weapon. 

FUtkd 5 B k A v w ~ e  W hgth (In cahtb 
mebm)fottho a m m u d  ueed. 

C r o t o I : R e g ~ d t h e r e s u E $ o f  Ra-k&wroudL 
theaWecalculatbns,wera~obanel f i todfromthe~divtdethaadrral  
bqthbneverlossthanlhn. ~ ~ d l h o R I u n d b y t f r o n u m b w  

Note2:lfudq~Fb,Fwkn,&~l, dmhth&bQQennlnotk 
thonomalWetor~ngmultlpliorb mdoaehkSLet.MhWi@m 
used,butan~l t rona lmul t t~erd~~ d w b a h M g m p e n e t r a -  
addud for bkdc War w- ~ a n d t a n ~ e A o r ~ k r l o g  

Aeturl BnW h g t h :  Tho add w: mrPde mrgy la 
bandlonglheanbeanylmglhdeskod, b w n ,  bh-tocalculatodam- 
domtoa~hurnof209bdtheaver- wud thefolbwtngfarmula 
a g e M l a n g t h a r r d u p f o s m ~ ~ m  Dm( 3 )+I6 
a f Z 3 0 % d t h e ~ e b a m t b ~  , D:Damagovakro~D-bthanO.& 

~ o f B s m I : ~ k m a y k r e i -  d a m a g e I s 1 D 8 - 1 , ~ a s ~ I ~ .  
t h o r I i g h t w h w y . A l l W ~  E:MWeenegy(hjouk) 
weapons use heavy barrels except lot Wh a m u I t t ~ u U e !  rwnd damage 
~ u n s , w h i c h u s i a l i g h t ~ W a a p  hcalwlaldsoparatelyfore&buElot. 
onsot)lorthPnaholgunsmay&brbo Thereuu~Irthsmdtum-nngodsm- 
~ ~ O t 8 m W d l b 1 0 . ~ ~ ~ 1 ~ ~  wd-k l lk7ho-  
smoothbwes,) RHled banefo are not damagedthoevlikelPundtsdotoF 
8dMeuntateehlovel& m h l e d b y t h e f o l ~  Oormula: 

-1 WWgM: Tho w a h t  of ths Dr-.75NDb 
bard hdetermhd uaingthefo- Dr:Damqe value of the round. 
formuha. DLzDamagevaluo of arhgh buacR 

Wbt=.02Lb N: Numbor of klW In tb mud. 
Wbh u .09Lb PmdratbnlWIng:rtIsatrop- 
k#k WeQht (fn -1 of a tight sibh b detmtne pen- ratlng d 

( m u n l  wrel. rORebutletsoncernWmegy9known 
Mh:W&hIfnkflogm)obaheavy bycomultfngthefoBwbgtabte: 

band. 
L b : ~ ( f n c e ~ 1 d O h o  E 

bm8L m Pn 
BgmtRkeTheprkeof tho~ I  2001-3ow 144 

is ddmlned using tho fogwnlnO for- -1 
m u k  8001 -10,000 2 4 M  

Cr-Wbstm 
k : P h  of ths banel h uPdfEs. 20,001~,000 2-34 
~:WelgMdthebqwredhkJbgramrr 1- 
BPn: Barret type rnuMpbr, as deter- 

mhred by lhe WMng table: (#ub:trwR&$uoothap 
& A n  table puMlshed thore bd treat + Btm oltbladrpowderweqmaashalrqo~ 

m @nergycaPryber,La*absedrpovr- 
R k d  200 der lweapon d 41-2000 was the 

mehfbn mhg b r  the 0400 he.) 
~OIIWImmfFkr,Pusbn,& (shotguns and mue 

Stmtwitlnotfcsthabi&powderrifIea keb) SmodhEIL are dHemnUy, as melr 
hweabarreDthatwelghsasmwhasa bugetstdtoboheavyandsbw-mw- 
heavy r#lod band but eos& only as hg.All-krbmm 
much m a @h! dfld bane# Ttjs b a bdsrnd~keapensbaebnd3.46. 
new typo d banel dd WpowQor (Note that tho vwy high dwremga 
ritM ~ o f m u ~ l M ~ u n s h e l b  

Autuml lChmk Dmgy: O m  the Is caused by multrpte krbt hb,  eaeh 
~ l e n g t h ~ d o d d e d o n , t h e ~ ' s  with akwordam~vatuo. tn moPl 
&ualmunhonergyesnbd&w- mfhopiwmhdrntdt&buC 
minod ushg the h W n g  h u l a ,  lua from a m u n  witi be N&) 

'R.eV€iIlenThsNw&r 



z- 
The lodc h tho rndanical hoartd 

a black pwrder firearm. It alkws the 
uaertofketheweapon by meansofa 
trigger which acthatea the rneck- 
nbm of tho I d  and In turn Igntteti the 
propellant powder chargo. Different 
mrletles of keks are available at d C  
forolrt tech Wets. All b k a  have a 
length a Obey add nothlng to tho 
bngth d the weapon as they are 
mounted aQngslde the bwml) and 
haw a fbted weight, prlee, and rekd 
tho (gkron In number of dons) ,  w 
shown on tho h c h  chart, bebw. 

3.StOarS 
~ r e t e r t o ~ s W m a n d ~  

gllpaThodoobod~forthoweapon 
kselededfrmtheblbwingtable.Note 
that akrbhe s t d a  are generally fitted 
to rWwlthahwtbarrels(yp b8Wd 
t h o w ~ ~ ~ r r g t h h r t h e m -  
~e)orsportvumbmdMrm'lhey 
are not cenddeted study enwgh for 
f u l u e n g t h ~ l n  ~ u s e * A t t o c h  
l e v a 1 2 ~ ~ m a t e o f t e n d k d w -  
q u a 8  or musketoonr Sea the 
~ c l w ! , b o k m  

m e :  Once the i y p  d stock b 
k n o w n , h w e ~ 8 ~ ~ b e &  
d m t e d a o # w d l n g t o t h o ~ f o r -  
muk 

SR I (e) CmWn 
S R S h s l t r ~ ( b r m e t a m ) d a  

weapon. 
E: Muzzle o w  (kr jouk). 
c m . C o n t l g u ~ ~ , m s h o r m  

bebw. Htwoconf@irafion dadp?bns 
app)y to the a m  w e a p ,  muf&@ty 
thorn tog- to determbre the W 
mflgurrrtlon miU#w. 

Two-Handad* 1.3 
] ~ m c & b r e  Single Shot" - 

* W ~ ~ e r s  b 
o n s ~ d ~ d t o k f k e d  
wWItwhsnds,mdthwIndudfnga 
~ h s t e a d d s b n ~ a ~ g r i p .  

"Note: Shotgun singlegtug rounds, 
but ml rnuMpkM rounds 

Bkn: Mod- to short range lor 
baml longtk Thebatmi krtgth momflor 
L determined by tho fdbhg formuk 

Bbn-l*-l]C) 
h: Barrel length m a d k  
~:mual4amllqth (m)dMded 

byvwlernm):- 
length ( I n ~ ) o f  

t h o ~ a f h w o a p o n .  * Av- b a d  length (In CeFitl. 
mdm)Ibrthe ammun&tbn u d .  

R ~ ~ ~ ~ l b a ~  

numbrIUtmmnstantb1PIfB~1ba 
pdlh number, h 0.76, 

-1: Now the -nos moll 
whonflrirrpa~le8hoteanbecalat- 
md.  

R =[(0.16 @+Ww] + bn 
8: ReooII number. 
E: Murcle energy* 
W:WdgM, h Wbgrama,dweapn 

M 
Em: ModMr for hlgh muxzle energy. 

I! the weapon has high rnuzzb energy, 
r a d d t o t h e ~ a l ~ B a s ~ o o t h e  
C M b O h  

Bulk: Om# tho final of the 
m n  has bosn determlnod, th bufk 
e a n b o m .  

Bulk bsqualtottreweqmnlmgth (In 
eentlmetefs) dtvlded by 16 nundlng 1111 
IraEtknsdorm. 

4. ADDITIONAL 
UINSiDEMTIONS 

The blkwing Lm aro ehhw og 
!bmthatcan be added to a weapon, or 
areqmhldreumstancesthatmWbo 
cwrsldered. 

Bayonet lugs: myone! 4 s  am 
sknplesCBndardloedbdwbattheend 
0 f t m e ~ b a r t e l . A b q O n e t k r g  
costs mthlng, hsnqlig5b maes, a d  
ddsnohgthbtheweapon,butmust 
be spxbd as part of tho ddgn. 

A bayonet le less W u l  than a 
hand-held knife unless A in mounted 
on a woflhlsnced weapon wfth && 
dentlongthtoalbwHto bausedasa 
spear pabrt. Thb b d d e d  by teeh 
level and buk 

fechLvel.W~rwrwitf~fbtedbayo- 
mSatwhIwd2iPuffora+lDHfMd 
fortheIrehaneestohIthds0comW 
due to tho buky and heavy nature 

Bulr:Onb weapw with ahlk d 4 
w more may profhbly beneftt from a 
bayonet lq. Shrtor weapons may hwo 
them, but the mounted hapnet counts 
aashorl rangeflnstdoflow~arrgo) 
melee weapon and ruffem a +I M 
Wiorfts&amtoWInmeleecom- 
bat Mote that thb translates into a +2 
DiffModrthowoarponuaoaamhW 
2 w .  

FkW'fkno:thel&Bted d d n u m -  
berksthatdbykeweapan. How- 
w, the rebrad h e  may be Increased 
due to exhento bulk, type of ammunb 
th ~ , a n d ~ o f r l & o d b a y o -  
net 

Ex&m&k:Very bqweapons 
a ~ o ~ l w a ~ b ~ r t a b a d b y  
maansdcwwentlond rn-u 
tochnlquea. Add I to tho rebad value 
per krk w m b r  In ex- d 9. For 
example, emnt lod! mrcsketwOlh akrk 
dl1 would haveanload dngof4,  
m p a n h g ~ i t r q ~ f o u r P d b n a t o  
rebed. 

AmmunM m: PatcClod M and 
b a a  powder emmunlh tske bnger 
t o ~ t h a n ~ ~ o a .  
l h e s  Imams aro cumuWo, and 
ss aflhtnttod!eiiring apatchod ball 
end ualw loma powder (hstead of s 
p p r ~ ) w w i d h a w s r o k a d  
timed4 

~ ~ ~ b o ~ o d w i t h  
the ammunbn, hwwar, Wead d 
the weapon, a i m  tho same weapon 
flrlng a pepor artddge spherlaal krllot 
wrw#havoaroMIrtbrgd2. 

I I I , I L l , l , l , " I I  

~tched Ball 

F B r e d h p W A d d  t to tho raw 
timeofanymuerldoadedamaltarm 
w h r c h ~ b ~ o t f l # e U m L ~  
not lug. 

~ltlpkAmmunltknQp#a:Blaek 
pwvdor rlles must llro either 8 conhi  
build or a pd~d spherical bullet to 
M e  dww ot tho mapon's ri- 
ding. A rMo can flra an u n w d  
spherk8J ball, but podoms tlw a 
rnuaket when it dowi so. 
When evaluating a Madr powder 

rtfb It la a good idma to evaluate 
b periarmance w%h un- MI 
ammrrnltbh Mod of tho d M e r e m  
between a rifle and asmoothrxKe am 
inehdmd in the porformanca of the 
ammunhbn b m H ,  bul when cahtst- 
ing rango be sure to lncludo tho 0.5 
moothbore mukipk. fl 

2 Wheel Lod 
2 
2M Flint LO& 



Reformation Coslrtlon Exploratory Service 
Office of Technical lntellgence 

Au baine 

SUSj: TAD VUpdate 1 
DATE: 26-X-1201 

fhtf is tha Rrst update forfkchnlcal A*mwnent Oataka  3, publbhed 284x4 201, and Mudm nwv m a t d  
on b a h t b n  and H k  equlpmentTAD3/UI wtr new Information onthe HlverIIWr TL-14 SSmm Caw 
Squad Automatk Weapon, the hw new RC Tb9 d e c t m k a t  r n a h k e g u M e  75mm (g MMG a d  the 
lSmm (E) tiMC-and inhat lon  on newfy devekpd cnpper modules and nmty aulhorfied dppw b&t& 

Corteetions 
TAU3 @uMlshed on somew& In paper format as the Rsfomatlon Coalltlon C u b )  co tWd 

a fwv mhw wmrs, whfch can be corrected as folbws. Screen dtabions for the ektmn1c v h  we klentkd to 
the piage n u m h  on the pper vemh. 

krem 43,7.SxSOmmE-P: Awrage m d e  should be 91 89 joule Urn: 551 3) 
Screen 52, SSmm ha& RHle Weapon prke should be 0 1  726 
kmens 74 and 75, SSmm t a u s  Ammunbbn: Prke d a HEAP round should be 00.09 
M e n  102 S m h b o r e  F h t h k  Musktt: Singleshot d l  should be 2 
Scmm 1QZ RWed Musket: SngtNhot moil shwkl be 3 
Screen 103, Bows. Column hbdM -OFH for 1 three bowJ should mad "Rebd" 
Smen 106, NaPAntiaIlpaft Mlrzllw: Ndl SAMOR) and NaH ARAR s h o d  each h a v e a M  (for WcWkuffj 

determtnahn) and madmum range of MKH] meten (6 h). 
Screen 108, Homlng Mlsslles: TL-7 IR Homing mksleshorrld havea shwt~angtarrdmanimum ranged 10,735 

meters,n-9UIHomIng m*dteshou8dhweashwtmdm~mum rangeoflO,S60~,TL-l1 IR Homing mi& 
should haw a shod d rndmum range of 15,835 mrterr, and the TL-13 IR Homlng missile should have a shott 
d maximum range of 8900 meCera 

&men 131, Aurora-Clam Clippar: Empty mass should be 1 3,584.42 ton= 
*en 133, 10Won Cargo Module LS damage should be W 
h e n  134,100-ton Armed Quarters M&b Mk Ic: LS damage shwld be 2H 
Screen 1 3 5 , 2 0 0 4 o n ~ ~ r s  Module Mk Ila: LS damage rhwld be 2H 
h e n  137, Stwtch Cllppcr loadwts: h all three lorsdoutp, m# of M w ~ l a s s  dipper should be 

18,528,9646, and maw of Znmoduhr cuttecs sRwld be 1454.9 tonnes, fo&l mas of Uplift(Survbyconfigumtkn 
should be29,144.5706, of ExortanfiguraUon shauld k 35,094.3206, and o t ~ d w r a n ~ u m t i o n r h o u I d  
be 33,554.6606 tonnes. 

Future TAD Updates are in constantpreparation, and will be rel& as their dam Is compPeted. 
Good Hunting. Stdke Hard. No Regrets. 

c b R ~ * s a l n t ~ p r o f f i t  
Commanding, On 



5.5mm Gauss SAW (Hiver/Ithklur) 
The 5.5rnrn gauss SAW (Squad Automatic Weapon) the Hivwr p d d e  to thdr lthklur roldlw Is a variant on the 5Smm Hiiltfiklur 

gauss rffle, lncorporablng a Mgher m d e  energy and larger magazlne capacity, The SAW user t OO-round debchde box magazines, 
and L fitted wlth a Mpod and electronk sights. As with all lthklur weapons, the owners (as It k a crew-served weapon) have lavlrhed 
considerable attention to itr daoradon and embelllshmmt, recording past actions in which the weapon wixr Invdd, outrtandig 
actdewmenb of its crew, and x, on. 

R: 14 
Ammo: 5.Sx27.Smm145 
Mwk Entlgy: 13,264 joules Oranq: 7958 joules); Rqulred €nergy: 21,222 joule 
Weapt  Length: 77 cm 
Weapon Welgk 12.25 kg loaded, 12.1 2 kg empty (mdudes weight of empty box magmine) 
Weapon Prkt: Crl208,48 
Magdne Wetght: 170 kg bad&, 8.57 kg empty 
Magme Prlct: Cfl8 (includes prke of empty box magazine) 
Ammo Weight: 1.31 grams per pound 
Ammo ?dux Cr0.03 (Dart), Cr0.06 (HE, Tranq), Cr0,09 (HEAP) 
Felltins Blpod, optic Jghts, gpscopic compsalion 

I Y U  (100) 
3 14 250 (2161 



00  
Yes No 

xj& Rc(Ej MMC . 
This weapon is thestandard coaxial medium machinegun in Coalrtlon whides, and was ddgned primarIbwith 

this purpose tn mind, but b alxr the RCstsrndard cupola and pintte-mount weapon. ARdd-mount versbn of the 
wevrpon Is produced for infantry serving with v&cuBr units, sppllfyjng maintenance, ammunkion, and spare 
part5 stockage. 

Coaxid weapons In RC vehklestypblfy have only one battery/box, which Is kept charged for firing by surplus 
poww f rom the vehideh energy supply. Amrnunitlon b suppned by linking togethw the requkite number of 1 O(r- 
m u d  beb. Weapons installed f n cupola or pintle m w  nu are the field vmlon, and are not h k e d  into the power 
plant In thls fashion. 

me weapon's performance is quite gmd, and, fired from a tripod or whide, the weapon has a range su- 
@ most medtm machineguns. A small supply of HE and HEAP rounds are manufactured at TTtl 1 for us@ in 
hations where greater striking power or penelration may be quired. Tranq rounds are not normally 
manufactured for tlin weapon and are extremely mre {as there Is little use for them in most sttuationr). 

A six-barreled rotary rnachlnegun usIng thls cartrldg s Is under dwelopment, but has not yet entered field W. 

Ti.: 9+ 
Ammo: 7.SxSOmmE-9 
Muzzle Energy: 11,345 joules (Ttanq: 6807 joules) 
Weapon Length: 2Ot mi (field) 
Weapon Welght (Ve hide): 1 5.99 Irg (includes batteryhx for 1 00 rounds), 1 8.1 9 with 1 W a n d  belt and 

h w / b o x  
Weapon Welght (Field verrlon): 1387 kg (empty, no ammo or batteryhx), 16.57 (includes b a m y b x  for 

1 00 rounds), 1 8.77 wlth 1 00-mund belt and battery 
Wtapon Welght (Fleld Ve&n on Trlpod): 19.87 kg (empty, no ammo or b a t k r y h ] ,  2257 ondudes 

bamyibox for 100 rounds), 24.77 with 1 00-round belt and battery 
Weapon Pdce (Vehkle): 0451 7.25 (indudes h#ery/box for 100 rounds) 
Weapon Prtce (Fl Jd): Cr4765.25 ondud= htmyIbox and tip@ 
Trlpod SpeEmcatlona 6 kg, Crl 60 
Ammo Weight: 22 grams per round, 4.9 kg for 100 rounds (2.2 kg for ammo, plus 2.7 kg batterybox) 
Ammo PrIw 0 4 4  for 1 00 rounds Ball, Cr# for 1 00 rounds HE-1 1 or DS, 0132 for 1 00 rounds HEAP-I 1, CrS00 

for bamytbox without ammo 
Features (field Mount Only): 4cm muzzle brake, flash suppressor, trip4 

7.MOmm HEAP-1 1 315 8 2-2-2 13 1008 2 416 --146- 
Tripd 315 8 2-2-2 13 1008 1 1 1 2  280 
Rred from a vehicle mount this weapon has negliglblc recoil and tr ipd range. 

28 Challenge 74 Trsvebr: The New Era 
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15mm RC(E) HMC 
The 1 Smm RC@) HMC war devebped by UAARC (the Gwnrnktee h t h e  Standahtkn  obhnmer~t and Ammunltlan in the 

~ a ~ C o a l l o n ) f r w n  a prPCdtapwcar t r idgedunlmown~enb,a t~ lnr ls~rr f  t h e O r l R M l m a r m e d ~ f h c  
15mm RC(Q tlMG is a very powerful heaq rnachhgun used In wpporc of vehlde-bwm Mntsy- ar saa#ldary armament 
on AFVs (elth#ln asrnnll turtlerorcoaxiallfi and as prknaryarmamentfora numberdq3ngwhklispnd ~~h dld 
a h~m~negun,ttre~neaponZsmore~u~ttwughtdnsavnalkallberautocannon. CSAARCs~inefspdadomab 
dedbtheddgndasnlperMetowtthe t k n m E f C ~ g e , b u t e ) l e w e a p o n ~  t o k t o o l w g e f o r f i Q l d u s a , d t h a ~  
mve~gatbqund t h a p m t o ~ ~ g a F w t h e s m e r e a s o n , t t r i s m p o n I r n o a d I n ~ ~ W p o d ~ r o l e , b u t i s ~ 1 3 .  
veh-nbed. 

Thewapon's range, p, and petmtbn mrrkcltverydeckh q a l m t l t g h t d  vc)Jdsr ad slghtbatifedmem Hlfth 
~ l m m u ~ . ~ m w a ~ D S ~ m n l t $ o n m ~ t h s w e a p o n a t h r a a t w r n 8 o t r o o p f ~ ) t a a v y ~ d ~ a t a l l r a n g e a  
ThhmancaoSn-9HEandHWmundsBno betterthan thebal round athtTt., butatTLrlOsupdurperFwmanceLachW. 
fhe~-9DSr#mdrm~rrs therwrdofchdos~~ l ionkneedd.T tanqroundswer~ctewkpedform~then~  
rifle, b u t m  of hrnW Wlnm with thfr w, d are no knger manufaand. 

AcaveMclemwntadweapon, tha lSmm HMC hasno mudehkeand suhrtitutesaffrtng ~ f w t h e ~ g r l p  and* 
~My.Wapwhrta f l ed  In RCvehklsftypicaityhawonlyoneba~/box, whlchtkeptchargdforlidng~surph~frorn 
thewhkle's mwgy rup@y. 

mP+ 
Ammo: 1SsJSmmE-9 
Muuk Energy: #,I 35 jaik CTranq: 33,081 Jwtler) 
Wapon bgtk412m 
Weapon Wslght: 63.85 kg (hdudw b a t t q b x  for 100 muds), 77.1 5 wl?h 1 OO-mund bdt and b a b r y w  
h p o n  Prk8: UI 6,218 (IrPduder h t m y b  for I00 mu&> 
ArrvmoWdgM: 133gmpcrrwnd, 16 kg for 1QOrounds (l3.3kg for ammo, plur27kg batWyhx) 
ArrvmoPrke:Cr665fw100mnds~ Cr l3U) fw1001ou~HE-10~DS,Qt98Sfor tOOrwndsW- l~CrHK)hb~/  

box wWlout ammo 
Fa- Fbh W I p p ~  

Thwlne~?The New Em 



CUPPER -DUES 50-ton Meson Smen Module 
Thk module caries a 30 W mewn ween genm- 

=-ton Missik/ECM Module aor, p w r p h n t  and wotktatlons forthe scmds two 
This module ls a Jlght d t I o n  to the 25-tan wh. Quarow for the 0- d* 

mWe d u ~ e ,  replacing the latter's ~ C U , O O O ~  and no 7 ~ u m  (0-1°75 MW power 
AEMS s e r w ~  with an EMS jammer. Powwed at 275 wdus). 

(using on-board power q, without wWe 
augmentation], the LMS jammer system has a short \Iofuma: 700 m3 
ram* d 60,- (2 hwes), bo 53 MW M ~ S E  657.44 tDnnes (-1, 657.44 mrme 
(dng oueide power) the jammer has a short ranged ("PtY) 
1 0 hexes. One 25-Pon mbsiie/ECM module,wlll often Pclctr MCrb1.04 
be palred with a 25-ton mlsfle module. The aonven- ~ 2 m e s o n ~ o ~ ~  1 s m d l * m  
h i  m&sP~modulerhuB&wn its active EMSmsor, cdwM-upancy) mlded* 

I 
Volume: 3% rns DAMAGE TABLES 
M m  370.1 2 W n m  W e d ) ,  266.1 2 (empv) Surface Internal 
Met: MCr49.03 

K 4 3 h )  
10 hexes: 10 hexes; 3.1 H 1 Crew), TL-12 misde PPl H ml ml buben4 n-12 ~a,ooo-~vn AEMS j ~ m m ~ ,  n-12 ~ l l  0thers-~1 h) 
60,000-km PEMS, 2 mmal wrkdm. 

Mdnt: IS 
IWton Armed Fuel Module 

DAMAGE TABLES lWmodufecarrierlldOm~(812~dWpkrr 
~ ~ r U m b a n d a n M F D . Q ~ f o r t h e ~ o f  Surface Ini#nal 
four are not prrprkled, but IIfe sy>pwt, C-ownpensa- 
don, and a- grwity are. The on-board pawer - EMMR Pomr Phnt MFD-IH s u p p ~ a l W l m l b t l o n d 1 5 W j l a s e r ~ ~ ( a t 4 . 2  - - kRlV each). If 1 SO-Mf turretr arc used, tfw module's 

4-5 Elatrmks E L t H  power surplus Is 031 8 MW. If 12I)-Mj turretr are u d ,  
1- I$-1 H the module's power surplus is h218 MW. A mtmlk. 
7-15 CH Hold M0-1 H capableMFDhas bemlnstalledtoalhvmlrdle~~ 
, h) to be fI md In place of laser turreb, but no cargo space 

k p M e d  for additional m M h  Oifferent turret 
configumhrrswiil a h  change t h e w e d  rnaszofthe 
module. 

Volume: 1400 m3 
Masr 583.29 tonnes (loaded), 50209 (empty), 

with 3xn-12 12O.~blawrtwlE& 
Prfce: MCr35.57 
Cmw 4 (krGunnm, I-, quarters not p 

ad. 
Pnwrgerr: None. 
Features 25 MW TL-12 fuslon power plant TL-12 

300,000-km rnkilewpable MFD(4DMl Mods; Msl10 
kxes; 10 3.1 MW; 1 Crwv), 3xn-12 1w 
Im tumts standard. 

Mnlnt: 21 
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DAMAGE TA8W 
Sub - t n k d  

200-ton Serrlce Module (30.- SrnaU Gaff: 
T h k m o d u l e ~ ~ f # t h t m r d ~ w m ~ s u p p  

o n e ~ ~ l c m 8 , N o q u P r t w s a r e ~ f w t h a ~ d  
M o o u t s l d a p o w a r I r ~ ~ m d [ W ~ W p a W ~  

PP-f H p v -  
LT-1 H ~ 2 0 M W T L l Z h d m p a w e r p l f i M k  
M w h )  (yrarkur)wdYuKhporrfor30-aondlarbb,dectFonkri 

~ * , ~ p # r d ~ r r g r i n g f w S a o h ~  
-67 

200.M Anned Fuel Module 
'Ihkmodulekrbrgthe'lOO-bonnm#d6uad~. DMACETABLES 

Et~2332m3(l63Stanner)offrrel,~Bwrftrm1q,aodtwo kafaze hted 
l v d F O a Q u ~ f a r t h c a w o f d g h t a m m t ~ , b u t @ w l t h  Area Hb  
t h a 1 o & b ~ n ~ w a ~ t a o m p w w t $ o n , d ~  
g~r~aAtwOththe1OO-tondd~ti~0n-board~~ 7-14 LP H d d  -1 G I H  
~ ~ o f l S ( M R S k t u m t r ~ a t 4 ~ W ~ . I f 1 S O .  - Hingar-t7H P P l H  
~ ~ m r r r e d , t h e d d d s ~ ~ l l ~ 3 8 ~ . ~ 1 W -  18 EMMR E k S ) I P P l H  AtlOtkm 
q w 9 e d , t h e m o d u W m s u r p l r r r f  6 A 3 8 W ,  -7 W . - l H  
W w € = , m W ~ M F D r h w e k m b r r t a l l a d ( b u r a s ~  20 AL m a  LUH 
m c p r g o s p s c e I s p d d e d f o r ~ ~ ~ * ~ t u r r e 2  
~ u ~ ~ l a Q o d w y e t h e o r a r a ~ m n a o f ~ e m o d u l e .  

DAMAGE TABLES 
Sruf#atnOemal 
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r-4 ?,;-? :A; 

-1 J...? 
The following m u &  are strulddmd authorIted mMon kadoutr for Aurom and M m 4 a s s  dlppws on ~ f * , ~ ~  rnClm. 

AURORMLASS CUPPER 
Allconflguratfons bbwasdumt144m 1OOOanJmwngun and I b n ~ b a e r t u r ~ s o n b a s k h u l l ~ t 2  

MFDs (all are non-mhb capable), plus 120,0004~1 TL12 padve EMS anax 300,000-km TL-12 a c t h  EMS aw, 

1 x400-ton Manta fueler 
100-ton fuel module 

-2~100-ton troop moduhs _ _ _____- - 1078.08 + a 4 1  2 74- 
l o o - t o n d ~ l s r t r o o ~ m  -- 

I 1 x100-ton figh'ter module '1506.28-- f9.016 
1OO-ton 3773.9 -1 0 . 9 9 9 - x  

Totrd (mas cdllng = 32,124) 24,791.)-8.146 
8) - 

+47 (233) 10119 
+Doer mt W u d e  cutter modules 

mkg Hlnclrod~ full m p h e n t  of Mwy aaswk laraders or 4xWdbat @htm 

b 

J~mp;t, M~nawW-2 
Fuel fw 30 Gtums, b h g  M fw lump2 (33 addltfonal G-turn if us@ 
6xWrrel sdieb h a d d m  to scandrrd weapm may Indude any mbflte, &&r, at faw turn 1 2ddIbnol mlnilecawkMFh 

. - -. - -. - - -. - - 
.I( 1 x400-ton Manta fueler - -1 2 

100-ton fud m d u l e  

l ~ t a i  (mass ceiling = 32,B 241 
- - 

mmr 
2.6, b? 

Warsht Configuration (Le) Mass M W  Crew MP m w  1x30,1 x50 - 4 , ~  . 
110 

not mude amr ~ U I U  

M m n m  
Jump-2, Mmww-2 
Fuel for 47 Gtums, W n g  r e s w e  for jump2 (33 a c W I h l  C-twns tf uMd) 
1 &met h addjtkn to strtndard weapor~, may Indude any mIssIte, sanh%W, w hu brrtet 
isrmilzflekrrreQ(kyond12oodretrabwe) 
I hdditbnal mrsstlecapable MF& 
W00,000.km EMSjamrnen 
hddhfonnl300,000.lan d~ EMS (2 unpawwed) 
Wddthnrd 60,0OO&n EMS 



MAGGART4UWS STRETCH CUPPER 
AllconfiguratbnjbeQwarrume 1 6 2 m ~ m e r a n g u n M d M ~ ] h b i ~ o n ~ h u t l , 3 x n - 1 2 ~ { a l l ~ ~ k  

~ ) , p l u s 1 8 0 8 ~ n - t 2 ~ ~ ~ ~ 8 4 8 0 8 0 0 0 - k n ~ 1 2 ~ E A A S ~ 1 W , 0 0 0 - l a n n t t 1  I p d a r 8 n n d W ( E M M h  
t loa l l~modu lesandMda ,  but not bostnatl dt). 

Tender Conflguratlan (Lv- Mass MW C--'-- 
(CHpwr b: 2 modul 
NO Manta - - - - 

4vu-ton MantrcWer 
t 4 0 0 - t o n  fuel m o d u l e  21 37.98 

1 2,3S;f- 
-1 5 . M  87 

(1x200.ton fuel module . - - - - - - - 1369.1 25 9 . 7 5 2  
1 x100-ton fuel module 281.28 -1 m2 - 6 

(Ix50-ton pwvwlfud rn 
2x25-ton missile 27.746- 4 30 
p l3ZU UE!2 a 40 m- 
Totd (mas ceilirq = 42,472 m q  39,538.~3= O . W  +34(120) 1167 

*me!$ notlndudeultter moduks 
-1n~lernWe dubkMunpowered toprovfdr~hrrmnialnderofshp 
mrryitq mlsslkr or sartdcarterr only 

1 

Jump2, Man--2 
Fudfor IbGturns, LBaving msemfwjump2(33additlonalG~urrn~wcd) 
~ m o u n t p o w l w k d t o - 2 D l f f M o d s [ t O x ~  
dPaurret sockets in dditkn bo sbndard weapm, may W e  mWt w w k r r r a t r  
h M e t u m t P l b e y o n d 6 ~ a b w @  
~ M t r n ~ e s r p n b l e M ~  
l>MH),OOOh E # S j m m w ~  t o o n ~ 6 0 , ~ ~  
ldd~na l300 ,ooo .km Acthre €MS ( u n w  
2ddltlwlrd 60,000-lrm P&ve EMS (one u n w  
ZxMum&m light battie rldm 

WarshlpPTender Configuration (LC) Mass M W  Crew MP 
Flippw & 2 
NO Manta - - - - . . a x400-ton Montico 
1 x400-ron fuel module 21 37.98 -1 5.9M 87 
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COALINFONET, CLASS: NEWSREPORT, DI!XRIBUT ION: PUSH, AUTHORITY CIN/AUBAINE 
RCEs HQ AUBAlNE (0738/AUBAIM€, A78A884-C), 28fllJl201 
K E W R D S :  TRIGGER, RCES, COURT MARTIAL MASSACRE 

After months of speculation. the RCES has Ilfted thevelI of seuecy that was m p p d  wound the most recent rnlsllon of RCS Twr to lh ing  
her ntwn from Dlaspora h Scorda T&eh capoln and w a l  of her offlccrs an to be t r ld for &elktion of duty In r l d n g  rhe dleged 
maaaEle of Jvilins on Montezuma L r  last crul~,  RCES oKciJs armounced way. 

Detdls are still sketchy, but it appan that weral d T W s  ground trmpsmre killed by unusually hlgh tKhndagywapons In dm hmds 
of unhwn Monteruman troops o w  a pdod of reveral dayr, md an attempt to capture the asalbnb rnlsftred and resulted In the dslrth 
of as many as500 Montezuman civilians. Testimony gathered f rm T w f  s m ,  and reportedly from M o n t e z u m r m w i ~ a n d  undwcover 
infamnnts, indicates that the operation war poorly planned and degenerated into s vengeance mission. 

Anonymous sources report that the "Tdggcr hcldenr Is proof of rht wMom of the IlCN's p q r a m  to divest RC.conIrolkd vessels of dl 
prlvateormership shares M u s e  of the rapidilywith which the O w n  Lcague(and later, the Cdit lm) had to arsembk a m h  ltwas 
often oblgd to obtain starships by buylng ahare majority of ham of the vessel, ka- the remainder d the wrrel's owna~hlp In matt 
hands. It has been a r g d  that such private cr sp~ulatbe ownyshlp runs counter to the #MI of mMtary order ad dirclplh ad& by 
many RC Was. In Asmbly session. Senior Baldurl Dctegate has referd to spxulatiw fredmde operadons ar *no M k r  than reddw 
prlvwlng, one step uwy  from piracy." 

CIN murces confirm that Trigger wkd a 44% private ownership M, a d  that her crew contdned a hlgh propdon of 
permmi, both situations acknowledged by the RCN to contribuw to *decreased rnhbn reliability arid performance shndards." 

COALINFONET, CLASS: NEWSREPORT, DISIXIBUTION: COV/MIL A~JTHORTTY COMMAND& RCWClN AURORA 
RC NAW HEADQUARTERS, AUROW (OS3S/AUBAINE, BS766464), 6/X11/1201 ' 

KEYWORDS: TENDER, BAlTLE RIDER, CLIPPEIS, MNnCORE 
ThaWmatimCoditionNavy(RCN)hascompleted negoUationsforrhcpu~hrredsir Mm~rcslrsssyrtmdofcnse boats(SD8s)from 

the A m n l  Nwy, with an opbIm for mote to follow. These vesrels are bdng purchased to glw the RCN a M e  rlder capnbRItywhen u d  
wlth AWWIF. or Muggott-ctass dippas. 

Then SOBS sn modified versions of the standard SRukugun (D-).class TL12 50B1, manufactured for centurks In the bst Irnpdurn. 
The Mantkom we dlsbfngulshed from the basic Omgum by the absence of the Dmgofls mlsdle barbettes and fuel purHcatfm plant nKK 
are replaced by a spinal meson gun which g W  the Manticore a powerful short-range punch, ruffdent to disable much larger wsrdr 

The hdrmtbm, whkh haw been used up to now In the system ddenw of Aubalne, will be usd as "battle rideb' carded Into combat one 
or two at a time by RCN clippers m f i g u d  as "tenders," 

The battle rldu concept is an old one, and reflects a pmanent pdnclpledinterstellar comb& Given the fact that intartell# Iumpdrlwr 
and M r  supporting systems make significant demands on the mass and volume of a starslllp, two speudt of equal rite, one quipped with 
lump d r k ,  ad one without, will demonstlate vastly dHering utilizations of spare. The ship wlthout jump ddw will have a grtat ded d 
zlddidonal spm thatcan be allocated to weapons, armar, defensive screens, Rrecontro!, m m u n ~ n .  greater mancwability, and W and 
will rhwcfore k a better warship, albeit u ~ b l e  to travel between star systems on Its own. In a conhta t im bchvcnr thcx two rhIpS, the 
nonjumpcapable vessel should beat the jumpcapabk stnrshlp w r y  time. Thii fxt is thc bags d the ryrtem Meme bo& 8y cKtendhg MS 
a e p t  ta Wude hrge jumpcapabk sP@ whkh carry thew nonjumpcaplrbk w m h e  frwn s k  to slw, ttw battle rlder cmcept IS born 

The jump-capable ships, dl4 tenders, carry wad  non(ump+le hips, called riders, or battle ridrs, Into enemy sbr syrtems. Tht 
battle riders detach a d  engage the enemy, and are recowred by the tmdw fdlwing rhe battle. The drawback to the battle rlder 
i s  thefact thatalosing battle rider force has a wryhard tirnewithdrawlng,~~ battle riders cannot slmplyjumpoutof the battle toisafesystem. 
The nqulrement to rejoin the hrge, non-manewefable, and poorly defend4 tcndr in order to escape creates a wlnerabllity that a r m  
that a defeated battle rider krce Is usually annihilated. whereas a defeated l u m ~ p a b l e  force is usually m M  kss m e l y  mauled. 

COALINFONET, CIASS: NEWSREPORT, DISTRIBUTION: PUSH, AUTHORITY CINiAUBAINE 
RCES HQ AUBAINE (0738/AUBA!NE, A78A8B4-C), 12/Xll/l201 r 

KEYWORDS: COSMIC FIRE, DROYNE, DAALIISA, RCES, INQUIRY 
RCES !4eadquartersannouraced today tfiata full inquiry would beconvend toam blirh the partkularrodthe controwrsld Operation COW& 

Fin, conducted on the planet Daaliisa thm months ago. It has been claimed that the operation wm an unjustifiable used Cwlitim mflitnry 
force, and by attxk1i-q the neutral native Oroyne population, unncmwily poiwned rdadons with the inhabitants d the mrrld for the 
f o r d l e  future. 

Witnes~sae xhcduled toincludeComrndoreSean h@trop, RCES Chief of Operations, membersof the RCES long Range Planning Group, 
Captain Cpta Lawler andorhncrewmembersof RCS Aube, and Gabddle Oilla, the npotterwhofl rrt brought the eventto publkattmth. 

COALINFONET, CUSS: NEWSREPORT, DISTRIBUTION: PUSH, AUTHORFlY ClN/ORlFLAMME 
BOURCUND SHIPYARDS ORIFWME (1 23!i/ORIFlAMME, 6846SS7-9), 24/Xll/lZOl 
KEYWORDS: RESITTANCE, TERRORISM, ORIFLAMME, MACCART 

The resistance movement on Oriflamme continues to escalate, today with an apparent attempt to murder Tdnard+Dircctw A n W n  
Karlsruhe. Ilzrrlwuhe i s  the feudal holder of Bwrgund Shipyards, which has bcen held by the Karlsruhelhe since theNemyrr recwcry bcgm. 

At071 5 local drne this morning, a bombdertroyed Karlsruhe's offkc at the Bwrgund headqunrtcr~ lnjurlng h Bwrgund miner% No 
one was killed by the blast, which did an estimabed CrS00,OOO damage. Karlsruhe was not wheduld to arrive wtil0830, sa It Is unknwm 
If the aplosion was a rnis:timd attempt to kill the technarch M a simple attempt to w x  property dm*. 

No group has daimd responslbllIty for this act, but investigations are under way. 
tn a related story, anonymwsthreatr have been repwtd against the lik & C d i b n  Wretary General Maggart whois scheduled toddt 

Oriflamme in just over two months. There i s  a s  yetno offlcial confirmatton of the ~riousners of the* threats, nw the Identity d rhowmaking 





4 Globules 
A Dark Conspiracy adventure 

by MichaeI C .  LaBossiere 
Horrur- c~ . rnog~~a  /run] tI1c stringesclsl and mosl clnex/?cctcd pkces 
ii~c,he c hys. iVi~o iuou Id ever i~auc  su5pcclni tila! n r~igli ln~arc 
couftl or)zc. /o,lll fiu111 a s111dll M ~ ~ I I C  tolivl? But if did. bVho 
krloti~s ~ l ! l l ~ j t  gocs 011 in otl~o: sinlilar- arx3c?s? Perhaps a 
~ ~ i g h / n l n r - ~  111c7iti11g to happel? lies next door lo us all. 

his adventure is for a 
medium-sized group of 
PCs. They need not be 
very experienced, bvt this 
scenario Is not very suit- 
able b r a  group of begin- 
ning PCs. 

The adventure is set in a small town 
in Maine which is the site of a strange 
invasion by aquatic globular creatures 
that have intruded into Earth's dimen- 
sion in search of host bodies through 
which to work their terrible schemes. 
Matters are complicated by the fad that 
the US governmeqt seems to be en- 
gaged in a deal with these beings. It is 
up to the PCs to uncover the truth of the 
situation and deaf with the invaders and 
their unwitting allis. 

REFEREE'S BACKGROUND 
Malign beings with terrible purposes 

running through their alien minds have 
broken through into our world, spread- 
ing suffering and terror. One such group 
has piorced the veil between the worlds 

' and taken eantrol of the small town of 
Middle View, Maine. By themselves, 

I there beings aro al but phy8ieaIIy help- 
less. Unfortunirlely, they wm enter Into 
symbiatie relations with other life forms 
and make use of these host i tdies to 
work their terrible plans. 
On the first day of the invasion, three 

queen globules dimension walked and 
ended their journey in a small Maine 
pond. After recovering from their ordeal, 
they produced their offspring-a total of 
60 globules. These globules were dis- 
covered by Dianne Nicholl, who was 
visiting her sist~r's farm. Dianne did not 
recognize them asan alien life form and 
thought they were some sort of illegally 
dumped toxic material. Luckily for her, 
the queens and their offspring were 
dormant at this time. The next day, the 
qlobulesawokeand usedtheir empathic 
powers to lure Dianne's sister, Joan, 
into their pond, and she was promptly 
taken over. Dianne, having Iefl the day 
before, told a friend of hers in the EPA, 
Lynn Parsons, about what she had 
found, and her friend went to investi- 
gate, but was soon taken over. Within a 
matter of days, all 60gbbules had hosts 
taken from the townspeople. lhese 
hosts began fortifying Joan's farm and 
accumulating weapons. Joan, a TV 
scriptwriter, created the cover stoly that 
a TV movie was being filmed a! her 
farm, and there would be plenty of roles 
for the k t  people. Wdh that aver  in 
place, the hosts were able to do just 
about anything without arousing suspi- 
cion. 

Twenty days after the first batch, the 
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queens pll3duCOd 60 mom gbbules. and over the next few 
days, 60 more twmspeople became hosts, and six people 
who stumbled onto the sbuatlon wwe Wllod. Since the police 
h d  been taken over, es well as b d  news repo*n, there 
was no m e n t h  or irnmtlgatlon of the dlsappemncss. 

SMy d q ~  after t het arrhl, the queens produced f hree 
more queens, and 20 days later, they producd 120 globules. 
Over the next week, 1 20 more townspeople had taken up 
thelr new roles as gbhle b t s ,  and 10 more wore kilbd for 
learning too much. 

Finally, 20 days after the hst batch, 120 more gbbuQs 
were produced, and owrthe next three days, 76 more people 
became hosts, and 12 people wen  killed whon they m o d  
what was golng m.At the end of thoso throe days, lhe town 
was compfetely under thr control of the g!&les, and all 
those of no use as hosts (about 230 children and senbr 
citizens) wore Wllod snd fed to the queens. 

The presence aftheso bolngs dld nutgo unnotbed among 
the Dark Minbns in the regbn. One powerful Dark Minbn, a 
damon (see DmrkConoplraey, page 21 6)  who had Wen tho 
role of a government officW, decided to use the globules as 
his own soldiers. tt c a n t a d d  the globule queens md told 
them they muld senre it or be destroyed. They q m d ,  and 
the dmmon ordered government troops to the town. The 
o f l i i  story for the publiu and trwps is that a medicat 
quarantine b belw enforced; the story for the offeers is thd 
they are helping ovt same friendly Efs. In reality, the d a a m  
is lrsing the unwlttiw troop to proteci the globules from 
outside interference until it is ready to act. 

GEmNG THE x s  PCSOLVU, 
Late one night, during a thunderstorm, ona of the PCs wlll 

barfrantic knocWngat hladwr.Openlng thedoor,tho PCwlll 
flnd one of the group's cunhcts, a biilogist named Harvey 
Weems, and Dimne Mchall. Both will stagger into the house, 
t h f  r faces pale and haggard. Once they have settled down 
a bit, they will tell their tales. 

Dianne will expiain how she found soma odd globules 
fbating In her sister's pond. She told a friend about B, who 
went to invdgate and nevw returned. h e r ,  when Dlanne 
t r ld to enter the town, she was stopped by soldiers and told 
to turn b d .  Later, she snuck in and saw the p p l e  fn he 
town doing odd tRhga making strange structures, fatttfying 
the buitdlngs a d  sa on. She will also say that the people 
adgd strange, m if they wen on drugs or something. She will 
teti the PCsthed as she was sneaking out, she was captured 
by the mUitary, intermgated and kcked up with several other 
people, Including h k r t  Domlds, a well-known Invdpathre 
tele~wnalist who was repoM missing a week ago. She will 
Bnlsh by saying that Weems freed her and tho other prison- 
ers, and they have been on the nm slnce. The others, sbe will 
s q ,  went their own ways, 

Dr. Weems wlll say that he was mlgned by the govern- 
ment for what he was told wou!d be an w r t u n i t y  to work 
with r group of friendly ETs. After working in the town aweek, 
his studies revealed that the "ETs" w e n  humans who wore 
lnfeled by alien life forms, apparently q d m t  tfielrwills and 
not volunteers as the offdal story had it. When he reprted 
hk findings to the corn manding ofIber, the fl~erturnd out 
to know all about B Wwms will say that he was then taken out 
to be Vnerged," Because of his appearame, the guards did 
not judge h lm a throat, and they were quite surprised when he 
attacked and overpowered them and then fled, pauslng only 
to free the others. 

Weemswiit Implore h e  FCs f o r d  In fredng thetom from 
the yoke of the alien masters, He will also tell them thal ho 

thtnks tho tmp awa, for the moat part, unaware of tho true 
mure of tho situation, dhough there b no way of knowing 
how many of them have boon taken wer, 

Weems wilidm tell the P a  all ho knows about the aliens: 
They are, In their natural form, globulus of a geldimus 
material with highly complex nerwus systems. In thlsform, 
h e y  a n  physhlly homss. However, they are capable d 
entering the bodies of host orgmbms and U n g  control of 
theC newus systems. He doesn't know how many there we 
or R they can removgd from tho k t  without harm k the 
person. He does know thatthey &revery protedive of afarm 
(which Dianne will q n k o  as her skor's fann) and that 
they dl vEBH h on- a day. As far as he kmws, none of hem 
have left the area He wUI finish by saylng that w h l  fkrrlly 
made him realha wha was wrung was that thera were no 
children or oldor people left in the town. 

I the PC8 decide to help Weem, the ball Is In their #run 
If they dedne, they wlll read In the paper that a prominent 
bblogist (Wems) was kmed in a car wreck while drhrhg 
home from wok In any we, the P a  wlll sea on TV that 
tnvestigatAro m r t e r  RobM Donafds was killed In a car 
wredt while on asslgnmerrt. 

A C I l N  
The PCs wlll probably want to enter the town and scope out 

the situation. Slnce tho town is more or lees surrounded by 
Ws, it would be faMy easy to get Into town vla the 4 s  
(which a n  not currently patrolled) for PCs willing to hko 
several mUes through thick woods. The woods aro tho homr 
of a pack of wolves, These whw, whkh would normany not 
attack humans unbsa extremely provoked, have b a m e  
disturbed dw !he empathic emanations d the gbbulse and 
may attack humans in the woods {If the wolves end up in town 
somehow, they will go berserk and atl& any host in sight). 

Once tho PCs get into town, they will have to contend with 
military patrols as well as the hosts. The globules do not 
constantly s a n  fie a m ,  so fl the PCB are arefut, they 
shauld be able to avoId being det-. Of c o w ,  l they are 
deteded, they will be M - p r m d  to w. Tha horn wilt 
not punw tfwm out d m ,  but the military wlll. The mllftary 
will dso contact the pdioe, who All bo b W n g  for them, and 
the daamon in charge will send wt lgors to kBl the PC& If the 
paljwormilitq~unfheP~,thywilfbeloeked uphthe 
basement of the high school. I f  h e  l p r s  or hosts get them, 
they will end up dead or &a hosk.Also, U the PC8 ern 
ddeed, swr i ty  wlll ba stepped up, and W it Is s u m  
that the PCs came vla the wocds, soldiers will b assigned to 
patrol the woods In pairs. 

REsoumm 
tl the PCs go to the government, thoy may be able to 

persuade an diclal that something Is fkhy wlth the town. If 
they succeed, the military will intervene and w b  out the 
globule fnvmbn. Qf couna, B may turn out tha! the dfkM 
they contad doesn't believe them (and the PC$ may be 
W e d  up) or h aualty In loqur with the dmmon ( a d  the 
PCs may ix be up or killed). 

If the PCscontacQ othororaanWbm (such as the poiico 
or natbnalguard),thmegroub WIU bo baihtoact against the 
federal aovemrnera and will rqulre a great deal af evidante 
and pekuasbn before acting. Wmr, given the r e d u d  
power of the fadonl government and the increased Indepen- 
dence of local authority, such intervenbn la not endrely out 
of the question. 

tfthe PCsdddato go italone, R will bethem against awry 
substadd force. They may be able b get some of the 
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soldiers on their side, but i t  is likely that they will be up agalnsl 
hundreds of tmb on their awn. In the PCs' favor, however, 
Is the vu lne~ lhy  of the farm. Bb, after dl,iarfrorn town and 
W e d  near t h e w d ~ .  I4 the PC$ hit the farm +as! a d  hard, 
they may ba able b MI1 tho queens (and hence all the 
gbbul~) before any large farces anive. If an attack on the 
farm falls, or if the hods ape warned of such an etttadc, thy 
All double or triple th guard and haw hosts paroling the 
w d a  nearby. 

If the PCs are defeated, or abandon the mbsbn, 20 days 
affer they are eontaetPd by Weems, the hosts will complete 

thelr portals and pools, and queens and globules wili be 
bmugM through at an alarmiw rate. These qwens will be 
N e d  Into spacial trailem and taken to vrbus other ponds 
and lskaa throughout the mtim.These globule enclmwil l  
be careful obsewd by wants of the daamm to emufa hat 
the globules don't get any Ideas d their om. h a h r t  whlle, 
many small t o m  wlU bo taken by the globules. EveMusllIy, 
them wUl be enough d them for the dmmon to take wer 
substantial sedlons d the country. Tho exact detalls and 
Impad of t h t  expansion are left to the ref-. 

If the PCa MI tho queans, the sunrMng hosts will be 

W3: ths h W m p  k opr@r@ ndrmadtg: ahwh there 'a kre@tt, am! prbr b Wta Masdm4 WM o niaaplm tp ukdb 
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stunnod by tho empathic rh& d the deaths for 10 minutes 
(they will fall to tho ground and fbp about like dead kh). 
Aftenvard, they will stand up. Some will wander about the 
town aimlessly; &en will engage In Insane bohwbr; still 
others W set out in pursuit of the PCs. However, 24 hours 
aftsr thelr k t  feeding, the globules will perish, freeing their 
hosts. The survhrs will be severe!y traumatizd and will be 
in need of help for some time before being able to return to 
seml-normal Uws. Middle View will more or less a a s a  to 
exlst, as moa w p l e  wlll leave, and there are rro children Id, 
In a few years, tha ramps will be b e d  and the town 
abandoned. Some of the former hosts may decide to taka up 
tho war agdnstthe Dark Minions, and they wilt all be grateful 
to the PCs and will aid them whenever pos~ble. Many of 
them, erpeddly those forced to kilt their awn children, wlll 
never rmver.ntedmmon in charge and b mlnions will f k ,  
leaving tm t m e  behind. 

T h e ~ w B I l & t D a s e r i e s o b ~ i m ~ I n t h o  
US gowmment, meof whkh dl turn up human aknM, bU 
stewwill unearth DarkMlnbna Tho PC8 mr~ybe tmrolred h ~EII 
~atthemf8188lsqthThagkbuleswlNill w w  
enter EaWs dhenskn yet qaln at m e  tlme and try again. 

W a k s  
#Appear: 208 Inltlatlvr: 5 Aglllty: 8 
Attack: 80%* Strength: 4 SkHlrDem: W1 D l  0 
Move: t513W80 Constltutbn: 3 H b :  315 

'Due to their agitated state. 
Spdal: Divlng attack. See p g o  200 of Park Con- 

w[mcy, 

Soldiers (32) 
Thesearearmy combathops. WhIIethey are byalto their 

commanding offker and tho US, many of them are wspkiius 
of the situstbn and are not entirely convfnced that they are 
enforcing a quarantine. Those soldiers with doubts may ald 
the PCs. Sk of the soldlen have baon taken over by globules 
and throe have vanished (assumed AWOL, they were act& 
aty  Mled by the k t s  for vdous reasons). 

1-1: Experienced. 
Skllls: As per Experienced NPCs, plu Observation 5. 
Armament: M9, M16A2 For vohictee, t h y  haw jeeps 

and heay t h  

NCOs (4) 
The NCOs are Veteran soldiers, and some are combat 

Wetam They are more suspicious than the younger en- 
Iiaed men and don7 buy the quarantine story at dl, but are 
less pone to aid the PCs. Howwer, if they learn the true 
nature of the situation, they wlll akl the PCs. 

Level: Veteran. 
WUs: As per Veteran NKs,  plus Obsewathn 5, Interm 

gatlon 4 a d  termdershfp 6. 
Armament: M. M i n .  

Qfcers 13) 
Exqtforthewmmandhg d k  agl of the off[cers we young 

and college educated. They have treen toldthdthey am pmhd- 
ing agmw affrlendly EFs and that they sbkd expect all m t s  d 
dwenk~bet[evetMtheyhavetopmtdtheETsfrom 
DarkMin&k&s(th ywilfhinkthe Dark Wnbns).The 
~ a r e n o t v e r y s ~ ~ w h a t t h ~ ~ ~ w n d s t e n t  
wtththeatarytheyweremH,dtheymrrot&dl~aohp 
the PCswbut some dram& ptoof. 

trvol: Experienoed. 
Skills: As per Experienced NPCs, plus Obsewdbn 4 

Interrogation 3 and leadenhip 5. 
Armament: M9. 

rn (101 
T h w  rue s m t s  of the dmmon who are p o s h  as 

doeton to maintain the W e  of the quarantine, Anyona wlth 
Medical skill who apeaksto them orobsewes them for awhlle 
will redhe that they are no? doctors. They are typW bars, 
with all that implls. 

h l :  Exporieced. 
ArmamenEs: C o W d  sbnced .22 (M as HighStan- 

dard 22). Ingram MI 0 A5 (eanied In 'did* equipment) 
with supprewr, 

Hostr (435) 
The hosts are normal people who are controlled by the 

gbbulea. Most of them are Nwke NPCs. Seethe deecdptbn 
of the gbbutos for more details. 

Armament: Guards will have hunting rifles or shotguns, 
whllo 0th- will haw c o k d e d  knHes or pistols. 

Dark Minions 
Cagtdn John Hmnescy (Lesser -on) 

$trmgth: 12 Educetion: 6 Wvm: 418/3QAO 
mnsttulon: 9 Charhmc 7 8WtVDam: TAD10 
Aglllty: 8 Empathy: 8 H W  15130 
Intelllgenw: 6 hftlattvo: 5 #Appear: 1 

8kl lk.blee Combat (Unarmed) 7, Small Arms (Plstol) 4, 
Small Arms (Mfle)4, Obwwatbn 6, Psychom 3, VWmr 
8, mmputer Opemhn 2, AcU8luff 7, Interrogation 6, Lan- 
guage (English) 6, Human Empathy 5, Project E r d m  6, 
Dimemian Walk 7. 

PhysM Desmlptbn: *John%" true lorm b that a4 a 
hairless, jet W d  humanoid wlth red gloaming eyes, r mouth 
filkd wilhrihreryteeth,andnonaee. l t isaSmitedsh~&br 
and mi assume the likeness of virtually any humanoid of tts 
h e k  hs current form Is thad of a healthy, middle-aged man 
with short M& hair and Mue eyes. 

Poroo~~IHy~Uwtlon: k i n g  a lesser dmmon (a ram, 
or rether type of race, related to the daamon in Dark Corn 
rplrmey), 'John* is a creature of evil whose main mativatkn 
la to acqufre p e r  and use that pwvor for Its own enjoyment. 
This enjoyment consista of causing olhera to suflw. b 
preferred mode of InflMing wflerlng Is via military oporathm 
or personal combat. The m a  of hmr dmmons It comes 
from is a wry militaristic raco, and hence It Is suitable forthe 
role it Is playing in L daemon master's plaw b master b 
wisely staying out of tho adbn and will not be encountered 
dudng the adventure. Oddty enough, ll has same form of 
twlsted cuncern for L solders (it sew them as feIbw war- 
rioq tkghdavery Inferior son) and will kilany gbbulethat 
takes over one of its d d i e n  (unfortunatdy W l t i i  the soldier 
in the pmss) .  When playing tfw mla of the -An, it a& 
Re a slrict officer, a role i can play very well. 

Armament: M9. 

Uobufe Queen 
Wwgth: 2 Education: 1 Move: 1 ( W o r  only) 
a M o n :  3 Chartma: I SkllVPam: M A  
AgIIBy: I Empathy: 10 Hits: 10120 
Intelligence: 4 ~nltfatlve: 1 #Appear: 1-6 

~ H u m a n ~ ! 5 , P 1 ~ ~ ~ n 5 , P ~ ~  
5, WdlpwreP Drain 5. One fn 10 queens can dimensbn wak 
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lh globule queens look like large, gelatinou~ sphem 
ccmtdnlng what looks Ike a'mkture of plants and internal 
o t y m  from varbus animals, Tho globule queens evolved 
from creaturm whkh dwelled In a section of a protoalrnen- 
sbn that consisted prSnw!rily of shallow, s!agnant ponds and 
swamp full of decomposing vegetation and animal csr- 

fhese matures evolved tho abi lby to produce bu6 
whkh would break away and drift until they contaded 
Werorganhm. The buds would attempt to take control of 
the otgmim's nornus system and, tl successful, they 
would bring baEtc the organbin to the queen and k3U 3 by 
sbrblng out tho victim's nervous system. Eventually, the 
buds evolved Into Intelligent life forms with the atrllIty to 
control other omanbms. The queens also had the abillty b 
manlpuhe tho mkrds of dherbeings for bath offenslvs and 
ddensiw purposus. With these abilities. tho gbbuies soon 
came to dornhato their section ol the protodimsnshn. 
Unfortunately for the other Me forms; the globules regarded 
them only as potential hosts or food, and mntually the 
gbbutes were masters ol a desalata wasietand, viwally 
dewM of all ISfe but tWr own. These vile things would have 
soon died off il It were not for the intenrention of a Dark One 
who saw them es potential Instruments by which il could 
generato fear and suffering. Its minions brought in harpless 
matures for the gkbules to use, and il &red some of the 
queens so that they auld  dimension walk and spread terror 
and suffering into other dimensions. 

Globule queens a n  very vulnerable to drying out (it Wlb 
them) and toxc age- in the water they occupy (they filter 

oxygen through their outer membranes). Thmy mi also 
vulnerable to normal madm (bulb ,  knifes, ek)  

Each queen produces 20 globules every 20 days. fhege 
gbbuk m a i n  dormant for one day and than became 
active. Every 60 days, aqueen produoes another queen, but 
no globules. Twenty days after b prod&, a nw queen 
produces 20 globules, and 60 days I a r ,  it pmduas another 
queen, and sofoh.An individual queen dies after producing 
six queens. The globu[es'main task is to care forthe qwns 
by provldlng them with food. The modem gbbules do nat MI 
their bats (fib would kill the gbbule) but bring the quoens 
food, the queen gbbubs in turn feed thr globules. I a 
gbbulo klls to f e d  for 24 how, it wll pwbh fteelng any 
hoat it rnlght be controlling 

Qobde 
Strength: 1 Edueatlon: I W e :  1 
Cowthtlon: 1 Charisma: 1 SkllYDem: WA 
Agllity: 1 Empathy:S Hh: IR  
Intelllgena.3 InInltthr~: 1 #Apposu: 20-120 

3pdml: Human Empathy 2, Projeci Emotbn 2, Profed 
Thought 2, Willpower Drain 2 

Globules w a r  as mdl @9sketbalkized) gbbes of 
gelatit~luar material. V ide  within the tmducont jely aro 
whllt appear to be st~ps of grwn and black mahles. 
When dormant, the cmtures are harmless and Immobile. 
When adiva, their intehal "organs' swirl about W e .  

Theso bolngs are mrernely dangerous baause d thair 
ability to t o e  control of e host organism. The Cakeover 

- 
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procedure Is as follows: The host mud be in the wafer with 
the globule (the queens generally use thet Wlltpower Drain 
and Projection abibles to lure victims). The host mud be 
drained of all willpower (again, the quoen usually does this). 
The globule must be In d i r a  contad w~ the vldim for d 
least f i e  minutes. The victlm is entitled to a D'icult skill 
check against his Constitution to see if his Intmune syetem 
rejeds the attempt. If thb roll sum&, the M r n  Is not 
taken over on that attempt, but the gbbule may attempt 
anothertakeover. If agbbule is htempted or failsto takehe 
victlm over, the vkim suffers no physcal h m .  if the 
takeover succeeds, the globule gains completecontrol wer 
the viaim's M y ,  memory and skills. 

The gkbulo merges with the victim's body after the 
takeover. This makes it difiiwb to tell a controlled person 
from a noncdntmlled person. The victim's mind remains 
conscious and active, but completely helpless. If a hust Is 
freed, the experience may have a disturMng dect psycho- 
logically (the exact lmpacl L left up to the referee). 

Like the queens, theglobules arevulnerable todrying out 
and to toxins. When they are In the host M y ,  t h y  drain a 
great deal of b water, so hosts drink an abnormal amount of 
fluid. The gbbules, being spread all thm ugh a host's body, 
cannot be removed by surgical tochnIques. However, they 
can be killed by exposing tho host to toxic agents, etc. that 
may kill the globule (it has only a I Constitution) and not the 
ho&. The &ath Df the globule frees the host. ll a host is 
iniurad. the slobule Is not harmed (it is sodiffused). However, 

For Traveller@ 
The New Era 

GDW: 031 1 $14.00 I 
1 ihe host is killed, the globule will die wW1 k 

Finally, as has been noted, globules must f eed once every 
24 hours or perish. The death of a queen has a profound 
impact on the globules it produced (empathk shodc}, putting 
them into a ccrmatose state for 10 minutes. Afternard, the 
globules will khave oddly (exad behavtor I& up to the 
referee) unless another queen Is alive to gulde them. D H A N D B O O K  

In the 57th century, travel between the stars has long been an accepted fact of life. Starships 
with powerful jump drives form the basis of interstellar commerce and the warships that I 
protect that commerce. 

But jump drives are bulky and take up volume that could be filled with defensive systems or 
offensive weaponry. A specialized vessel, optimized for large fleet actions, G DW: 0308 I 
gained populeritydurin~ the Second lrnp~rium and cameto completely 
dominate the fleets of the Third Imperium. 

O To continue on page 55 . - 
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The PCs are all asleep, all dreaming 
their own s-8 dre&m&. Gradually. 
the dreams start to mewe, until every 
member of the gmup has the same 
vision: A h u m i d  fbure of crdackliw 
blue neon. 

T A i s @ u r e i n t w  himselyas Diver 
and ~ h k e s  to the PCs for htmding 
into theirdreams. However; he has am 
for them. Despite the2025 ban on whaC 
ing, someone is sfill running a whaling 
shb, andthis som~nemustbestopped~ 
To this end, Diver can provkie the PCs 
with an addmss d f me friends who 
mbht he@ you." 

#asked h u t  payment, Diver will at 
first seem somewhat confused, then 
will assure the PCs that a h u g h  he 
can? pay them anything up fmnt, they 
will be rewarded when thejob is done. If 
the PCs push for more concrete assur- 
ances, Diver willpmduce an image of a 
-of dhmonds, inquire whether this is 
enough, and assrue the PCs that they 
will receive these when thejob is done. 

PCs who are successful rolling their 
Intell~etm against a target number of 
8 get the strange feeling that their em- 
ployer doesnY really understand tho 
ctmcept of money, 

I f  the PGs accept the job, then Diver 
says he'll eontact them again when the 
job is done. He win then d i s w a r ,  and 
the PC3 will wake 4. 

T 
he address Dwer gave the 
PCs is on the edge of the 
Barrens. It is a decaying 
aId shop, with Savbrs of 
the EartWcrudely painted 
a c m s  one window. 

Inside, old and dirty 
emlagy posters lifter the 

walls, and a bared young man sits be- 
hind the desk. 

If the PCs justaskgoneralquestions, 
the young man will spin them the stan- 
dard pitch for any small-time eco-move- 
ment and try to get some money out of 
them. If the PCs mention Diver's name, 
however, the young man will suddenly 
bok much more serbus and take them 
into the back m m .  

The back m m  is spotlessly dean 
and looks like an army headquarters. 
On one wall are maps; a computer 
system fills a comer; and a rack of 
assault rifles hangs on another wall. 

The SOE is a radial em-&ion group 
which uses thecover of a peaceful, low- 
budget eco-action group. The activists 
have had dealings with Diver before, 
but he always contacts them through 
dreams of Astral projection, so they 
have no more idea than the PCs who or 
what he is. 

If asked, the SOE can describe the 
migration patterns oi whales, the likely 
location of the whaler and plans of the 
whaling ship design. 

The SOE can also provide the name 
of a fixer who can supply Llmpet mines 
and other marlne equipment. Limpet 
minescwt 75 Nuyen each and do 11 D2 
damaga. They can be destroyed by 
timer or remote control. They are mag- 
netic and so will stick to the hull of .any 
ship. Wetsuitscost 350 Nuyen and pro- 
vide 2 points of impact armor. No ar- 
mored suits are available because the 
extra weight would pull the user under. 
The same goes for any other armor. 

Atso available are knives (STR+1 L2), 
spearguns (7M2 on impact armor; use 
light pistol ranges) and bang sticks. 
shotgun eartrldges on the end of a pole 
(one use, 9M2). 

Fighting underwate; imposes a +2 
modifier to Armed and Unarmed Com- 
bat skills, unless the person has trained 
In underwater fighting. Using a ranged 
weapon underwater impses a +2 pen- ' 

alty to hi. 

ACQUIRING 
A VESSEL 

Obviously, the PCs wlll need to reach 
the whaler to complete their task. Un- 
less t h y  happen to have an armored 
deep sea vessel around, they are going 
to have to steal one. 

A quick search will reveal thal the 
only group with vessels of this type is 
the Seattle Harbor Patrol (unless they 
want to rip off a boat from the UCAS 
military, which would not be wise). 

A little bit of piracy would seem in 
order. 

There are three basic ways the PC$ 
can steal a boat. 

1. They can break into the Seattle 
Harbor Patrol and steal a boat direct 
from the harbor. This way is doomed to 
failure, because as soon as the boat 
sailsofl, the rest of the harbor pgtml will 
be afterthem (and unlikethe PC% these 
guys are experts on handling their boas). 
That's assuming the harbor defenses 
don'tgetthe PCsfirst. (Seattlegot a tittle 
paranoid after the Japanese occupa- 
tion of San Francisco and never got 
around to removing the rnissiIe launch- 
ers.) 

H !he PCs choose this route, the 
refereemay want to give them achance 
to surrender, ehuck'em in jail for awhile, 
then get SOE lawyers to spring them on 
EL technicali and suggest that stealing 
somethingdirwlyinfront of theowners 
isn't the best way. 

2. The PCs can hack the harbor's 
computers and put their names and 

faces down asthe replacement crew for 
tonight'seoastpatrol. Providingthe team 
decker does a good enough jcb and the 
PCs convince the crew to report ill (it 
wouldn't bok good for two crews to turn 
up), they should be abte to walk away 
with a k t .  

3. Tho other way is to hijack aship in 
midpatrol. If the PC$ ha& tho Seattle 
Coast Guard computers and learn the 
patrol schedule, they can wt up an 
ambush and capture a ship. The sinking 
vessel ploy is a g o d  idea to get the 
coast guard craft close enough for the 
PCs to jump the crew. 

COAST GUARD 
All coast guard vessels have moni- 

tors. If a vessel diverts from its route by 
more than 10 miles, then the coast 
guard will radio the ship and ask what is 
going on. If the replies are suspicious or 
if the ship 'continues to dlvert from its 
route, then a Hughes Airstar with afour- 
shot missile launcher is dispatched to 
escort the ship badc to the harbor or 
q n d  it to the h m .  

The tracker should be considered as 
a level 8 bug for the purposes of detec- 
tion, or il can be deadhated by a decker 
in the coast guard system. 

srsttm 
San-1 : ConnaiontoMatrix.Orange 

5, Barrier-8. 
SPU-1: Red-4. Track and Burn 5. 
SN-1: Red-4, Controls lock on main 

gates. 
SN-2: Red-5. Tar Baby-4. Controls 

alarms an the fences around the coast 
guard compound. 

a-3:Sewritytermindatmaingate. 
SPU-2: Orange-4. Barrier*. 
DS-1 : Red-4. Killer-5. Recordsof crew 

(names, faces. IDS). 
DS-2: Red-5. Black-Ice-4. Patrol 

schedule for coast guard vessels. 
SPU-3: R e d 4  Trace and Dump4. 
SN-1: Red-4. Monitors trackers on 

coast guard vessels. Can be disabled 
by a decker on a Computer4 test. 

SN-2: Red-4 Smurily camem 
SN-3: Red4 Seeurity camera 
SN-4: Red-4 Security camera 
CPU : Red-6. Scramble-7. Technical 

information on mast guard boats and 
personnel files on crew. (Some free- 
traders of ?he PCs'acquaintance might 
be willing to pay for this information.) 

Crew 
For pilot, use the Rigger archetype, 

bvt remove all vehicles and patrol ve- 
hicle drone. Replace Bike and Car skills 
with Motorboat: 6 and Navigation: 4. 

For the other four crew, use Street 
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Cop archetype with armored jackets, 2nd edith, page 141, but mountlw 
H8K 227 SMG and Defiance super enhaneed sensors and sfornard-firlng 
s h d t w r .  Remove P o l i  Pmdures autwnnon. 
and replace with Law (Maritime): 3 and 
~tique#e (Smuggler): 3. Handh~  Speed B A  S& Autoplkt 

5 2#50 9/4 8 4 

,Sensors: Advand. 
ECWECCM: Securii t i  1mAilby 1. 
Mounts one HAM; and one four-hot 

torpedo dl. (14M damage, use rodr- 
a range.) 

TmCKINGmE TARGET 
Provided the PCspickedupthe maps 

dthe whdes'migration routes, trerddng 
down the whaler wlll be easy, as the 
whaler is following the whaW migra- 
tion W r n ,  hunting as it goes. 

The journey will take the PC8 several 
d v  but won7 dfar any challenge u n h  
therefereemdyfds Urethrrmringsuw 
thinghAfter&tllereareabtdnssty 
paranwmJcrt#ersoutthm,mdpimq 
hmn'tcomplatelydi outasaprd~~~~bn. 

Whaler 
Thewhder is a large #rnverbd tanker 

and b emfled by m&tech N'i htrunner 
running cover. 

The Nlghtrunner b as in Shadowrun 

7he whaler h a  a ckw of 50 dbrs 
(use Street Cop amhetype with knives 
and clubs) d a aacurily #rmpfement 
of flve (four me- and *stmet shaman, 
Shrk totem). 

The whaler a& a$ a spatter. if tho 
PCsO ship is by the whalers' 
sensors, the Nlghtnner wlIl be dls- 
patched. Ifthe PCscanjam thewhdem* 
sensors in an ECMCCM battle, then 
t h y  should get el- enough welther 
use the torpodom or u n b d  d'wn to 
mine the whder. 

By the way, the whaler has sonar. If 
hey wt suspiciws shapes swimmlng 
up to them, the meres and the shaman 
will suii up, arm themselves wlth knkes 
and sparguns, and imestigste, and 
yes, these guys are trained In underwa- 
ter combat. 

Because of the emotional residue 
from the slaughter of the whales, the 
sea around tho whaler has a b d -  
ground count of 3 to be +Id gdnst  
all magical t ea .  (See Tho Mmdm.) 

k 
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DAW JONES'S 
mCKEl2 

If the PCs succeed In 
rending the whaler to a 
well-deserved watery 
grave, then the Image of 
Diver will appear and 
congratulate them. Diver 
will then ask the PC8 to 
step off the side d the 
ship. If the PCs armply, 
they will slnk Into the 
waterbutfind themselves 
able to breathe and mow 
ingde*r&wn.AMqC 
cal Theory test qainst 6 
will show that they are 
probably beings hehered 
inside a Sea Spirit. 

fheseaspiritwilltdm 
hem b a huge blue whale 
w h k h ~ e y e f h e m f w a  
seoond, thon wink atlhern 
T h e n e p t t m h w  
will go limp, and 
~ f o m w H t q p a r b  
sldebhem. 

Diver will greet them 
happiiy and answer my 
questions they might 
have. 

Diver will e x p M  tha, yes, he k a 
whale, but whales have always boen 
sentient, With the advent of the Awak- 
ening, they leared the artsof magic= 
didtheothersentientrecesofthepla 
Whales learned human $peach, but 
without vocal cords, they muld only 
#rmmun~tehmtralfonn,wherem- 
munfcath has Imk to do wlth spoken 
W u w m .  

Diver says that 1 mankind in gonerd 
were to learn of whalesw sentience, it 
could I d  to a btd unpleasant conso- 
quenoes (me lneroassd experimenta- 
tion on whales). Thus, he will pledge 
the PCs to ailenw on thlg matter. 

H asked why he hired the PC&, D i r  
will explaln that whdes are nonviolent 
by nature and have no cumbat magic. 
Being physimlly incapable of harming 
the whaler, they were forced to turn to 
outside help. Some of theiramnhctson 
the stnot were able to recxrmmend the 
PCS, 

When all the PCs' questions are an- 
swered, Diver wlll escort them to a 
wreek on the seaflaor. In acabin on tho 
shiQ, he will reveal to the PCsanoilskin 
pu~hcor l ta i faunwtdhonds-  
thelr fee. 

Dhrer wlll then esarrt the PCs to the 
surface and wish ihem well, saying if 
thcyarooveiin troubleon thesea, they 
shwld call for help with their thwghta, 
and Oier or his kin will do their k s t  to 
help them. 

D m  
0ody:25/4 * 

Quickness: 7 
Strength: 36 
Charisma: 7 
Intelligence: 8 
Wllpower: 8 
knee: 8 
Magic: 8 
Totem: Sea 
Conjuring: 7 
Sorcery: 5 
Magical Theory: 7 
Spells: These are probably tresl Id 

up to the referee's imagination but 
should be radically different to any found 
in a (metalhuman grimoire. 

CONCLUSION 
PQ should m i v e  5 Karma points 

for the adventure, plus whatever the 
referee feels appropriate for hdkidual 
mleptaylng and ideas. 

The diamonds are wotth 135,000 
Nuyen e&. 

Referees are advised to cclnvlna 
thrlr PCsof therukiial natureof trying 
to seU a stolen Seattle Coast Guard 
vessel. R 
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. -r 8- things you need violence. 
r others, subtlety That's 1 

come in. 
-I.,, been a street-gaer. a jet-set: 

a personal secretw and a 
pl sin old- f ashicmed con-mdn, whatever 
the job required. 

=you wt someone to get in close t o  
your enemies, then I'm the one YOU need 

e m ,  wuld I l i e  to you?" 

A human ehameleon, the spy fits into w h a W  role he 
is playing. Equally at home on the stre8ts or in the 
boardroom and equally deadly in'both pl-. 

Attrfbwes Skills 
Bcdy: 4 Stealth: 4 
Quickness: 4 Unmed Combat: 6 
Strength: 3 F i r e m :  4 . 
Chatlsma: 4 Computer: 4 
lntelllgem: 5 Psychology: 4 
Willpower: 5 Etiquette (Corp): 3 
Essence: 2.65 Etiquette (Street): 2 
Magic: 0 
Reacdon: 4 (5)+2D6 

C y 4 e m :  Cyberoptlcswith low-light, thermographic 
imagrrig and retinal duptiation, chipjack, 30 MP extra 
memory, air filtration (level 5), sma@un ink, boosted 
reftexes (level 2), internal voice mask, hearing ampllfm- 
tion. 

Geac Fichetti Security 500 and silenoet, Beretta Model 
70, knife, Narcujet plstol, vest with plates, mlcro-re- 
corder, maglo& passkey, bug scanner (7), dataline 
scanner (7), dataline tap, laser microphone. 

SldllaofEs: aeeEronia {4), Stmillance T w e s  (4). 
Corporate, Street Ma~e, D d w r  (Major 

League), Yakuza (Mid-MI), Forger. 
-rlpUon:As appropn'ate towhatever environment 

he is working in at the moment. n 

By David Peny 
Bhmdowrrm 



. . 
. & .  - 

. lgor Pankererov.skl. 
- : ' ~ u i l d  Captain of 

I long time to come. 

Senta '!Booin Boom'! Romero 
scout Carnmande~- for the '. , 

Reformation Coalition 

The Rcfcrmation Coalition 
contains a wide variety of 
personalities, and Star Vikings 
will allow refe;ees to run them 
all: members of the RC 
government and armed forces, 
covert intel, igence operatives, 
RC allies from free-lancers to 
Free Traders, plus representa- 
tives of the RC's implacable 
opponents: the Guild and the 
ruthless dictators from the 

Each personality is a fully 
detailed Traveller character 
ready for use in a Star Viking 
campaign, with extensive ref- 
eree's nates ,on the characters' 

a campaign, and keep them 
crossing the players' paths. 

In addition, Star Vikings pre- 
sents eight unique starships and 
their crew5, complete with 
maps of their areas of operation 
and scheduled trade routes, and 
full color profiles of their 
configi~rations and markings. 

These characte~r and ships 
are not one-trick ponies; they 
are useful, long-term NPCs and 
crews that will add color and 
detail to yoi~r campdign fur a 

. . . . 

P.O. Box 1646, Bloomington, IL 61 702-1 646 
. .. 



A 2300 AD adventure by Paul Lucas edge of the rain forest that makes up 
much of the southern British continent. 
From here, it is explained, thegroup will 
be l ied  via cargo zepp to a polnt 50 
kilometers into the jungle and left off. 
From there, the survivalists wlll have to 
hike badr to Foliage over the murse of 
the secand week. 

The group will spend thrae days in 
the town, preparing for the sojourn. Ev- 
eryone will be issued abasic medki and 
a 200-kilometer range communicator. 
They are also given wash courses in 
first aid, poison ireatment, hygiene, 
group disclplino and equipment han- 
dling. 

It is also explained-nd highly em- 
phasizecUhat no advanced technol- 
ogy, aside from medkiis and wmmuni- 
caton, will be allowed in the jungle. Part 
of the reason for taking the course is to 
test one's mettle against nature, and 
Pierre fervently klieves that is impos- 
sible when one can simply obliterate all 
obtades with automatic weapons fire 
and the like. Allowed arms include com- 
pound bows, crossbows, machetes, 
knives and axes. Nonrigid armors are 
altowed but not recommended; such 
heavy garments in the hot jungle can 
quickly lead to dehydration and heat 
exhaustlon. Any character who does 
not comply will be dropped from the 
course. 

Same characters will no doubt at- 
tempt to sneak some modern ordnance 
inta the jungle anyway. Small handguns 
and objeetsof like size will be a Routine 
task tosneak past Pierre; normal pistols 
and singular grenades will be a Difficult 
task. Anything larger or in quantity will 
be Impossible. Any discovered contra- 
band technology will be confiscated by 
Pierre for the duratlon of the time in the 
jungle. 

Other equipment issud to each per- 
son will k as folbws: ba-k, sleep 
ing bag, tent, rain poncho, thermaIly 
insulating blanket, knife, compass, two 4 
canteens, 30 iodine tablets, flashlight, 
50 all-weather matches, mess kit and 

The player charact8fs are invited 
a h g  on a two-week survival course 
taught by an old friend of theirs, Piene 
La Salle. Among theot hen h thecourse 
is Gregore Charlois, a high-ranking bu- 
reamrat In the French government. He 
is the target forassassination by agroup 
of French nathnak who oppos8 the 
current lrnpb~~~algo vemment. This group 
has hired Moms KirWand, an assassin 
who sp&lires in using advanced m- 
bots in his hits. Morris goes ahng on the 
outing. Several days into the mume, 
the party is attacked by a horde of &t 
assassins under KKiIand direction. 
Armed only with bows and knives, the 
party finds itsen trstpped in an alien 
ju@ with only limited options. 

manliness in the most dramatic ways 
possible. This survival course is just the 
latest in a number of similar programs 
he'sjoinedtothisend. Heoften useshis 
position to bully others into getting his 
way. 

Morrls Kfrkland, Asrrassln: Morris 
is an Experienced Core NPC. Though 
only 30, he has made quite a reputation 
for himself in the underworld by using 
his technical expertise to facilitate kills. 
He atmost ilways works through cus- 
tomdesigned robots. 
NPC Motivation: King Clubs and 

Queen Spades: Morris loves vblence, 
and perpetrates it as often as possible 
just to see something wrecke4 How- 
ever, he becomesobsessive ifthwarted, 
and will pursue btched kills to the ex- 
clusion of all else. 

Others: h will be up to the referee to fill 
out the hawdozen d so otherswho will go 
with the party Into the jungle. Suggestions 
for characters indude real or would-be 
memnaries, sportsmen, survhli&, and 
curious college students. 

his scenario is designed 
for up to four adventur- 
ers. Awpy of Beanstalk 
is recommended for play, 
as the adventure takes 
place on the Briiish conti- 
nent of Beta Canum 

FRIENDLY INMTATION 
When the party is between jobs on 

Beta Canum, one of the PCs will meet 
Pierre, an old friend fmm yesteryear. 
Pierre asks the PCon anight of drinking 
and reminiscing, during which he will 
invite the PC and his friends along on a 
survival course he's teaching on the 
British continent. He offers to pay for 
expenses, for "old times' sake," and 
promises they will have fun and learn 
something in the bargain. li the party 
balks at the invitation, Pierre will casu- 
ally mention that some notables from 
the French government are also going 
along, and it would be a g o d  place to 
make some potentially useful contads. 

DRAMATIS PERSONAE 
PIerre La Salle, Survlval Inatrue 

tor: Pierre is a Veteran Frontier NPC. 
He is a native of Beta Canum, arid in 
recent years has returned from abroad 
to settle down. He possess extensive 
knowledge of the wildlife of all three 
settled continents. 

NPC Motivation: Middle Spade and 
Queen Clubs: He takes personal re- 
sponsibility for the safety of the group, 
and is a stern teacher who hates to be 
contradicted. 

Gregom Charlolq French Bureau- 
crat: Gregore is an Experienced Core 
NPC. He has worked in the French gov- 
ernment for three decades throw h a vari- 
ety of awlministratiis and governments. 

NPCA4otivatlbn:Minor Joker and High 
Spades: Gregore is undergoing a mid- 
life crisis. He feels he has to prove his 

UASs IS lN SESSION 
If the PCs accept Pierre's invitation, 

t h y  are to meet him one week later in 
Foliage, a small coastal town on the 



25 mandaya of rations. Other equip 
ment, such as fishins line, rope, dud 
tape and so on, is up Bo the discretion of 
the individual participant. 

During the several days a Foliage, 
the P a  will haw the cham to mingle 
with theotherpartiupants. Pierre will be 
afriendly but stern tdrnaster; Charlois 
ads gruff and gung-ho, but is redly 
nervous and unsure; KlrWand will be 
obnoxious and ankle, and will always 
w m  to be smirking at some prlvate 
joke. 

N O  THE BUSH 
Therurvivalistsaro lmed totheir drop 

sight 50 kibmeters deep into the jungle. 
They are left off at a well-used mnp site 
when  the group members will spend 
the first week acclimating to thelr new 
environment. 

The Beta Canum raln forest is some- 
what morefriendlytoward humans than 
a similar environmmt on Earth. Be- 
cause of the incompatible biochemis- 
tries, there Is no danger of malath, 
dysentery or other infections that are all 
too common hazards In Term jungles. 
Even most organic pisons developed 
asdefenses by varbus BetaCanum l ie 
forms have only limhod #ects on hu- 
mans in moderation. Even m, there are 
still many dangerous indigenous crea- 
tures to be aware of (see Beanstalk, 
pages48-48,forf u l ld~ ip t i i nsdsome 
of these), and there is the constant 
obstadeofthenuisance insects,treadI- 
emus terrain, oppressbe heat and swel- 
tering humidhy. 

Pierre will lead shwt sorties into the 
jungle over the next few days, to give 
everyone a chance to get used to mov- 
ing in the rainforest. Kirkland will refuse 
mosl of tlw wpurns, spnding a greed 
deal of time abne in his tent. He is busy 
covertly assembling his master remote 
unit which he had tosneak In with hlm in 
component ptts. The rebels who hired 
him already drdrappod his special 
pdqes" in the neatby jungle several 
days before. 

Onthethfrdday kcamp, whileevery- 
one else is oul with Pierre on a fauna 
ident Hication outing, Kirkland completes 
his remote and acthates all 38 
cyberspider units In the sunounding 
bush. He orders the robots In the direc- 
tbn of the survivalist group. H for some 
reasonoranotheracharaeter has stayed 
behind, Kirkland will now attempt to kill 
him with his conceaied Traylor Model 57 
handgun. If a PC has stayed behind. 
assume Kirkland kiC (or thinks ho kills) 
him. Eiher way, he leaves camp imma- 
diately alterward, headlng nonh. He is 
to be p W  up 10 Idlometers further in 



the jugle 24 houm after the acthratlon 
signal is sent. The robots a n  pro- 
grammed to ignore Kirkland's personal 
IR signature. The remote unit ha is 
using requires special codes for opera- 
tbn known only to Kirkland. 

ATTACK 
About an hour after remote & v b  

tion, the flrst cyberspiden will reach 
Pbm's group. Having k e n  airdropped 
over an unexpectedly wide range by an 
incompetent pilot, the widety scattered 
unlts will not be able to attacken mas# 
as Klrkland had hoped. Rather, they will 
a t i d  sporadically In small groups wer 
the next several houn. 

The first Prttadr of 1 Dl 0 robots wit1 
take the groupby surprise, dmwlng out 
of the trees and jumplng from out of the 
bush. The automatons will attwk any- 
thing that f b a  human'sdistlnctive infra- 
red silhouette and olfadory slgnsdure. 
Make a u n  seved lncldental NPCs die 
honjbbinthisfirst engagement, tostrike 
home the danger the paq is now in. A 
s m d  wave of 1 D6 cyberspiders will 

strike the group 30 mlnutes later, Seo 
the s d o n  on cybersplden elsewhere 
inhisadventureon howto handlothese 
unks during combat. 

o m s  
After the first two attacks, the party 

should be shaken if not in complete 
disarray. In all likelihood, several NPCs 
andhr PCs wlt bo dead or wounded. ll 
they attempt to radlo for help, they will 
find that tholr corn units are belng 
jammed, and they will be ineHedive 
beyond 10 motors range. 

One of the first actions that the party 
members will likely take is to make their 
way back to base camp In order to pidc 
upequipment, supplles and/or persons 
left there. Most likely, Kirkland and hb 
equipment will bo gono, and my char- 
acter left bbghind will be dead or seri- 
ously wounded. 

Some,of the counorr of adbn avail- 
able tothepaqfrom thls point are listed 
below: 

Make a Stand: The PElrty decides to 
db in and fight off the attadmaby the 

eyberqlders. The m @ e  is a broad 
open fiekl b u t  30 motera across, and 
should give them a clear field of fire. 
They should also attempt to erect some 
form of defenses, such as shallow 
trenches, stake rows or pil traps. PCa 
who deduce that tho row are using 
Infrared wnwnmlghtthinkof using the I 

thermally insulating blsvlketsto hidothair 
IR signal. This won't fool a unws o t f e  
tory sensors, but It might confuse D for 
several witleal rounds, The mbts will 
attadr the base Eamp in swarms of 
1010 u n b  at intervals of ID6 b u n  
untll all units are destroyed or until their b 

W r i e s  wear down 72 hours &or ac- 
tivation. 

Fllght to FoLp: The party deJdoe 
that remaining in the alienlunglo with an 
army of murderous robots is sulddo, 
and altemptsto get out with dl possible 
sped. If the PC8 opt for this stredgy, 
they will be able to make about one 
kibmeter per hour in the dense g m h  
of the rain forest Unlike the mbts, 
however, the humans will Rave to stop 
and rest evew couple d houm leavirg 

- 
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increment of two hours. Once it b bulk, 
the task to unscrmble the oommand 
codes is 0 ' i~ :uh Ha portacomp b handy, 
Impossible if one is not. 

CONUUSIONS 
If Charlois has somehow managed to 

survive the ordeal, lw will be grateful to 
the PC$ for thet help, saying that he 
ow- them a big favor. This may be 
d l e d  u p n  hnmedkly or at some 
future date, ahd can take the form of 
money, work or connections. Also, k- 
cauee of their experience, albw each 
PC to gain a lowl d 0 in Jungle Survival 
skill in addition to any other experience 
points earned in this scenario. 

H Kirkland managed to escape, tho 
referee may continue this adventure by 
having the p l y  tty to t& him down 
before he leaves the planet. If Kirkland 
has thrown in w'dh the PCs and lives 
bng enough to confess, the p a y  will 
learn of tho anspiraq against the 
French government, What they do with 
this knowldge is up to them, 

CYBERSPIDERS 
CyberspIdors originally appeared in 

the article,Wew Cyber Equipment" by 
Michael Lahssi~e,  In Challenge 43. 
What appears below is an updated and 
m o d i f i  venbn. 

A cyknpHer is a small mbotlc unit 
wntrrrlled by a partially organic central 

p m m r  Each four-legged unh has r 
main domelike body measuring 1 Ocon- 
tlmeton In radius and four camlmasrs 
high. Ihe central housing contains all of 
the unit's mdn components, induding 
Its main weapon, a poison Injactor 
needle. This needle has enough foroe 
to penetrate normal ctothing but little 
else. The polson inflicts a DPV d O.Sfor 
four rounds af!er it is injected. The $pi- 
der has enough poison for f a r  injec- 
tions. Kirkland has replaced tho poly- 
mer "web" spinners in the unit's legs 
with powerful aduators that allow the 
rohtto jumpupto three meters. He has 
also installed leg bath to mdst it in 
climbing the Jungle fauna. In this way, 
the automaton can leap from the tree to 
tree in the jungle for bmotbn .  

The mrspiders'  thermal senmrs 
a n  l ited to a range of 10 meten. Thelr 
on a& aensom are abt t  h8M as son- 
s l i v e ~ ~  an average dog%, klng able to 
pick up any signifbt spoor withthin 10 
meten of the unit. It can follow a scent 
trail less than 12 hours old. 

Each rplder has a Ufe Levelof 3 and 
an armor value of 0.2. It pssesser no 
significant signature. BBCPLUS~ of its size 
and dexterhy, It Is DMlcuh to hR and has 
an Initiative of 8. Each splder costs 
about Lv400 to make, plus Lv25 for 
each polson dose. 

Cyberspiden are very sirgleminded 
creatures in combat. Once a target has 

bean acquired, they will pursue and 
attadc b relentlessly. A unh will typically 
lnjed all of its poison Into one partiwhr 
subled, ensurlng a klll. It will use the 
ample growh of tho jungle to thelr ad- 
vantage, striking from out of e w e r  when- 
ever possible. 

BOWS 
AND CROSSBOWS 

During this adventure, the PCs wid be 
f o r d  to rely on these arehaic weap- 
ons. AcharacZer with Combat Rileman 
skill can use crossbows at haw the level 
of that skill. Bows require hair own 
special &ill catqoty. 

Rackwell Shemood-Ill Compound 
Bow: mpo: 60-pound draw sporting 
compound bow Counw: Great Britain 
W 2 kg Length: 1.1 m (buIk-2) Adh: 
single-shot AmmunHTon: OOOmm x 
10mm hunting m w  Ammo Ve-: 
200 mps Ammo WeQht 0.15 per 
shaft ROF: 1 Akned Fire Rdvrg8: 100 
meten DP W#:0.8 P h :  Lv100 (Lvl 
per arrow). 

-11 MARC7 T*: 
1 00 pound draw light sporting crossbow 
Country: Gred Britain Weight: 2.5 lq 
Length: 75 em (bulk-2) A d h :  slwle 
&otAmmunitkn:6OOmmxlOmm hunt- 
ing bolt Ammo Vekclty:300 m p  Ammo 
Weight: 0.1 kg per bolt ROF: 1 Nmed 
F b  Rmge: 150 moten DP Wue: 1 
Price: Lv9O (Lvl per bolt). R 

These vessels had no jump drives, had nothing in fact not directly related to producing the 
most effective line-of-battle corn batant possible. 

They were carried across the interstellar distances by huge jump tenders, vessels with little or 
no combat ability of their own, which would release their deadly cargo before the battle began 
and then withdraw to a safe distance. These warships became the very CDW: 0308. ~ 3 0 .  
symbol of large fleet actions. Because they were carried from star to star, 
they were called.. . 

To continue on page 64 
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Martial A r t i  
I A Cyberpunk 2.0.2.0. article by Robert K. Wood 

Fact l r  Hand-tohand combat betwen well-trained 
cornbatantv does n o t  last long. The techniqum 
imployed arc designed to do serious, often crippling 
damage to an opponent and are applied to the 
weaker arcas of the body. 

2r Opponentti klckcd in the throat, kneeti or 
groin do n o t  sw. on their fect or stage comeback 

Fact 3s Martial arts are nut easily mastered. They 
take many yearn of practice, and requirc a skilled 
instructor, not  a book, to learn properly. 

Many falw idcals have dcvelopd as $he result oF a , 
largely unirrformcd public being mpmd to the movie 
version of martial arts. This article is meant to I dffercntiatc betwmn myth and reality, allowing you 
sirnulatx mlisrn in unamd combat or .Focus 

I 
your campaign more in the cinematic version. 

I- o street sltustions, then la -1- tack is polng to be an upper body hot, 

8 

dom time for a 'face-off" h r e  low strike or-ific Mow. The d & h -  
ane opponent intlmidatds the tion is ma& k both the deiender ad 
other, Often, the is referee (inthecasedafolnt,d*reL 
jumped and responds by reflex, Wgel zone Insled). 
ddvering several strikes before 3. Determine alt& type and make 
he b really aware of what has the att& roll a usual and bcation it 
oocurred.Thls happensottsn with needed. 

more experlenoed students and gives 
rise to rumors thal mattial artists are 
paranold, while f l  is really an exam* of 
tfsekrodbns hwhg boon condhned 
by years of repetitive trainirtg. 

N your gaming duation wanants a 
. faco-aff, c o m p n  !Mimidation skillsplus 

the usual die roll, subtracting 2 from all 
the b e o h  attacks and 1 from all de- 
f e m ~  rolls. Roll I n K i e  as normal, but 
give any martial artist s +1 in a swprk 
s&Wlan (duo a0 dkx mi* ) .  Whm 
the lihl begin$ a few step need to be 
fobwed: 
; 7; Determhw what ly le e& corn- 
betant Is wingl at the moment. Deter- 
mine hitW8, applying any modifien 
as l i -  In the Marbld AttsBonus Table 
on page 60. 

2 Owe the winner of the Initiative 
h e  h d & r m W ,  decide i f  the a- 

4. Apply any dmqe or special ef- 
fects ( s t u d  by throw, knockbe 
*I-. 

When you detedng-what slyh and 
M n i q w  you are & to use, con- 
sider ywr situatiwr. btketarget i n h  
where a short punch or throw is more 
appropriate, or is he at more d a kkkhg 
ranger? Be aware that most m a M  art- 
ists consider their atk& r a m  b be 
about hvo meters; this b bwmotirnem 
dert-one's~e,'mlaperson is not 
a threat unless he Is within that nrge. 
Be sure t M  you know whai attach 
your style is not tFalned In, and do not try 
to use them. An example is [tying to 
punch usfng Judo (which does not teach 
strikes until bkdc bett Bevel). H you are 
not trained in a given technique you 
either cannot manage il (e .~ ,  a jump 
kidr udng Alkkk) or you do am as if you 

are udw B w l .  A list of techniques per 
sfylefdbwsintheAttad!Stykse 
tian. 

C O ~ Q N m c i c s  
Mostattaeksocwraspmafa#rm- 

birrnation, This frequently beglns with a 
feint (ma@ bebw) but Indodm at least 
three attda. A ~ombindbn can in- 
clude kicks, hand sldlw bklm a d  
throwss rd the refem's d b m t h  Each 
a d c h a ~ n I s ~ t o a 4  
m o d i f l e r ~ h i t w i t h a ~ r n n ~  
of attacks belng equal to the a t k k o h  
Reflex. Ofton during the amdwr's mm- 
blnation, the defender will thmw a mun- 
tera#aidr ernd ba U d h g  or wing. 
Run the -ion bbw by bbw, whh the 
charaeterwngkr--strik- 
ing flmt until th round d s .  

' ~ A m m E K W  
'' DespHe most beliefs, the major@ af 
at- do not f ind their Intended target. 

whelm t h e w s  def&wa. Oftan, 
this i~ asshpb asthrawktg afeint (an 
Made to draw the defensa away from 
the deslred target area), or using a 
distraction such aa a kiai (pmunced 
kee-i. a bud shwt used to frighten the 
opponmt). h throwing a feint, make a 
preliminary Edtadc roll at -2 (the feint) 
and a secwrd at +2 (the real 
thing), rolR- any damage and effects. If 
a klal is u&, the defender must roll 
1 D l  O + b l  vorsus a diiicuhy W r  af 
12 tl hb fails t hi dl, the &tacker gains 
the h i  and d actions by the d e  
fender are ai a 4 k r  two mnds slrsee 
h e w m ~ o f i g u a r d  

BLOU[ING ATTACKS 
ANDDEJENSE 

When an &a& is d o ,  the de- 
fender must decfdo what defensr to 
w. l3sdly,adodgebnoaanMedhfe 
~ ~ n ~ e ~ n e e s s c o m M n e d ~ i i i l ~  
sort of Wock (dudrlrrg a head htismf 
anexcsption). Asthe attsdc-in, 
shift into a position where the abdwr 
cannot s3rh as easily, and prepare to 
redirect the Mow pas? you. t i  you cannot 
avddthea#aekormovetorrWter 
mhbn, guard your a d  
pmpanto b e h l ' w w  monlyeffee 
threwhmyoudonotwishbcmtadthe 
incumlng limb and lhe attadc is directed 
al your b a d  or f e a  
When fadng an anned atmkw, your 

a @ h s  are b dodge (as dmw), Mod! 
or hii him fim (if you have ihe InlD98ahre). 
Two M&hg techniques d d v e l y  
kmwnas~rn~anattadc"are0ftm 
employed In theee situahs when a 
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nwmal bkck would get you Wlled. Jam- 
ming occurs when you eRher make a 
declared strike against the incoming 
limb, or attempt to intercept the ineom- 
ing Ilmb, awlding any V n .  

There is not a big diflerenm between 
tho two forms of jamming, k t  the first 
opth  is a more aggressive defonso h 
which you m y  render the opponentls 
limb uselma or less effective. Stylw 
ruch as Tw Kwon Do, varbus &ram 
and Jujbu employ the first d are 
trained to defend using elther hands or 
feet (no jamming of punches using the 
feet, though). Roll as a normal atEadr 
with a 4  against your opponent's total 
and apply d m g e  # you succeed. 

Tho-nd jammlngoption b a more 
nonvkknttechnique used by those wtm 
are trying to & as little damage ts 
possible to the attttcacker. In general, this 
ddense is applied uslng the hands, but 
m e  jams udng legs can occur if the 
style is trained in Wing. Styles such ra 
Tal Chl, A W  a d  lsshin Ryu empky 
this sort of defense: Subtrad 3 from 
your defense roll and proceed with an 
attack of your own H you succeed (thls b 
known as t w i n g  and results In an 
autm~kgr~leorswwp).Anyfailed 
attempt to jam results In the strike hitting 
the arm or leg you defended with. 

TECEPHONEBOOIH KAIIA3E 
The wt d close ccrmbat is often over- - by martial a r t h  who have not 

been trained in k Most styles prefer to 
keep opponents at arm's length and 
deal wlth anythreat cbwrby a'amming 

or punches into undewered 
sbrtstrkes and retreatingto acornfort- 
able distance. The rule of "keep' your 
dbanco" Is dded into their heads, and 
d e n t s  tend to beeome uneasy when 
forced Into cbse quarters with an ag- 
gresslve opponent. A training style 
known us "Telephone Booth Karate* 
dwebped to combat this weakness. 

In Telephone Booth Karate, your do- 
fense drde Is no grmder than the lo@ 
of your arm. You are trained to defend 
as such and becrrma adapted to the "up 
cbse and p e ~ m l "  aspect of street 
fighting. The result is the devebpmont 
of full power short strikes or throws and 
an Increased perception of range. H you 
want to make a Karate student nemus, 
lot hmr fight a Judo practitiiner. 

THROWS 
Tho main disadvantage of a throw b 

range, How can you get ckso to your 
w n e n t  when they keep k i n g  you 
or dodging your grapple?Tha answw Is 
to comMne your throwing techniques 
with a combination that will get you in 

*e. Since several of the throwing 
Wles (such as Judo) & not teach b M s  
or hand m e ,  It is recommended that 
you seek additional training in other 
styla or gdting h l  every time 
you try to throw. Once you do learn ta 
get in on your opponent, he bebgs to 
you. 

The execution of a throw Is as fast 
and fluld as my other martial arts attack 
l you are competent. Arst, the attacker 
takes the target off balance by shoul- 
dering him, lifting him up onto the balls 
of the feet, or pulling on the clothing or 
arm. From hen, tho attacker stidos in 
cbse, bends his knees to h e r  his 
canter of gravity, and springs up while 
pulling the tawet m u s s  hfs body and to 
the floor. ff the throw is well e x w e d ,  
even an opponent skilled in bakfalls 
will be rattl,ed. 

When executing a throw, the range 
must be one meter or less, and the 
defender may attempt to blodc If the 
throw succeds by 2 or lais, tho do- 
fender Is off balance and must make a 
roll of Reflex+(Martial Arts ,or Ath- 
letrca)+l D l  0 versus a diffiiulty of 15 to 
avoid falling; any counteratlacks by the 
defender are at 4 for one round. I the 
throw s u a e d s  by more than 2, the 
defender is thrown and must make a roll 
of Body+i D l  0 renus a dii~ul#y of 13 
or be stunned. If the throw succeeds by 
6 or more, thedefender must roll agdnst 
a dC~:uhy of 20 (duo to lading on his 
head, shoulder or fM on his back) and 
adds +2 to any damage reoeived. 

When a defender Is thrown, he may 
anemptto land without damage uslng a 
breakfall (assume he knows how only if 
he has a Fall bonus). This b m m -  
plished by tudting the chin, arching the 
b& (to rollout of the Impad), amadring 
the ground (to absorb shock), and bbw- 
ing out one's air in the manner of a kiai. 
To attempt this, roll 1 D l  O+RefIex+(Ath- 
Ie th  or Martial Arts) venw the original 
attadc roll. lfsucces$ful, thedefender is 
not stunned & r d k  the damage 
inflicted by one half. 

GRAPPLING 
If a character decides that a person 

n d s  to be restrained without exces- 
sive harm, a grapple attadr is the best 
option. Several techniques are open to 
the would-ba wrestler, including hokls, 
armbars and chokes. 

In a hold, the attacker pins the d e  
fenderto the ground using strength and 
mass toapply paintotho nodt,spineor 
shoulders. A number of offect'we holds 
axlst, including the Full and Hatl Nelson, 
but they require a considerable blt of 
grappling to accomplish. Judo, Chi-Na 

and Wll~ appb holdsfrequently.'lhe 
armbar or joint la& Is -parated from 
holds h a u s e  It never requires the 
attacker to go to the ground with the 
tqe t .  Pressure is applied directb to 
tho Jolnt of tho wrlst, o m ,  shoulder or 
knee and can be maintained upon a 
prone bget from a standing positbn. 
Damage is 1 D M  and isapplied as tho 
madwr willsonce por round. AW,Tai 
Chi and Jujitsu ere well trained in this 
technique. 

Chdting W q w e x $ t  ln two prae 
tkal forms: the blood choke and the full 
throat or bask choke. Of tho two, the 
Moodchdre is the most dangerous Qnca 
i t  can be applied without the defender's 
notice. For every two mundr that a 
Mood choke is In pface, reduce t h  
victim's INT by 1 and all skills by 2; after 
1 0 rounds have passed, the victim must 
make a save against M y  at -3 or 
become unconscbus. 

In contrast, the full throat choke is 
obvious to the defender since both 
breathing and bkod are art off. Fm- 
quontly thb resulls in panic (to save, roll 
1 D l  0 versus Cool) and a n  force him 
into unconscbusness usually after one 
minute (20 rounds). The defender must 
save against Body every four rounds k 
remain conscious, lowering Body and 
1NT by 1 for every sbdditiinalfour~rrund 
pariod or until the choke b released. 
Damage aurs with thistype of droke 
and equals lD&2 every four rounds; 
atkhtes recwer at the same rate. Both 
typos of chokes m be applied In con- 
junctbn with either armbars or holds. 

When attempthg to put a hold on an 
opponent, you must accept getting hit, 
a d  mgasures need to be taken to re- 
duce the threat to yourself; short body 
strikes are highly recommended. The 
same applies when &king an oppo- 
nent since one of your hands is tied up 
while his l imb are free. In contrast, 
mbam tend rn work well to subdue 
opponents s l m  damage and pain can 
be applied until he surrenders. 

UPPEB O R  LOWER BODY 
ATTACKS 

In any unarmed attadr, the M e r  
knows where ths strike should hit and 
its probable effects. Therefom, sap- 
rate hit charts for upper body and kwer 
body attadrs are included. In general, 
upper body shots will aff- breathing, 
while h e r  strikes will interfere wbh 
balance d manewerlttg. Whon mak- 
Ing an a* allow kids to target eher 
area(-1 tothedioeroll whenstriking the 
upper body ex- for jump Wdrs) and 
albw hand altaEks to only the 
upper M y .  Be aware that spedal cir- 



cumstanas (such as punching asfand- 
ing target from under a car) will restrict 
what areas can be hit. 

SPEUAL TARGET ARWS 
Since certain areas on the human 

body are better targets than others due 
to in herent physbbghl weaknesser , 
martial arts have developed to take 
advan~eofthem.Strike$totheknem, 
elbows, wrisb, m#m, backs a f  the 
hands, tops of the feet, collarbones, 
inner thlghs and Inner arms may render 
a llmb useless. Strkes to tha throat, 
ears, eyes, kidneys, solar plexus, spine, 
temples, bridge d the nore and groin 
also haw powerful rosuh t h l  noad to 
be considered. Attacks upon both 
group are made at a1-4, When a strlko 
succeeds, use the following guidelines: 
FortheIirstgfoup, add +I damage and 
-1 to stun rolls; for the second group, 
add +2 damage and 3 to stun rolls. 
Any damage that places a character 
into the serious wound category may 

I 
result in a permanent disability (his 

I occurs on a roll of 3 or less on ID1 0), 
caudng a -1 Reflex when udng the 
appropride areas. 

POWER VERSUS SPEED 
In many martial arts, there is a defi- 

ntte division between powerand speed 
I 
I attach. While dl aatacb are delivered 

with the utmcal speed, cendn attacks 
are designed to dellvet more physical 
force to the targot.Thesupower atlacks 
resuh in a slightly slower delive~y but 
effectively add 2 points of damage to a 

I h i t  my blocking attompts resutt In 
1 D&2 points of damage to the block- 

! Ing limb. The speed attack option can 
! also be chosen, giving a+2 to the anadt 

roll but a -2 to damage. 

KNOCKBACK 
When a target is hit with more polntss 

of damagethan he has in Body, he must 
roll Reflex+l Dl 0 versus the total dam- 
ago to remain on his feet. If the 
defender's roll is lew , hegoesdown; all 
attadts and defense rolls are at a 3, 
and all M&s upon him are at +2. 

FATlGUE 
The worst opponent to an overred- 

ous combatant 1s fatigue. It is easy to 
forget your limits when the adrenaline 
is pumping, but after r few minutes of 
fighting, you beginto regretyourenthu- 
siasm. Often the fighter who has better 
mnserved his energy will win the fight. 

To simulate fatigue, albw combat- 
ants to f iht  or exert themselves for a 
numkr of rounds equd to the Fatigue 
factor which equals Body+(Athletics or 

Body CondWonlng) without penalty. At 
thett time, the char-er must make a 
roll of Body+ (Athletb or Body CondC 
tioning)wnusadlflicultyf~ord I5or 
suffer a 1 point reduetion to Body surd all 
skill rolls. Once a number of rounds 
equal to twice the ehara-r's Fatigue 
factor have passed, the difficulty fmr 
h m e s  a 20. The difficulty factor con- 
tinuea to increase by 5 wlth wory addl- 
tional numberof roundsthat passoqual 
to tho character's Fatigue factor. Rest 
can reduce the penahles of overoxer- 
tion: For every perM of rest equal to 15 
mlnus the Fatigue factor, the penalties 
qalnsl Body and sklll rolb are de- 
crease by 1, while the dificulty factpr is 
decreased by 5.At any time *character 
rolls successfully against hb difficulty 
factor aftor having prevbusly failed It, 
no penalties mumulat? for that pe- 
r i d ;  this is known as a second wind. 
The uee of fatigue rules should only be 
used in extended fight sequences. 

CyBERwnc NIFIJ- 
The rules presented here remain the 

oameforejberneticm~ialartists.Since. 
the movements are more powerful, a 
few guidollnos need to be added: 

1. A flesh limb cannot parry a 
cyberlimb without taking damage, 

2. A flesh limb an use a jamming 
techniqueagahst acyberlimb (the'eva- 
sive method) but cannot grapple R. The 
defender may use a throw as a possible 
follow-up technique. 

9. Armbars and joint tocks upon 
eybe~limhe are inefl ective (no paln) un- 
less the attacker also has cyberlimbs 
and chooses to break the limb. 

4. The damage of a cyberllmb In a 
martial atls attack Is added to the 
technique's damage as in the normal 
rules. Some implants work especially 
well with certain techniques, such as 
Rippers wSth the T ~ e f  Claw attack 

ATTACK SlYLES 
Following is s list of mania1 an dh/les 

and descriptions to complement the 
anack chatt. A wide variety of internal 
(passtvemiented or soft), external (ag- 
gressive or hard) styles and we- 
styles exist, with the most eommon 
being externat This listing is not meant 
to demean my style or its Inherent 
philosophies as all three groups repre- 
sent effdve means d internal or spiri- 
tu J devebpmont and setl defense. The 
technique empbyed by each stylean 
listed by numbers that correspond to 
the descriptton sodon. The IP cost is 
listed in the descr@tion, and Styte'bo- 
nuses are listed in the ending chart. 
Keep In mind that different styles often 

have wnflidlng ideas af what a tech- 
nique koks like. 

AttadcTechnIquc Ustlng 
HPndlArm Atbckr: Back Hand (I), 

E b w  Strike (2), Flnger Strike (3). Knife 
Hand (4). Palm Strike (5), Spinning 
Hand Strike (Specify Type) (61, S m  
Hand (7), Straight Punch (81, f f e r  Claw 
W). 

FooUbg Attacks: Axe Kkk (lo), 
Back Kkk (1 1 ), Crmcan! Kick (Inside or 
Outside) (12), Front Kkk {la), Hod! 
Kkk (1 41, Jump Klck (1 5), Knee Strlke 
(1 8), Roundhouse (1 7), Slde K i d  (1 8), 
Spinning Kick (Spectfy Type) (19), 
Wheal . K M  (20). 

S p l a l A ~ m : A n n b w  pi), Choke 
122). Head Strike (231, Feint (241, 
Qrw le  (25), Jam (26), Kiai (271, Over- 
run (281, Throw (29), Sweep (30). 

Technique DeSUrpUons 
W r n A t t a c k r  

Badr Hand: A fast strike udng the 
. ba& of the hand. 

&b: A fast but weak punch. 
K n k  Hand: An ahng strike using 

tho edge of the hand. 
Spear Haird: A thrud uring the fin- 

gertip. 
Srm&hiPundr:AbaskKamte punch. 
7@ei Chw: A raking- attack uslng 

fingertips. 

F#WAtta& 
Axe #&:Adovastating klck in which 

the foot is brought down in a stomMg 
motbn. The strike Is delhrered wlth tho 
back of the heel. 

C I ~ ~ e e n f  K t :  A kick thrown in a 
koplng action to strike with either the 
Inside or outer edge of the foot. 

Hook Klak: A kick slmikr to a cres- 
cent kick in which the foot Is brought up 
and behid the target to strike with tho 
heel. 

Jump K W :  This Is performed by 
launching yourself at your target and 
hitting hlm with a kick while In midair. 

Roundhouse Kldr: A drcular kiek in 
which the fool is brought up In the rear 
and swung around the body at r slight 
angle. Contact is made either with the 
lnatep or ball of the foot. 

Spfnning K W :  A rotating adion of 
the h i p  and torso gives exIra p e r  to 
a Crescent, Side, 8a& or Jump Kick 

WAeeI KH: A rotating klck In which 
the leg Is extended and spun herlzon- 
tally to strike with the slde of tho foot 
and mkla. 

*ecCalA&& 
Armbar: Lodcing an opponeds limb 

and applylng pain until submimlon or 
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the limb is broken (this is a legal prac. 
tice in Judo tournaments). 

Choke: Using your opponent's cloth- 
Ing or your forearm to cut off his b k d  
supply, breathing or both. 

HeadSlnke:Stdking your opponent 
using your forehead or tho back d your 
head. 

Jm: Striking an inccrming punch or 
kick to stop It. This is an alternative to 
bkcktng. 

W:Aloud shout used to frighten an 
opppneni and add power to an atlack 

O v e r m  Knocking your opponent 
oft his feet using momentum and mass. 

7Bmw:Any body motion whlch takes 
your opponent oft balance and sands 
him b the floor. Most styles employing 
throws can toss an oppanorrt toward 
"my polnt on the wmpass.' 

Sweep: Taking your opponent off 
balance and knoeking his feet out from 
under hlm. 

h t w d S ~ e s  
Mido  (4): As Cybetpnk 2.0.2.0. 

(21,22,24,25,26,27,28, a, 30). 
&pebm (2): As Cybepunk2.0.2.0. 

(1,2,5,6,8,10,12,14,19,20,24,25, 
26,30). 

Chr'na (2): The Chinese art of Grap 
pling employs a wlde variety of painful 
pint bcks, chokes and holds (21,22, 
24'25, 26,29,30). 

/$shin Ryu (3): A powerful style that 
enampasses many power techniques 
but Is st111 eonsiderod a soft style. 
Weapon training is usually included (1, 
2,4,5,6,7,8,11,12,13,15,18,19,20, 
24, 26, 27'30). f. 

Kung Fu, Crrtne Stybe (3): An animal 
form based upon tho movement of a 
cme(1,3,4,7,8,12,13,15,18,24, 
2% n). 

Kuw Fu, Ownken Style (3): A de- 
ceptively dangerous style whoso 
sweeping mwementa mimic the care- 
less stumbling da drunk (1,2,5,6,'8, 
10,12,1.6,19,20!~,24,25,26,28,20, 
30). 

Kung Fu, Menhis Style (3):An animal 
form based upon the lunglng m e -  
monl d the Praying Mantis (1,3,4,6,7, 
8,11,12,13,14,15,18,24,25,26,n). 

NhBu (4): One of the most misrep- 
resented styles that exlsts. Ninjitsu la a 
highly spedrllzed Internal style that is 
slimed at the su wival of the practhbnor. 
Techniques vary greatly but are d e  
rlgnod to defeat the atlacks of other 

Martid Arts Bonus Table 
INTERNAL (''SOkTS') STYLES 

Stvle Hand Kick %lo& Dodae Throw Hold Escam Choke Sweea 

Capeio, 
Chi'na 
lsshin Ryu 

mg F U I C C ~  
nurlg Fu/Dnrnk 
Kung F m  - 
Niniitsu 
~ a i  'Chi 
Wing Chun 

EXTERNAL ("HARD") SNLES . - .  -. .. . .  - 
9 - 

k m q " -  
Brawl 

. 

Jud I ~ u ~ i i  

Kar 
~ e r n ~ p  I Kung FWh. 
Kung F u f D r a g o 0  
Kung Fuhlonkt 
Kung F u / P p  
Kuna FuTTiaer 

I Sankuk 

Escrim: 



TrdthePathdTearrwlththemen a n d m e n  dm Reformation 
Coalltlon, the &led Star Vlldngs, as they a#empt to rekindle 
the lightr of dvllbation h a u n b  ravaged by 
war and Vlnrs. lnduded In this book are detailed 
dexrfpblonr of the Hlwlda and  lays d Star 
Wkings, information o* the qtquatie Malll, not to 
mentim data on the Coaltkn's I n h i d  m l e s ,  the 
Mercantile Guld, a d  d s  conballed by Vim P*th d 
Teas a h  p-ts almost 100 adventure plots, numews 
pleces of valuable equfpment, and two new ship m. 
(#Om, $1 8.00, ISBN: 1 -55878-1 62-51 

P.O. Box 1646, Bloomington. 1L 61702-1646 
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Worlds magazine. - ~ l l . t h e  new spell lists, profession's, rules bptions, arcane societies, 

, attack tables, critical ,. > strike tables, modules NPC~; , magic . iteins-all for the ~olernaster 
game system. 

Einstein missed this chance to add the limitless dimensions of magic to his universe. 
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the best new ideas for Rolemaster, Space Master, Cyberspace, Silent Death and MERP 
into your game four times a year. Grey Worlds.. . we play dice with the universe. 

Grey Worlds Publishing, Inc. 
1008  illw wood Drive Lewisville, TX 75067-5020 

(214) 221-9039 
Available at finer game and hobby stores everywhere. 

For wholesale inquiries, contact Iron Crown Enterprises, Inc. 
P.O. Box 1605 Charlottesville, VA 22902- 1605 
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Continued from p q e  60. 
styles. Weapon training Is also taught 
(1,2,4,5.8,11,13,14,15,16,17,18, 
21,22,24, W ,  26,27, 29). 
Tki Chi (4): An ancient Chinese style 

that stresses the development of Inner 
stmngth(l,5,8,8,14 11,12,13,21,22, 
es, zs, n, ao, so). 

Wing Chun (3): A powerful style t ha! 
is only open to women and stresses the 
finest a s p a  of Telephone Booth Ka- 
rate(l,2,3,4,5,7,8,12,13,18,17,18, 
21,22,24,25,26,27). 

ExtemalS~es 
B s x i ~ ( 1  ):b per Cyberpunk2.0.2.0. 

(8,24,26). 
Choi Li Ful(3): As per Qbepunk  

2.0.2-0. (4,5,6,7,8,10,11,12,13,14, 
IS, 1n,17,18,19,24,2~, n, 30). 

Judo (1): Currently taught as the na- 
t i o n a l s p o ~ d J ~ , t h i s W r e ~ l i ~ s t y l e  
offers no striking techniques until btack 
be$ level, 4 or better (21,22,24,25, 
26,27,28,29,30). 

Jujbu(2):TheJqmese artfromwhii 
Judo is d e w .  a d e n  a number d 
ddbstrkes and thhngtechniques (1, 
2,4,5,7,8,10,11,13,15,16,18,21,22, 
23,W 25,26,27,20,29,30). 

Katrate (2): Any number of naaknalhiw 
have dwobped martbl arts included un- 
dorthlsheading(1,2,4,5,8,7,8,11,12, 
13,14,15,16,17,18,23,24,26,27,30). 

Kempo (3): Adynmic style that em- 
ploys many powerful circular attadrs (I, 
2,4,5,6,7,8,0,10,11,12,13,14,16, 
18, 19, 20, 21, 22, M, 24, 25, 28, 27, 
30). 

Kung Fu, OQ? we (3): An animal 
form buitt upon the begging and crying 
actions of a dog. Attacks usually come 
atamornentof surprise(5,7,8,11,13, 
16,18,24,25,26,27). 

Kung Fu, Dragon Style (3): A power- 
ful offensedented form based upon a 
d m n ' s  movements (1,2,3,4,5,6,8, 
9,1O,lt, 12,13,14,15,17,18,19,20, 
21,24,28,27,29,30). 

Kung Fu, IWordrey Style (3): An ani- 
ma1 form built upon the jumping and 
rolling techniques of a monkey. Attacks 
appearcomical bvt are efl ecth (1,2,3, 
5,8,9,10,11,12,13,14,t5,16.17,22, 
23,24,25,26,27,29,30). 

Kung Fu, Pmther (3): An aggressive 
but cautious animal form (3,4,6,7,8,9, 
ll,12,13,14,15,16,19,20,24,28,27). 

Kung Fu, T;EQer (3): An aggressive 
animal form that places femity befon 
caution (3,4,5,6,8,9,10,12, t9,14, 
15, 18, 19,20,24,25,26,27,28,30). 

Thal KIM Baring (4): As per Cy&er- 
punk2.U.2.0. (2,s. 8,8,10,11,13,15, 
16, 17, 18,23,24,25,26,27). 

Sankukai (3): A powerful art that 

Cyberpunk 8.03.0. 

stresses pEltlenee and p r W e  strikes to 
defeat an opponent (1,2,7,8, 11, 13, 
14, 15, 16, 17,18,24,26,27,30). 

Sambo(3):Amnmandofig htingfom 
used by the Swlet Army (Sae E m  
Swm for details) (2,5,8, 13,21,22, 
24, 25, 28, 29). 

Shaolin Do (3): Considered tho root 
form of m e t  martial arts, this style em- 
ploys many circular attacks and a high- 
degree of internal development (1,2,4, 
S,S,7,8,9,10,11,12,13,14,15,16,18, 
19,20, 24, 25,26,27,30). 
Sumo (2):AJapanese Wrestling style 

In whlch the mass of the attacker is d 
primary impoflance. Only chaW@n 
over Body of 8 will be trained in this style 
(5,21,22,25,28,29]. 

Tae K m  Do (4): A Korean style that 
employs s high number of kids and 
jump kick attaekr (1,2,4,6,8,7,8,10, 
11,12,13,14,15,16,17, 18,19,24,25, 
26, 27, 30). , 

Fang-su (2): A varlatbn of Tae Kwon 
Do known for its qgressivensss (1.2, 
4,5,8,10,11,12,13,14,15,17,18,10, 
24, 26, 27, 30). 

Te (3): Translated as "handn In Japa- 
nese, this style forms the W b o n o  of 
many hard Japanese styles (2,4,5,7,8, 
11,13, 15, 16, 17, 18,24,26,27,30). 

WaaponSW~ 
(2): The arl d the bu#erlly 

)vl'~fe.Averygraceful and dangerow dyh. 
E d m a  (3): Filipino stidr fighting. 

Praetitibne*i usemmbinations of s t r k s  
whenever possible. . 

Kendo (4): The Japanese arl of the 
sword, primarily the katana. 

NEW HIT LOCAnON CHARTS 
upper -Y =f 

2 4  Chest 

6-7 Left a n  

1 0 Weapon or a#adcerb choice 

Lower Body SPrike 

5-6 RiaM l a .  lower " w. 

9-1 0 Left leg, bwer 

WARMED AlTACKS 
DAMAGE TABLE 

Hand/Arm Auacks 
(MtMve Modiflet, 

Modfter to Hit, Damage) 
Back Hand (O,O, 1 Db2) 

- ' , .  .' . .. . 
, . 

. . 
E l m  Strike (-2, - l ,1~6)  
Finger Strike (0, -1,1D&3) 
Hym&r (-2,d,l D6) 
Knife Hand (-1,0,10&2) 
Palm Strke (0, -1,l W + t ]  
Spinnlng 0ackhand (-1, -1,l D51) 
Splnnlng Palm Striko (-1, -1, 1 D6) 
Spinning Spear Hand (-1, -1,106) 
Straight Punch (O,0,1 D M )  
Spar Hand (-1, -1.1 D&2+1) 
tger  Claw (0,0.10&2) 

Foot/Leg Atkcb 
W W k  M m e r t  

Modffia to lilt, Damage) 
Axe Kidr (-2, -1,l D M ) '  
BackKi(-1,-1,10&4) 
Brawl Kick (-2, -1.1 D8) 
Crescent Kick (-1,0.10&1)' 
Front Kldr (-I, 0,1 D M ) '  
Hoo)cKick(-1,-1,108+3) 
Jump Kick 44, -2, +2) 
Knee Strike (-1, -1,l DB) 
Side KIck (-1,0,1 D6+2)" 
Spinning Baek Kick (-2, -1,l D&6)' 
Spinning Side Kick (-2,O. 10&4)' 
Wheel Kidc (-2,0,1 D6) 

SptciaIAthCb 
midative Mocufler, 

Modifier to Hft, Damage) 
Armbar (-1, -1,l D6) . 
B-ic Thro~ (-1, -2,106) 
Choke (4, -1.1 D M  wmulat'nro) 
Gqde  n o ,  0) 
Head Strike (4,9, t D&2) 
Kid (0, 0, Stun) 
sweep (0, 0 , l  W) 
'Donotes posslblo usage as a jump 

kick Combine inle#tvo, modiflor to hlt 
and damage bonus. 

Adventure: 
Streetfighting 

The characters are members or as- 
sodates of the Black Hawb, a guard- 
h n  gang based out of the East Marina 
section of Night City. The Hawks con- 
sist d about 34 mombors, Including 
Iechler and other support personnel. 
All have grown up on tho street and owe 
iheir current suwlval to Ban-, a 
seasoned street samurai who operates 
a street dojo (training hall) out ol one d 
Ihe warehouses. He and hls peeplo am 
much llke a family and have taken it 
upon themwtves to protect tho nolgh- 
borhwd from boostors and other trash . 

' anyway they can. AH of tho guardians 
are or have been Bangkok's gtudonta 
and use a mlxtun of Thai Kldc Boxing, 
Escrlma and Jujitsu. In the past, 
Bangkok has made bier enemies of 
'Ihe .Red Chroma' Legkn- amd severai 
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other racisthate oriented gangs due k 
his dectbn  of students (mostly mi- 
dt iw)and interferemewith their busl- 
ness. The fad that both Bangkdt and 
the Black Hwks a n  still around prwe s 
that they are highly capable of takiw 
care of thornwlves. 

BAIT 
The characters are on patrol whsn 

thoy saef'nremembersafthe Ironsights 
wr~rWryl over a trio of cotpmt88. One 
suit has been pulled out of the now- 
totaled sedan, and a solo is dead at the 
wheel. When the lron Si~hts see the 
FCs, they dedde to total them Immdl- 
-ly- 

tl any d the corporat3s survive, they 
will try to buy off the PC8 to leave them 
abnejitdidnY workwiththe Iron Sights), 
then suddenly try to hire them as an 
esecrfl to a eonapt in South Charter HD. 
A s u c c ~ d u l  dl of Streetwise versus a 
dicuhy of 13 will reveal that the ad- 
dress is in an area frequented by the 
Red Chrome win. The corporates 
will offer a sum oil000 Eum initially but 
can be talked upto3000 with efforLThe 
hlgh oflor should make the PC@ suspi- 
cious, 

AMBUSH 
h u m h g  the PCs accept the offer, 

they will have atypical trek through the 

wet streets b the address. Upon arriv- 
ing, the PCs noth  a strangle la& of 
activity on tho street. 

Aroll of Awareness versm aditfhtty 
of 20 will spot the ambush walting for 
them. 

As the PCs approach I ha desired 
building (a 24-hour food matt), lron 
Sihts (see description) came st them 
from a number of diredbns: Four from 
a nearby alleyway, three f mm the aban- 
doned building next to tho mart, six 
from a stolen News 54 van parked on 
the sidewalk, and three from within the 
building bet. 

Thii time they are armed with m e k  
weaponsonly (Rippers, chainsaws and 
sledgehammers) and intend to grab 
one of the corporates bng enough to 
remove a MRAM chip from kb chip 
processorthen kill him and anyone else 
in standard gang fashbn. 

'Sixteen boosters agdnst a handful 
of player characters Isn't exactly fair, 
but the player characten are well 
trained martial artists and have fire- 
arms. If they use their head, they 
should do well. The intended buyer for 
the chip left an hour ago when the 
boosters arrtved. 

ENDING 
Sometime during the fight, one of the 

coprates breaks his Trauma eard, 

bringing heQ In 1 O h 2  minutes. At the 
end of thls time, the mymates (and 
any unpaid portkn of the PC# pay- 
ment) .will be extracted under fire by 
Trauma's minigr; na without a thanks. 
The , P a  are encouraged to loot the 
bodies for thelr troubles or try to find a 
buyorforthechip, whichcontains blaek- 
mad material on an Orbital Air execu- 
tire. 

PUWGKOrc, 
SOLQ 

INT 6, REF9H1, TECH 5, COOL6, 
LUCK 7, A l T  5, EMP 6, MA 7, BOD 8. 

SklMs: Combat Sense +S, Aware- 
ness +B, Autoweapon +8, Pistol 4, 
Thai Kick Boxing +8, Escrirna &, 
Jujltsu 4, BaskTech +S, Persuade/ 
Lie +4, Instruction +5 Survival +3, 
Stre~twlse +4, Human Perception 
+4, lntlmidate +4, Body Gondition- 
ing +4. 

IRON SIWCFS 
GANG 

INT 6, REF 8, COOL 8, BOD 7, EMF 
4. 

Skills: Awareness +3, Autowoap- 
Pistol +3, Karate +2, lntirnldm 

4, Streetwise 4, Shadowrnitch 4, 
PersuadeU +2, Stealth 4, Melee&, 

Weapons: Aramka WSA, Stern- 
meyer Stakeout, Rippers. fi 

. - -- - - 
Battle RidertM ii the game of squadron and fleet combat 

A in GDW's TravellenB universe. Brilliant lancesJM 
a b r w g h t  you detailed starrhip combat designed 

for roleplaying interaction. Battle Rider 
gives you fart-moving fleet combat 

without the need for roleplaying 

y ~ l w e b  of detail. 

To continue on page 74 
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Striker II is the game of mobile ground combat in the far future. Although it is 
set in G W s  Traveller universe, the game system is suitaMe for any science- 

Striker I1 comes complete with unit organbtion charts to enable you to 
assemble Imperial, Zhodani, Regency, Coalition, and other armies from the 

ratings are included as well, 
guidelines for rating any item 

Special rules cover meteoric , 
planetary assault, orbital 
bombardment, hostile planetary 
environments, electronic warfare, and 
all of the other key issues of future 

So mount up in your grav 
tank, trooper. Things are about 
to get a lot more interesting. 

P.O. Box i rr46, Bloomington, IL r r i  ruz-1648 





T 
he kwestigalors are ap- 
proached by a represen- 
tative of the Sisters of 
Mercy, The Sisters are a 
charitable organization, 
not a rs ligious order. They 
help t h  wr and run a 
series of hospitals to care 

for the ekferly. The nuns are d e d  
Isistea" but the head of each hospice is 
referred to as Matron, not Mother Supo- 
rior. U the adventurers were involved in 
*Dance of Death," they are approached 
by Bather O'Brian and Sister Mary-Ruth 
(assuming they sunrived that scenario). 
U not, tho PCs are a p p M e d  by Dr. 
Eastman, wko is the local rqbnal dl- 
rector of the Sisters of Mercy. In aRy 
event, a meeting with Eastman will bo 
arranged, m d  he will describe the situ- 
ation lo the PC$: 

I ~ y o v c a n h ~ ~ a n e x -  
tame& seriws mystery. tt hwhs a 
house the organhaion has inherited. 
me origfnal owner was Mrs. B0by or 
rather her husband. He was an Italian 
$ m a n  d l e d  Gmtge Gin0 GraneN. 
He hed there abne al I;&, then took 
Pat W y a s h b  wife tolive with him. 
Aflermmy unhwy yem, he eventu- 
al& deserted he-& returning 
to flaly. She remar'nedin the house and 
revertad fo h e r d e n  name. She con- 
t inuedtofivem~efwlomore 
yet#, unD'lreeem, when she commit- 
ted s u W  by h m g i n ~  M. 

She was buried m Iand attached to 
the SisterrroPMeq-leaving the house 
to us. 
ne house mmdned empty for sev- 

e d m o n t k  Then, a -pow fama 
the Conrad& bst their home and asked 
the Sistenr for help. n e  empty house 
seamed the obvrbus solulion, and the 
famil). moved into the house as a tem- 
pmymeaswe. Thenext morning, they 
w e r o d I I .  
lb father, Herman, was laying on 

the floor, with the mother, Sophia* 
crvuched in tha mmer of the bedroom, 
and their young chi# dead as well. Ail 
three apparent& died of heart attacks, 
bul with expressions of rrtterhamron 
thek faces. And aM had been bitter+a 
small anknalbife on &eirfhtvais. 

We hked a private inve@attw to 
check Wr the b u s d i m o n  Batesby. 
He spent the n&ht here, tm, m e d  
with a .38 mvohr. The nm-f morning, 
he, too, was dead. He died of a heart 
attad I&e the Conrad f m i w d h  the 
same kok of horn6 the same strange 
bitehthethmt Hewashundsiniflsin 
Ihe chair of he *. 

An tdd, we haw been rasponde 

CaU of Cthulhu 

fbr the deaths d four m m t  
hdudingapung ChiW. ?base helpus. 

Eastman will answer any q u w n s  
putto him. The following topics may be 
covered: 

George Glno Granelll: A sailor and 
adventurer. A evil man who was widely 
trwelled, as he h J visited America, 
Britain, Turkey, South America and the 
South Sew. 

Pat Blbby: No one ever understood 
why this good Catholic woman married 
the likes of GraneUi. According to re- 
ports, she zppwently hanged hersetl 
after reoeiving a letter from Italy M i  
upeet her. She was buried in a private 
garden. Alas, tragedy followed, and dl 
the sisters in the house died later of 
extreme food poisoning. This is the Mi- 
cad story. If pressed for the real stow, 
Eastman will giw a second ve&n: 
B i m  was sent a live spider from ttaly 
which bit her. After her burial, $ha te- 
turned as a vampire, destroying al[ tho 
Sisters (except Sister Mary-Ruth). Now 
all the vampires have been destroyed. 
Unless the PCs adually W part in that 
adventure, Eastman will not admit that 
Bibby was not a true vampire brrt a host 
to a Cthulhu Mythos parasite. 

Conrad Famlly: The Sistenprwided 
clothes and supplies to this wr but 
h o n a  family, and gave several s%o- 
ondhanddollstothofiveye~oU, Beth. 
No one can now trace where the dolls 
m e  from. Eastman attewhd all thtw 
avtopsies. They definitely all had hem 
attacks. 

Slmon Batesby: A lone private de- 
tqllve hired to stop local "vampire" and 
3 h W  stwies. Immediately before his 
death, he fired his gun four times-all 
the bullets were found in the wall facing 
him. 

Strange BIte8:All four who died had 
nonfatal Mes on the throat. The bib 
radius was just less than one inch. They 
were definitely not spider bites; n d m -  
ditional twin vampire punctures, and not 
rodent bites. They looked likevery sharp, 
small monkey bites. None of the bodies 
had suFfered any unusual blood loss. 

BIBBY HOUSE 
The investigators may search the 

hwsebyday but eventualtywill haveto 
spend the night there. Each room is 
furnished with poor but clean furniture. 
There is rather too much furniture, so 
there are many shadawy areasfor some 
thing evil to hide in. 

Par1or:Thewindaw hasheavy,fotded 
drapes. By the fire is a bucket wah 
wooden lags in it. The wiring in here is 
defective, causing the lights to fMwr. 

Kttchen: ShehresWn pots, pans, 
mugs and cups. A bask4 still holds 
fruit-most now turnhg brown. A&- 
minor has qing defeebive divering on 
the back, causing a mtrghly auman- 
shaped shadow to appear in the mirror. 

Hall and Stalrs:A hole In one raising 
tread is lage enough for a rat to pass 
thmugh. 

&In Bedroom: One clrpbmrd door 
refuses to stay closed. Inside are a 
number of toys, including a teddy bar, 
a stvffed toy monkey with Its hoed miss- 
Ing andacbwndoU. Ontheflaorsta&s 
a mechanical doll. (In an 1880s or 1920 
smlng, this Is a Swiss cbdwwkdoll. In 
WwIhuAhq i t isaplaskbatteryW 
Pal "doll [remember Chudrylfl) It ham 
defective onoff switch, and as the in- 
vestigators b k  amund the room, it will 
suddenty&ate, walking jerkily amsa 
the fbor, opening and shutting its little 
morrth. (SAN bas WIDA). AMechanicd 
Ropair Poll shows the f au h is qdte otdi 
nary and not supernatural. 

Cellar: The cellar is In two hahres. 
One side is not as deep m the other, 
and the far wall b W i u s l y  of much 
newer brick with amateur imming. h 
should be clear to any investigaor that 
something t walled up In tho 8pace 
behind. An h u h  wrk with a pick or 
heavy hammer reveals the headless 
body of a man. h Is rnummkd in the 
warm still air, and its head has been 
removed demly with a sharp blade. 
There is no sign of the head, and & 
hands are normal. 

Attle: This b an ovemwded stor- 
age area fu It of bxes and cases. Two 
dead rats are to be found h m t h  
with bites on their n&. 

A Spot Hiden roll reveals at theback 
of the area M old sea chesl with tho 
initials GGG (or could it say 6683) on It. 
h is padlocked-STR-12. Inside are 
sailom' clothes and a strange mlxture of 
dher items--a bundle of pmqraphib 
phures, a mal l  greon statue of a hid- 
eous aeaatre wlth a squu-like head 
and wings (SAN loss of 1 D4), a photo- 
graph of a milor with a repuisiue hall- 
fish mutant glri, a photograph of the 
same &r in which his hands have a 
web of skin johing hi fingers -r. 
Both ph-hs have notes on the 
back indicatiw that they are of George 
Grsurelli. Also In the chest is some tree 
bark wrapped in doth, a glass jar with 
brown paste, a bladt obldian stone 
knife and a metal rasp file. An oilskln 
wallet contains notes written in ltalianof 
Granelli's travels in the SouSb  sea^ and 
explorations In South Amerka kthlls of 
his time with the Jkro  Indians and 
d e s p i  several spells he learned. 
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GRANUU'S NOTES 
Granelli's notes in Itallan and J i m  

multiplied by 2 Myth= 2%. Spells we: 
Call ChoeTlrls. 
Create Wen Jaguar. 
CroatelbnWThe mesdonatgivea 

dueastowhFdatsantais~xcqAthata 
human head is an e w m h l  h r e d h  

SummoWBlnd Vamplro Bat: ThIs 
does not affed vampires in bat form. 

SummmrShd~nlsnTteeFrog. 
The notes alsa detail how to -ate 

twopoison~rarefromlree barkand 
arrowhead polson from the tree frog. 

OTHER VISITORS 
The investigators ape not alone in 

having an Interest in what is happening 
in the house. A p k  of 12 black rats 
have already discovered the answer. 
Having already k t  two of their kin, tho 
remaining 10 are seeking a way to turn 
the $wet  to theirown advantage. They 
are Ilving in the a t t a l a c k  rats  prefer 
to climb rather than burrow. They are 
extremely intelligent and will t j  to pre- 
vent the investigators from ewering eb 
ther the attlc or the cellar, even by sac- 
rificiq the lies of more mamkrs of the 
pack. 

Black Rat (h t lus  rams): Lesser 
independent race. Also known as the 
Old English, Ship or Plague Rat. They 
worship Y%olonac. The body is about 
w e n  inches long, and the nakd, scaled 
tail is mother eight. Tha nose Is more 
pointed than on the Brown Rat, and the 
fur is blue-black wlth gray or sther tips. 

Shtisb: STR-2, CON-4, INT-15, 
DEX-18, Move-14, HP4.  

Climb-85016, Jump-TO%, Locate 
Food-99.5%. 

Altaeks:BL 60% 1 HP d damage but 
wlll try k att& the gresto blind the vidim. 

SpialAft&: Vietorim w r i i n  ob- 
served a special attack. If the victim 
opens his mouth to scream or shout, a 
rat will die  Into the mouth and wedge 
itself in the t hroai, 'leaving only its hind 
legs and tail visibl-the M i m  dies of 
shock and svffocatioh. The attack is at 
40%, and the drowning rules apply after 
the first round, with an added SAN loss 
of IOU1 06. 

~ L u n O N  
An acepholous body behind a bridc 

wall in a cellar apparently protected by 
rats may make players think of 
YGolmac. They will be wrong. 

Qranel th ancestors wen saibrs. One 
was the only non-lnnsrnouth man to rail 
with Captain Obed Marsh to the Panope 
Islands in the South Seaa The family 
now worships Cthulhu.Geo~eGranolli 
sailed to the Pacifii to revisit Panope, 

taking his small stat& of ~ t h u ~ h u  witti 
him. He found that the tribe members 
had all been killed by the neighboring 
islanders. On his return, he jumped s hlp 
in Ecuador and travelled inland, where 
hewascaptured by Jivm Indians. They 
were just about to kill him when they 
discovered the statue of Cthulhu and 
immediately r q n i z e d  it as their own 
god whom they knew as C b T u l a  
Folkwing his release, he stayed with 
them for a year and a half learning thelr 
language, customs a d  much of their 
magic, including the abilhy to create the 
famous Jivaro shrunken head-the 
tsantsa. 

Eventually, he s d e d  down and mar- 
ried, but remained an evll man, often 
sneaking away at night. Without his 
wife's knowledge, Granelli kidnEIpped a 
stranger and took his hed, walling the 
remaining M y  up in the cellar. When 
he eventually completed thetsantsa, he 
was ordered to kill anyone, except hlm- 
sell and his wife, who stayed in the 
house ovemighl. Eventually, hi night- 
time adventures led hlm into ecrnfllct 
with a stronger mrcerer and forced him 
to flee suddenly for his life. 

rsANTsA 
The traditional J h r o  shrunken head 

Caboutthesizeof agrapefruit. It isvery 
repulsive to me. The face still retains 
human featuresbut isverywrinkled. the 
tips are drawn back revealing the gums 
and pointed teeth, sharpened by being 
filed to raror edges and tipped with the 
curare polson. Its eyes are bladr a d  
bulging, giving it the look d a dead 
monkey. It is capable of movement. Its 
jaw muscles are extremely strong, and 
by snapping its jaw, it can spring up to 
fwe feet. h is also an Intelligent being, 
able to hide, foreotarnpls, in curtain folds 
or on the shoulders of the toy stuffed 
monkey. Although it will spring for the 
throat, it normally will haunt from b- 
hlnd. tts W r n s  will hear a sound from 
behind, or catch a glimpse of move- 
ment, but when they turn to look, they 
will spot nothing there. It Is very difficult 
to destroy. Bladed weaponsdo no dam- 
q e ,  blunt weapons only onequarter; 
pistols and riflesdofulldamge but only 
hit on one-quarter of ability. 

Stal i~t le~:  STR-6, CON-20, INT-5, 
POW120 DEX-4. 

-5feet.HP:13.HiiW% 
Aftadr: Bite 60% fad. The bite con- 

tains curare poison and will kill within 
three rounds. The vidim will appar to 
have suffered a natural heart attack. 
Curare poison will only b discovered at 
an autopsy il h ls M r q s ~ l c a l l y  sought 
after. Sanity bss is 1 D411 P6. Sl 
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Twenty Thousand Leagues 
Through Martian Skies 

A Space: 1889 adventure by Teny Sophian 
70 Chahw 74 

I couW feelmy puke pounding IS the 
sleek sky galley took to the &. For 
weeks now, cbu&h@s had been dis- 
w m n g .  Ourpatmk hadbeen &as- 
ing sumsed pPmtes. RnalrU. the wC 
ptft had been sighted: not Madim or 
human &ud capPain, but a smdwing, 
a most notabk beast from Martian leg- 
ends. The smoking had been sai'd to 
be much like Earth& drri~ons in aspect 
and temperamant, but had thought lo 
be extinct, killed d b y  the savage Hbh 
Madims who sharedits brty domains. 
Now one had been sighted, having 
wanderedm from who knewwh8iwast~- 
W, to temtizo the sh- h e s .  

The spotting bhod was up, and 
q u a &  the adventwers'ckrb ouiihed a 
fineskygdIey. On the fore deck was the 
iin&hrow&pprgr&e, to hapon 
the beast ihke a whale, while sjghtedaft 
the dead& buk of a H o M s  8 pdr 
wailed, if the beast pmved even more 
formidable than bends alfowed. If was 
wlth banners wing and an air d su- 
preme confidenm that my friends and I, 
the yauq and eUe of the Royal Colony 
on Mars, set forth to find adventure and 
return with a tala wofth tellng, M e  of 
us who did return succeeded in these 
endeavors beyondour wildest dreams. 

he Mars of the late 19th I - -- century was still a brutal 
and savage place. Sla- 
very, banished from most 
parts of the civilized Earth 
by 1864, was still endemic 
to Mars. The power of 
indentured muscle 

moved thefrebht, either bycanal batge 
or by screw galley. As on Earth, there 
were those who opposed this padice, 
sometimes violently. One of the most 
notorious men to oppose the practice of 
slave taking was a genius known only 
as Nerno. He a d  his amazing vessel, 
the Nautilus, terrorized slavers by sink- 
ing their ship and raiding their camp. 
He was believedto have perished In the 
maelstrom, a huge whirlpool, but later 
was reported in the caves of a strange 
Island. Then R was thought that he and 
his vessel were destroyed In a volcanic 
eruption. This is not the ease. 

Nemo and a number of his men 
e s q e d  the destruction of the Mysteri- 
ous Island and m d e  their way to the 
lawless frontiers of Mars. Here, in so- 
elusion, far from the prying eyes of 
Earthly governments, Nemo and his 
followers have constructed aftylngship, 
built of Martian ttftwood and steel. Uke 



the Naulilus before it, Nemo's new shlp 
Is powered by the controlled fury of the 
atom ksetl.Anned with a huge ram and 
powerful wespons, the now vessel, 
called the Quinixitis, for a strange Mar- 
tian flying creature* would dean the 
Mattian skies of slave galleys and then 
wuld spearhead theathckqdnstthe 
plantatbns where Mdanr labored in 
sewitudo. A patrol of Parhoonl auxilia- 
ries spotted the vossol from adislance 
and mistook it for tho semi-mythical 
sandwlng. This sighting will led to the 
involvement of the player characters. 

OumTTlNG 
AND BACKGROUND 

Tho PCs may be outfitted with a ship 
they already own, on@ purchased for 
the hunt or one provided by the referee 
through mme rich patron, The referee 
may feelfno to remind the playen that 
they are hunting an animal, not going to 
war. Heay weapons should bo viewed 
as entirely "unsporting? 

The power of the PC$ vessel is of 
llttle concern. Nemds aerial death ma- 
chino should be more than a match for 
anything less than aflyingfortress.The 
QuinixMs is a 6000-ton, steel-hulled 
flyer powered by Nemo's nuclear reac- 
tor. It can naeh High altitude and travel 
at 50 knots. It Is equipped with a ram 
bow. For use against grbund tatgets, 
Nemo has installed flre holds and bomb 
racks. Nemo's bombs-have twice the 
explosive power ol normal ones. In 
addition, Nemo had a weapon of br-  
rible power, nuclear devkw. For those 
interested in numbers, they havea yield 
of nearly 150 kilotons. Nemo plans, at 
some future the, to detonate this de- 
vke over the qmies d Great Brltaln 
and her Martianenemies whlle they are 
locked in combat. In this way, he will 
destroy the most powerful forces on 
Mars simultaneousfy, making himsetl 
the unchallenged ruler of the red planet 
withonefelswoop.Thisplan lies some- 
where in the future, t h o u g h  future 
swn to be interrupted by the arrival of 
the player characten. 

Our glkvrt flyer now is nothing but 
splrnters. me beast st& at night. We 
could see its glowiw eyes, at IirrPt sip- 
w n g  against tho far horkon. Then 
the great bulk of the creature began & 
ma!H the true stories behind b 1Wont- 
gomety was the fastest of us. He ran for 
he harpoon gun at the born With r wM 
cry, he fimdthe heavygmpneland line. 
Wh r cry of our own, we watched it fl)l 
s t r a h t  and tnro, st&& the mdwing 
faironits shouIdwabve therbht wing. 
To our dismay, tba steel-hard scabs of 

this levklhan d tho delocted the 
30 pounh dkion as # R were a small 
skipping ston&. After a Ilght brush 
wainst wr hull that h o s t  turned us 
over, the sky drrlgon wheeled h u t  to 
st&e us dead-on wRA ha laamme 
beak By mw the young Duke Or C e  
men& and I had fie dead& mWng 
c e m n  In operatbn. We wuId see t b  
explosive shells strike the h t ,  but 
they had no more fled k tumiw I 
from its course then did the s a n d  
harpoon tired by Montgumoty 7hg 
mbhty creature% head mashed hto 
our rtEtrboEUd s#e with a ~hatforlw 
imp& and I was lost to this wW. 

CONFRONTING 
THE S W  B W  

The PCs should encounter Nemds 
vessel at night, after ryeral day8 of 
hunting. To heighten the tmlon, they 
may come acms a vessel that has 
been damaged bvt escaped from 
Nemo's terror weapn. Later, they will 
come across a sky galley that was not 
so fortunale. The haplew vessolb rkol- 
eton will be bleachlrg in the weak Mar- 
tian sunlight. Any search for suwhron 
will be fruitless but wlM yleld up one 
surprise. The bodies of tho crew have 
all been given a Chrhtian burial. Ttre 
PCs wlll probably believe that #Is Is 
due to the efforts of any survhrora who 
have since fled, but this is actually the 
work of Nemo and hi men. 

When the PW ship first dghts ha 
quarry, tho charactan wUIseeonly con- 
trol mom wlndows. These are built to 
resemble y e s  and gbw with r modor- 
ate greenish light. They will bo visible 
from 20 hexes away at night, givlng tho 
characters twoturns to ready theirpuny 
weapons. The first attack by tho 
Quinixitis will onty graze the PCs' vrs- 
sel, producing little damage but ahow- 
ing the tremendous powor d Nomo's 
creation. 

Therestof the Wlorhould bepbed 
out using Sky Galleons of Mar8 CUIas. 
Statistk k r  the Ouinixitis are provldod 
for that game as well as for Ironclads 
and Ether Flyers. 

Ifths PCssomohow manageto avoid 
or disable the lamer ship and return to 
port, events are left up to the PCs. They 
may attempt to att& the "sandwlngu 
qain, this time with a more powerful 
vessel orfkotof vessels, or morewisely 
they may decide that they have press- 
ing mattom to attend to on the Mothmr 
Planet and catch the next etherflyorfor 
Earth. 

If the Paelecttof8ghttheOukrMlls 
again, Nemo will be waitlng forthem. If 
he faces o fleet of vessels, he will 

choose to fight amongst the dfh and 
@res d a nearby mountain range to 
albw him to fight one vessal at a time. 
He wjllprefortostrlkoat nlght, when his ' 

powerful searchlights can be used to 
blind opponents and the rang& of their 
weapons wlll be mtrieted by the lack d 
vtsibllity. His -el 8 b ~ l d  k fully a- 
w e  d standing up for &el. qainst 
anylHng Iws than the combined Royal 
Nervy Martlan Statbn Aerial Squadron. 

H the PC# vessel should be de- 
stroyed by New, either In a second 
battle or, more likely, in the initial con- 
frontatbn, the charadem wiU all k 
knocked uneonacbus in the fray, They 
will wake up in some kind of cell aboard 
what to be, from the motion of 
ths deck beneath them, a very lama 
flyor. 

IN THE H O S m ~  
OF'A STRANGER 

Upon awakonlng, the ehrraEters wiH 
be examked by an old doctor. This man 
will tell them, In heavlly accented En- 
glish, that any qurl lom will have to k 
answered by l l o  -In." The char- 
acters will then be fed a large meal. All 
the dishes, whlo very wty, wUI hwe 
been proparod from strange Martisn 
plants and animals. No questbns will 
bo answered by any of tho nearly silent 
crewembers tho charaden will be 
served by. The dwracten wlll hear at 
leaat f i e  or six Earthly h g u q e s ,  as 
wen as a similar number of Martlan 
ones being spoken. Finally, after what 
seems to be about an hour, thq c h a w  
tern will be esaled by armed guards to 
tho control room ol the strange r b  
vesset, From the largo oval wlndows, 
they wll soo tho Martfan mountains 
passing by below them at a fantask 
paeo. 

Tho ontlre after bulkhead of the large 
control room is taken up by a gknt plpo 
organ, A powerfully bulh bearded man 
will be playing T-a h Fugue on this 
musical instrument. His rendh?on will 
notonly be technicalty flawlass but also 
evocstlve of emotbns that even the 
mrnpserwas unaware of in the music. 
Aftw finishing the piece, the organist 
will turn and face tho charad-. Tho 
visage of the man appoan b t h  wise 
and stern, as if he has seen many 
things in a bng Ik, some of whik he 
found hlghly dbtasteful. Ahhough his 
hair remalw dark, the PCs will believe 
that the man Is at least 60, perhaps 
&or, and thatthose yeamweigh heavily 
upon him. 

The man will speak in a deep rew- 
nant tone, Introducing himsaC as Cap- 
tain Nemo, yes the m e  Nemo who 
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ones torrodzed the seaways of Earth. ff 
questioned on lmw he oacapd tho 
grasp of death, ho will aypkdly state 
that death has found a use of him as a 
sewant, not a victim. To demonstrats 
his point, Nemo pbb a course for a 
n w  kr t ian  kmg,  one of t h e  
newly impregnable fortress dtios of tho 
most bestial of all the Martian races.As 
tho grmat aarlal ve-l mars the kraag, 
Nemo b l n s  wing qulotly into a 
strewe devke. His voke, amplified a 
thousand times, will echo around the 
strawo Mar lh  city. In Iluent HIg h Mar- 
Uan, Nemo wIII demand the freelng of 
all slaves held in the city. Thls wlil drive 
the High Mart i  king toafrothlng rage. 
He will order his flying partlea to Ma& 
the QlrInrInr* as he prepares hi small 
fleet of aerial wanh* for combat, Any 
Martian who attempts to board will re- 
ceive a large, sometimes fatal, Jolt of 
oktrkity. As the crew galleys rise to 
meet her, Nemo's vessel will drop liquid 
fire on them or destmy them with her 
ram. 

Mar Meatlng all resistance, Nemo 
will again call forthe ~urrender of all the 
$lave$. Tho Wng will still refuse. With a 
sadshakoof h h h d  Nemowitlcalmly 
order tho dropping of a Sotar Bomb." 
From a dl- of many dies, the 
huge ship will ffre some klnd of mket- 
propelled bomb whlch will strlke the 
kraag and explode with Sun-like bril- 
lianoe. The shodt wave from the deto- 
natbn will rod! even the great aorial 
Byer. A h w  mushroomshaped d o d  
will fonn from tho btSghtly gbwing fire- 
ball. In a fw  mkm,  the PC8 will we 
that not only was the fortress atop the 
kraag destroyed, h t  that the entire 
mk bu#ress has been reduoed to half 
IS8 original height. 

Nemo MI turn to the Pa, a sad 
oxpreaslon on hls face masking the 
madness in hls eyrr, and oxplain that 
they have ken prlvilegod to witness 
the dawning of a new age, an age of 
p e w  and onUQMenmont. He, Nemo, 
will end the petty b r i n g  on Mars, 
and with the Red Ptanel as a barn, he 
wlll bring hb W o r n  to Earth as well. 
Soon he will strike at the war going 
~ B M n a n d h e r M a r t i i o p p o -  
new. He will ahow both worlds the 
powerd hls Solar Bombs. He wilt end 
all wars and make all natbns as one. 
Slavery will be no more. Nemo's tone 
will k exultant. Ha wUI end his speech 
in wltd laughter, More falling into an 
ashmod Qlonco. 

IN THE FACE 
OF MADNESS 

It should quiddy become *went to 

the PCs Ihat Nemo is both mad and 
extremely m r f u l .  Hi5 weapon can 
easily destroy the massed annlw and 
naviesof the Earth, hlsvossolthe aorial 
fleets as wdl. He must k stoppod 
More he destroys both wwlda Nemo 
MI tell the ctraraeters that ha intends 
on udng his weapons against the Brit- 
ish Amy when It b bckod h battle, 
thereby destroying both it and Its en- 
emies. He will prowl th of Man 
forsomotimeboforo hhmadnessfoiwa 
him to rrrake the a#&. Durn tho 
sward weeks t M  the PCs will k 
aboard tb &ink&, they will d m  
his violent mood swings. Nemo will 
always mango to convlnco hhpW that 
the h e  is not yet dght for the me&. h 
is not t;Pdlcal reasons that make this 
dedsbnfor hjm but humanManonecr. 
Deep inside, Nomo know that his plan 
Is eviF It wlll be uptotho PCstotttop him 
before he unleashes a now terror on 
mankind. 

The PC9 will have many plans to 
choose from in attempting to destroy 
the QubW, her mad caPtJn and hb 

other plan that mIght be attempted is to 
try b gdn Nemo's trust and mnfiience 
by appearing to become his diserples. 
Thls will rwuke o ~ d l o d  d w  &ili- 
tlea but will d bast allow the characten 
more freedom on the ah@. 

II the characters gain control of the 
Quhixhis, they will d k v e r  that they 
have Ihle Idea of how the vessel or Its 
woapns opontu. It wilt require a a m -  
bined score of PhyW 11 or b r  to 
have any Idea how the atmB engines 
function. The Soh Bomb Os a bast as 
complicated. 

tl characters should tamper with el- 
ther of those dovlcos, any cammphk 
failure results will be just t h w -  
strophic. 

A metfiud of gaining control of tho@ 
own destinies, if not tho shlp, will be to 
errnvinee N e w  himself that w h l  he is 
doing Is wrong. Did the weapon notonly 
kill masters but slavae also? Has Nemo 
made the characters th0mselv~di~lav8, 
or at least primnet? Will the world fol- 
b w  a man into an age of enlightenment 
when he has ushered that me in with 

mighty weapon. Flrst, 
they may attempt to stage 
a mutiny with the help of 
the mew. The chances of 
this#veryunmCely, Each 
crewmember was rea- 
cued from slavery by 
Nemo, and many of the 
humans were craw on 
tho NauflILs. Unlgss tho 
PCs can find soma in- 
credWycrrnvhdngargu- 
ment that will sway the 
crew - into accoptlng 
Nemo's insanity as real, 
the vessel's complomont 
wlll endeavor to assis! 
the captain in any way 
possible. 

A secrrnd method is to 
seize control of the ves- 
sel by overpowering the 
crewerew D& plans of the 
vessel have k n  PIP 
vlded for any combatthat 
might occur in the midst 
of such an mmpt. Tho 
Pa JII begin with a t r e  
mendous set of dlsad- 
vantages, thougkthey 
do not know the lay of 
tho ship, they are un- 
armed and they are uf i  
der constant guard. 
Player characters being 
player charmers, they 
will find a way of dofeed- 
Ing odds like that toseize 
control of tho ship. An- 
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tho deaths of millions? Nemo has always prided 
himsetl on hls mental abilities, and him bouts of mad- 
ness terrify him. Astute PCs may notice his m d C  
new, and the abortive atta&s he makeson the British 
tmps. H the draractem sro careful, they should be 
able to bring the captaln to his senses bng enough for 
him to disembark. Nemo and his crew will then fly into 
oblivbn, thelr only memorial a gbwing mushmm 

L T - ~  pz 
cbud deep in the Martian wastes. 

ll the PCs mange to selze contml of the vesael, 
Nema will slide totally lnto madness. He will activate r A A 

a secret selfdestrud mahanism thal will arm the 

~J]a/q~4 
= - 

Solar Bombs &hard the vessel and cause Lenginea ' -- 

b explode. The PC8 wlll have to make their escape 
from t he vessel as il Is In mldalr. Perhaps they can find 
parachutesor hljackasmallship's boat. As before, the 

. end of Nemo and his crestions will m e  as a flash in 
the desert, leaving the characters, a d  the rest of tho 
warld, wondering 1 the ~enius captdn might striko 
agetin. 

REWARDS 
For suwivlng a voyage with history's most notori- 

ous captain, the characten can expact to receive a 
fair share ol Renown points. If they persuaded Nemo 
to destroy his w e w n ,  and perhaps himsen, they can 
ex- knighthwds at the least. Inventors and wien- 
ti& will receive 208 worth of Physh or Electricity 
points. 

The revenue from the story, which will keep the 
read- of the tlme humming for sevaral weeks, will 
also b subetantial. All in dl, characters may view this 
l i l o  pleasure crulse through Martian skles as one of 
their most sue~essful and exclting ones yot. S l  

Dansactions 
of the 

Royal Martian 
Geographical Society 

T h e R o y a l ~ G a g m p h M S d e t y w i s h e s m i n f r r m t h e  
publicthatitsqaorrDerlypublicathdevottd~V~Emrole 
playingisnowavailablemEarth.Each3~issus~ 

-Adventures - 
Space 1889, Cthulhu by Gaslight, and tfie Wild West 
- New Equipment and Inventions - - Cloud Captains' Corner - 
- Edward's Guide to Syr& Major - 

--Vimrian~ry- 
--New Rules and S c d w  - 

T h e ~ i s a t s o p r o u d # r a t m w m c e t h t ~ f ~ w i I l  
maqmaethe-Society Newshm. 

smnphLm= 5350 TRMGS 
QE Ywr S u v :  $14.00 #Tbomp#ws~Itoad 
( k e n e u ~ s d d S 4 X K )  Newark DE MU-7S20 
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CAME FEATURES 
Streamlined mechanics allow squadrons of capital ships 

to duke it out. 
Interactive game turn sequence and hidden task force 

rules emphasize decision-making, tactics, and bluffing 
instead of game mechanics. , 

Unique diceless game s ~ t e r n  utilizes battle resolution 
cards for all sensor, evasion, and firing tasks. 

Task force rules and target endpoint markers allow 
vector movement with no papemrk. 

All ship characteristics (weapons, defensive systems, 
maneuver, etc.) are printed on t k  ship counter b,~clcks. 
No nced to refer to a data bmk or off-map ship record 
sheet. No data forms to fill out prim to play. 

Key system and "mission kill" approach of the damage 
system albw detailed combat results with all damage 
ivcorded with markers on the ship counter, eliminating 
-off-map damage records. I 

Game system remains faithful to all  aspects of the 
Traveller phpical universe, and can as easily be used to 
fight out indivklual small ship battles as fleet actions. 

GAME COMPONENTS 
e366 full-color game counters (three full 

counter sheets), ranging in size from 
1 12 inch to 1 1 /Einch. 

a 3  large 22-inch x 34-inch hex ma s R compatible with the maps in Bri lant 
Lances. The 2-inch hexes are big enough to 
use miniatures in place of counters. 

096 battle resolution cards. 
e2 game reference charts 
el rules and scenario book. 
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&A~.ISTZ~ H.M. Levy 
LLIANCE President 

PO Box 1 97, East Meadow, NY 1 I 554 

GAMERS ALLIANCE is the international network of game players & 
. professionals, sharing a passion br qua11 ty games. Our interests span all 
varieties of play, but the common denominator linking us is our belief 
that stimulating and entertaining games are deserving of support. 

GAMERS ALLIANCE is a new game inbrmatlon service with an 
emphasis on excellence. Since 1386, we have been alerting our 
membership to the newest and best games on the market today. And 
there's more! 

I 

Membership Entitles You To: 
A calendar year's subscription to GAMERS ALLIANCE REPORT. Our 
quarterly publication is filled with news, view and reviews horn all areas 
of gaming! Look under the shrinlwrap before you buy! 

PLUS-FREE CATALOGS ofout-of-print games and g r e a t  Items-- 
the largest and widest selection in the world! And much, much more! 

M E N  ALLIANCE lteeps you in touch 
with the World of Games! 

Don't miss out! Join-us today! 

For further infurmation & special offer, send a SASE to: 

GAMERS ALLIANCE 
BOX 197-CH 

EAST MEADOW, NEW YORK 1 1554, USA 
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Inform,ttlon 15 v l t ~ [  to any mrlltn~y canlpnlgn. L 11 -u* * 
Wltl~out ~ t ,  nrlnler. bl:ndly wander w~thout r ~ a l  

I 
1. ohlectlves. btur~drr~r-9 ~nto  t h ~  enpiny by ctinr>ce. w th 

rlo opportun~fy for ~dvnncp plnnnlng or prepncclt~cn 
The East Europe Sourcebook for Twilight: 2000 
presents ~veryttitrig you rleed to know about the 
c ~ n t r ~ l  theater of the  Tw~lrgh? W,lr rn n slngle book -3 
It was in Eaem E m  w h m  the d-n of war 

, 

wen grmmt. Tho Brt Europ Wrcebook 
p&es a m r  on each d the nations of the 
regbn, gMng a short eummevy of the mh1'8 Wry, 
geography, and ethnlc -. The state d each 
d o n  as of the year 2000 is described, and its 

. -, /  . & .A P.O. Bun 1646, B~~mlngton ,  IL 61702-1646 
* ?  

& 

i 
1 



Templatsn In Ch;lnenge 
73 prmted SIX admture~~ ' 

and their ship br Star Wars 
Galaxy W e  7: Mos EWey. 
Now, here's a place br your 
adventurers to scplore: a 
How& wyshtlon. 

lhe aclvmture Induded 
taks p h  durhg the mavie 
trilogy era, In the midst of the 
RebeIIfode Empire Is 
firmly in contr01. 

But the xhemtks are 
also described as If ft b still 
functfmb, dlowlng yw to 
useftdurhgd~New 
Republic or wen the Dark 
Ernplre. 

I- 

A Star Wars adv 
by Martin Wixted 

he HoloNet was a grand 
projecl put forth by the Old 
Republic. By using the tech- 
nology of subspece trans- 
mlsshs, Information wuld 
be sentfromone endofthe 
galaxy to the other almost 
rm-tanmusly. ltwas hor- 

ribly expensive, krt offered Incredible op- 
portunlty. By pure astrunathematrcs, Re- 
public engineers delermined that the 
Tatooine system lay dlrectly between N o  
important systems (well, dkeetly as the 
data streamflies, anyway). But,Tatooine's 
frequent solar flares and quirky gravita- 
tionalfluxes requlrednd a simple HoloNet 
transelver, but a complete (and rare) 
orbiting HoloNet waystatlon. Still, a 
waystadon was cheaper than rerouting 
the transmisslonmutearoundthesystem. 

Decadesof dedfnlng Interest hTatooine 
ended wlth the arrival of the HoloNet. The 
Installation of !he HoloNet meant there 
would be less reliance on mail bats con- 
tainlng news that wuld be months old, 
Star Wars Challenge 74 77 



and no mwe antldpatlon of news, rumors 
and emblltshmenw from wwy new shlp 
anfval.AlthoughIt was usddmoat exdu- 
dvely by the government and larger corn 
mrdal housw, tt offered an unparalleled 
oppolCunhy ao lhe residents. Awapmbn 
M v # f  s-ng and upkeep. R also In- 
rdved porlodfc malntenm and support 
by the Republic. h d ,  because of the 
placomwn, publle mwncomta wwld 
be bmadcast drdy from orblt down to 
Ihe planet. Any nearby symrns would 
nrm nped oo wait for a ahlp from T W n  e 
dP~wadatatapodthe -.The 
planet dght once agaln regdn some no- 
ooriwm 
. Tatodne was, Indeed, destlned for w 
twlety, but notthe kind the resident$ would 
have I W .  The waysta*n.wm hill to 
m o n k  transdssbns, boosting and re- 
freshlng those that were faded or warped 
from the e f i a  ot the blnary sun. A- 
though~ean~mtsslon~~eroenaypted 
(and thua protwted from mud ptyfng) 
t h e ~ n ( t y t o ~ l m a v l r t u d ~ u n l r r t .  ' 

ited r k d r  d trade and government 
neerets--tho power of Informatlon- 
proved tao aedudlve for are locd dm 
ayrdmte.Th y mwed In andtransfwmed 
the plane?. 

Once $8 Ropubllc had coll~~p,aod and 
the.Emperor assumed eontrd, the esMo 
knew that il wen only a matter of time 
before the hwren&us expense of the 
HoloN el would be deemed Inipractlcal. 
Thus, it wm no surprlse when, oneother- 
wlre unwmtful day, the 'Net sfopped 
banamttolng. tt took several mama, but 
eventually tho expeded Imperlal technl- 
danr cam through and hvt ?own the 
station. f 

HOLONET WAYSTATION 
The binary awrn ot Tatodne war tke 

ewrce dfr%qusnt sdw flares. Add to that 
the planefa gravhatbnd fluxes, andlt was 
quiteapdqe-adquiteachallenge~ 
Rapubllcengtneers. How would they p r e  
vent a dar-powered mlbn tom being 
h r m d  by that whleh It needed to Nr- 
v l M e  swls7Theflnal sdulfon involved 
Wgnlng a~tootb l ioneof fdoolne 'e 
mdonr, to be placd In a stadon-keeping 
OM. That Is, tt was to remain on the 
l w a r d  We, away from the suns. M s  
way,the'mron's buIkwwldprotectIthm 
the wid ram; It would be far enough 
away to prevent Tatodne's variable gray 
.Ity from having any great effw u p w t ;  
and the glare off Tatodne h l f  wwld be 
enough to power the solar fins.lhe sys- 
tem wrkd flawlessly. 

C O M P O ~  
Tht maln, vertical stem of the station 

eontahs the power end mdult ctrcultty. 
Here he dgnds we capturd and emit- 
ted, and the solar power Is channdled to 
the convmtw8.7he ahaft Is a m e  of 

ptplp(ng, wm& tw and wiring. Catwalks and 
ladderscrisscrosstheopm area, Jlowlng 
access to key Symms. 

The habitable part of the stadon la dl- 
vlded Into three lntarfodslng personnel 
&lss. Tho centw command module 
m d n a  commend and support sewlces. 
To the rlght Is !he Ilvlng module, wlth 
quarters fw 10 uewmembws. The I& 
mrhipkx mduleeontalnstbemah dgnd 
systems for the HcBoNet, fw both r d v -  
Ing and wndlng. 

m s m A m m G  
Whon the HabNet was dsmantled, 

Imperid e q l n  wrs vlslted each nonmass 
mscehrer and wayetclton. They dM not 
take edra SFFthns clpart becauso time 
was too predous, and tho new Emplre'a 
resource8 were focusd elsevvhere. In- 
st&, they removed c d y  d e a l  compo- 
n m  for trqndertothe lmprlal fleet, and 
wttled the rest. Nabrally, he level of 
wutUIng varied tremendously: After the 
5Qth trmdver, the Mnldans began 
merely remwlng key oownents and 
movlngonte the noxtassignmmt,TaWne 
wasnottheWih,northe500th I frtet,by mf tho trme the engineers got to a planet, 
the procedure waa reduced to the most 
bask routlne. Fkst they w m t o d  any- 
one still on the statlon. Max?, they puled 
the plug on he pweraowee and tom old 
the maln power are. Once the slgnal 
multiplexor mechlnery was removed, and 
the energy atorage bafledos taken, the 
remainlnq mmr& was abandoned and 
left Po deeay In Its own orblt, until It would 
m& into the nearest gravlty well. 

Although Tabdna's waystallon orbit Is 
decaying at an Inaemhg rate, It Is not yet 
in dwerof  complete collapse.Thes#rv- 
eng& have left thls waystalion to drift In 
it8 lonely orbit Tatoolne Is too far off the 
beaten path for wen the tradtlond g&c- 
tlcgarbage h a u l b e  Ugws, andthelr 
rlvalr the Squlbs. 

The following IlstIng of HaloNet 
waystation featurea shows what the atr- 
tlon would bok like If It were fully opera- 
tlond. Informtion op how the wystdon 
has been ravaged Isdh brackets. 

FEATURES 
Commend Center: Thls room Is tvro 

storlea hlgh. Thw are two duty stations 
skated at the front of the maln command 

' room From here R b'possble to mt ro l  all 
space stsdlan funclknr. The thlrd control 
pan# at the bar la the m o m  satkn, tor 
use by the supervisor (typically the corn- 
mmdtng *r). The tublifts load to the 
upper level of q e  command module. 

* mo duty atdons are untwehed, kn 
key mmponents are mlsslng from the 
monitor statlm. Thetufbolms, llke the red 
of the station, la& power.] 

Commander's Offlee: The weal ae- 
m e m e n #  of an officer's r p ~ m  lndude a 

holwld, computer termlnei, deak a d  
eh&r,Tha wom on the flm abwo Is a 
Iwnge. 

p e  dfh has been stripped d all 
furniture. Ono w d  hanging romalns, m- 
Ing a blueprint d the mtbn, The lwnge 
chaln and #wehen remaln undlstrrbgd.1 

Drold and Qenoral Mdntemma and 
Repair: Here are the taols, power p d a  
and spate p e  b r e p a  mast system 
ad Orolds on the statlon. Whne c o v e  
hm&e, Ihe t w l o  arm Inadowate to per. 
farm major sNem worhaut Instea4 
they are Intended to juryfig repalre until & 
rdld drlp am m k .  

Above this room Is the cmmt oom- 
puter core--the conputwe w h M  run tha 
three personnel modules. The mom I8 
kept at a c o n m  tomperalum. 

phe maintenance room ham been loft 
virtwlly untouched. Most ofthetad$ hero 
hark b a d  to an ddw Urn.  Neverthelees, 

' most m m l c s  would recognize the 
hydrospanners lying abwt.The computer 
ewe hm bwn h u t  down, and the refrlg- 
wadon Is turned off. Mmt of the sottware 
storage calls have been r e w e d .  Six 
enpty ones remdn.] 

Storage: Both thk room and the one 
above It are tho storago and procesdng 
p h t a  for foodsWa and matw)als, aueh 
as M l n g .  

[Althwlgh tho maFRlnery Is Intact, no 
raw measrlsdo remain.] 

Cafetorfa: All food k -'and 
eaten here. There I8 seatihg for 10 
mwmembem. 

Quwkrr: 80th are IdenlWly 
laid out, with room for a tow d 10 crew. 
The momdosesttothe #Immand module 
la d w l m  fw ,Wo malntenanca mew 
(iyplcdly Ugnaughb or mer meehank 
callyindlnedspeda); thoremhhgtfiree 
room we for ofken. 

me bask furnhre mmalns4unk, 
Wle, dresser. However, thwo are no per- 
sonal effects WmL] 

R o a t r o o m 8 : T h e s o n I c ~ ~  
sauna and unisex restrooma. 

pis equipment w&a shut &wn and 
the waer drdned] 

Wn~&re:Thlshhehoartdtho 
m * ~ r r s ~ t h e s i g & h  
f m m t f i e m p a n d w t ~ h b o t t o r n  

me maJwlty of this qdpment has 
been removed, leavlng a gaplrg shaft 
Thts vwtlcal tunnel is open to  pace, and 
stars tan be soon through varlaus open- 
l ~ s  at sither end,] 
&k Energy Convwtm: Thla 8y* 

tern la a w e d  mostly ot httedea. Tho 
bwst of pwvarrequkod whenbmdng 
slgnds requires morglrod calls, becauae 
the level of power available rrt any one 
tlmetromthe wlwpanolbls notwrllielent, 
Thisswion alsoslphonsolfpwverforuw 
in the rest of Ihe stadon. 

me batteries themselvw haw been 
removodknthesuppwt~rmah . ]  

Star Wan 



Slgnrrl Multiplexor: Thta Intricate, SIX- 
swry.Wgh computer syston+dmst a 
thirdtho hetght of tho main powercpro-- 
ccmver#i, d m ,  boosts, focuses and 
re-transnits HdoNet s!gnala. The room Is 
kept at a msiant temperature. 

[AIIthls equipment has been remwed.] 
Docking Port Thle automated cham 

ber h a s h  tm&r beams for allgnlng and 
reeling In s h w  The W n g  damp m d  
entfy se& automatleally adjust to fft the 
conRgwatlon of the docWng shlp. mey 
have a amblned Strength of 1 D+l .) 

[The powerto automate the systems Is 
ladrlng, but manually l d n g  b stlll poa- 
slble, uslng the emergency epparatua J 

The Rescue of 
Maxine Baytar 
~ax lne ~ a ~ t o r  Is a local fatodne shop 

owner who was an OId Republlc general. 
She was spotted and IdenttfId by a 
atormirooper aa the w o r n  who, many 
yerurrago,ledsome redred Republlcmps 
In a fdld coup &galnsl the New Order. 
Since emping ( w l W  a credl! her 
name), she eventually wound up on 
Tatoolne md spent her #me colleetlng 
Informadm on, Bnd the whoroabwta of, 
most of ?he other mmbws of hor corn 
pany In order to foster a rwnlon. The 
group was the only lamlly she had ever 
known.The jmperlals bellevetha! some of 
Ihosesokllws may bo m4es worklng wlthln 
the Empire and feedtng h e  Rebellton In- 
formadon. They want to stop her and flnd 
out with whom she Is aollaborating. Tho 
local dme syndicrrte, meanwhile, has 
beenpaylngoff Baytorto wpplytfiemwlth 
general bWgr6und Information on the 
Emplre's war machlne, t d c a  and any. 
thlng Baytar knows abwt those wha are 
wcndng the ranks. Ba.ytor Is only me of 
dozens of lnfwmants who are In plece to 
warn the ~yndleate of any lmperfd move- 
ments agalnst thelr operations w Inter- 
ests. The syndcate la convinced thm the 
lmperlds have flgured out Bayaor's cm- 
neetfon and that they want her out alive-- 
so she can ten them how much she eon- 
f w d .  

ACT ONE 
The Rebels learn that a woman by the 

name of Maxlne Baybr Is Imprisoned A 
local errntaet asks them to r e m e  her: 
Say-brwuld be a pwverful aource dlnfor- 
madon. The grwp muat determlne where 
Baytor Is belng held. A few rounds of 
ddnka at the local d n o  clues them In 
that Baytor is belng hold d the pdke 
stabion ( M s  E#@y Gdmy Guide, page 
72) on the other $Me of town. They hear 
thls tnformadon from me of the police 
stabion workers having a drlnk, Veyal 
Kapll ,  the station's speeder blke me- 
ehanlc. 

The Rebels strlke a deal w h  V d .  In 
exehangobr Mmlewlngtheundergmund 
garage d w i  unladed (whlch teadl up 
Into the Mallon belf), they wlll Ind for Mm 
a Nalrilux mWcW relary. It Is a ram 
component for hls hobby: short-wave 
trmsdtters. The Rebels must charwr a 
sMpto take them to oMTaaPorns'8 moon, 
for the only know Natrilux c o w  re- 
lays In tho system am In the Spaeaport 
Control Tower and In the abandoned 
HoloNet waystdon, 

On tbelr way out d the b8r, they meet 
one of the aydkaw's agents, a m p t  
Woddoe named Nllwoan. Hla h u e s  are 
prepwed to Mler the reward of 15,000 b 
the reswe of Maxlne from the I q m M r  
anddelivery t o t h e m ' n o q u ~  asked.' 

ACT TWO 
The station Is not eompletoly ompry. 

There fs aome alr still dmrlaUng md afew 
dim l~hts.Afteralltheso y e h ,  who could 
be here? Was It taken over by plratsl? 
Tho answer lasoen revealed asthegrwp 
Is Mttaeked by protad Drdds. Thay haw 
gone mad from bnellnosa and roront be- 
Ing abandoned. A parlay and an dfix of 
enrploymont wlll d m  the Drcdds, 
sde purpose is to servo. The PCo m i m  
and present the conduetor relay to Venal, 
who lnforrns them that thdr dslt to tho 
station wm picked up by a p-lng Imp* 
ild custom frlgm, and a cantlngent d 
stormtroopers Is on Its way to the dty. 

ACTTHREE 
Runnlq out of dme, the Rebel8 plan 

thelr attack Venal says that the duty of- 
ficer always n a p  abut thls dm.  But 
m n e  hw to diwect tho do& W- 
gamtfwthls an& towork, orthewr- 
geanl will see wha Is happening vla the 
statbtl mnw. The grwp entrn the 
scatIan lhrorrgh tho garage, m a  the 
turbolift doors and dimba up the shd. 

They can then enter the maln ilaor vla 
a maintenance wawhvay a d  overpoww 
tho guard, free M h e  Baytw and en- 
cape to tho garage. 

Down below is r squad of 12 nawly 
arrlwd starmtroopers dlsmountlngffrom 
thelr speeder blkes, and a oommand 
speeder. If they mwdy WnWo badr lr& 
the garage, w If they tripped an alarm, the 
PC8 must flgM thelr way wt d the bay. 
Othwwlse, they could empethrowhthe 
firstfloorwhdows w d m  krstead &bad! 
out through the garage. 

If the group sent Vend rn distract d?a 
desk aergemt, the alarms go off just after 
they Obi-, d hey ha 
Venal was capwtd-he ham8 BW 
have done It themselves. Othmvlls, the 
obfuscating Rebd an cut out rftrr dr. 

ACT FOUR 
The player charmtors may ham alght 

on thdr hands to get offplanet. The nyn- 
dlcatm Is watchtng ovwy landhg bay h 
m e  h e  tmporfal8 plan op sMp Bqbrd- 
planet u n d e r c w w o l ~ e s s .  tfthytty 
to ship Mwlned?plmet, they w l  R d  the 
way blodred by a gang of well-pald m e m  
Pnd bwnty hunton. Tho Robla rwot foil 
tho lyndiFato's Intontlon to waylay tRe 
omw* 

C a ~ m d y ,  H tho Robdr haw agreed 
to Nlm~ln'8 o f f ~  t h o m d ~ ~ ,  they find 
thewsryPohepayoffW&d byagangd 
detrrmlned Rebela, 

c L . l c e t t I s c r v s r , h ~ c a n r ( n e s l  
M a x h e B a y b r p o ~ h o r d d ~ ~ 1 1 ~ , l h B  
m a d e  Legknnalree, andgethem bad! 
~ . A l t h o u g h w m a y ~ b e ~ y # l t h -  
f d # I h e y # l o e w ~ , t h e y ~ h a v e a b t ~  
e#m9krtolotheRebetlkn.AndhAumm 
nsnrermmaway~ll~hdpglvenHrrm~.I 
~ h # ~ a y ~ , M ~ d f e n  
h ~ a e h a n e e o o b e c o m h m m  
w l e e ~ a c h a m b ~ m 0 8 t  
d m l a l m m ~ ~ s h o  
hboehrrteraehlpboreqoupher- 
~ d 8 % h t h 0 ~ I f l h ~ w l l b l p h a r c  

M A m N E B A m  
DEXTERrrV 30 
Baster 4D+1 
Oodge 3D+2 
KNOWEWE 20 
Man Speclea 4D+1 
W W a  4D 
MECHANICAL 3D 
AsWgdon 4D+1 
C o m m u ~ n ,  40 
Stmhlp G u n m y  9D+1 
bershlp Plktlng 4P 
PERCEPTION 30 
Bwh 5D 
%arch 40 
mREm 20 
TECHNICAL 20 
eorrrp.Progfipak 40+1 
For# Pdnb: 4 
C h w m  Polnta: 22 
Dsswipdon: M a n e  Is a wenthered 

woman, wfth gsntls eremas In her 
and kown halr shot wlth gray. 

Background: Mwlne waa an Old Re- 
puMe gonoral. Sho led rotlred Rep- - In a failed mup qdnst the New 
Order. She escaped to Tatoolne and 
spend9 hw tfmo cdledlng rumon abut 
the whereaboub of tho otfiw momborn 04 
her ampany. She rw - othw tld. 
bib ofInf#matknontho Imp#lalo, w M  
rhe dlen Sdh b the l 0 d  8yndkcde. 80r, 
lvl'tprwdofLkrtsho'dmhwdotha 
than amwe. 

Objectives: To locats tho momben d 
hw old ampany and haw a rsunlon. 

Pmrronallty: Maxlne Is exprelrlvs 
whenltoomertomllltwytactrcsmdprp 
eedurm, but rstleent abut rolathg more 
hortlfylw - traod-. 

Quote. 'Sun I remember the batds of 
Dsnubba. h wm qub a ~peetade." n 

Star W a n  



HoloNet Waystation 
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Being In the maln a dlaleEtk di~ulJ lon for d W n g  dellberatIan on the detalls and directions of Trwellcr: the New Era 

and not, sadly, 

any excure at all for lots of swordflghts and gup In ttghts swinging from raps to d e e m  the honor of an aga f m m d  In 
debahery and excess, watting wlth scarcely concealed dread fop the arrfval of the all-naw dlet caffelna-fme cherry lltc dr.ftwe 
dry Ilte ks k r .  

Vdume I, Number 5 m 
All rfght, all of you nonbdiewrs, UP AGAINSTTHE WALL!! I present as irrefutabk evidence that m e  Trarellar pl- do have a c w  

and balanced view of reality the following letter frwn Great Canadian l a t h a n  Clocker. Not mly docr thls Cunuck Mkrc In thc 
gnat lineage d theCommodorn &M, warthy Servants of theCrown forb these mny genwatlons, heal= klkvrr In my ship, thegood 
ship Ra*y Musk. So put that on your fusbn rifle firing range and smoke it. 
Also, A Mr. Alan Miet of Richlad, Michigan, w l d  k ~o kind as to call or wrlte with his addmq which 1 Imw mkpkcd, I dl k lrbk 

to send him hls wrxrnal cow of Challenge 72. in whlch he crossed  ens with noted mud nabob Q. E. 0. Bww. 

Igrpatly enjoy the Traveller: me New Era p d u c t s  from COW and the CWB~F gkn the N m  Em h Challenge. 1 wouW I&# fo mk a v 
sqgestion. 

W d  it be posu'bk to run both the CW,ition Inbrrtmtion N m r k  ond the Trowlkr Newr $&a? 
After a4 the Regency k dive md we# and the settkg of rn h ~ h t i n g  advtnzurt possib#itics as wek I rralln R wwId k m ~ l w r  hd 

wwk ~br emywr*thcr; on the Roxy Muslc, but R wwib m you rhe und& g m t ~ e  odewryam Behhd the CYaw. 
Also, / realize t h t  thb kn'r necessarfi your rkpartmenb bui p h ~ s  you could pass thb a- haw a# the artktr gonc? 
The TNE bask book had gn?ot wt by Ken Fmnk Alien Nunis, Mike YbrdI ad m a y  o t h ~ h e r e  both Path.of Team and Smash Grab 

h d  but two artlds, arrd most of the art w done by one pm. WhIk I'm glad to h w  a# t h m  books, I M thc vkmipmmtatkrr d only 
& e n h a n d b y m k m d d l v w s # y . A g i n ,  I ~ o l i z e M a l  t h i r I e o d r t o k K l ~ ~ ~ e d ~ k n p r o b h s ,  but#wwlddo1LBmtp1fketothehmd 
wwkahadyhs t edh  thesewmhk 

Fmdwha is ttrr Iody h bbck on the m r o f  TNE? Whrfe she I d s  /&e a New Em Cher In a creatbn by Bob Maakk, on the r n h w  
rhot ttmt m one's g w d  m d f i  I t  guess €/Inore Bonatbtes of le@wtu. 

I do aipraht8 dl of the hard work md effort yw put Into the TN E p ~ 4 o o p  up the good @I 0 
Slnt*, 
j#tmthn Cmkw 
Sekitk, Man#& 
Canada 

Thank you, Slr janathan of Manitoba, for your kind letter. 
1. TNS: Undgng gratitde you ray? Hmmm, that rnlght be wmh looking Into. Unfortunately, the Fwces of G a M c  Hamwny explain 

to me that thb wlll not be possible rlg ht away. This ir not just because of the lirnlted number of $alley slaves crewlng the venerable RoxyMuPk, 
bM alxr because ~t don't wish to "lead people on" by getting them too excited nbwt a topk be fm we are re&dy to propaly suppwt It. 

0 
It wodd not be right to tea= our pla)rws by giving them just enough Infwmatlon to wmt ta rur a cwtnin camplgn, but not v h  
informah to be o k  to do xr. Howevw, we do hear yw, and do want to urppwt the Regency. 

What say we try a Uctk unscientific poll here? Anyone who is xr Indind, please zend a postcad to Commodore B w a ~  at GDWtelllng 
me whether you w d d  prefer to see Regency campaign support or Reformath Coalition campaign support. 

Plea*, Ilmlt yourselves to a short answer: "Regenq" or "Reformation CoallUon" All mfke (a, if you prefer a dDffamt topic, r hwt 
mtcnce explaining what that would be). Please refrain trun Impassioned, mdtl-page letters. I an tMng to conduct an unrcimtik mmy 
here, not found an unsclentlflc debating xrcieiy. Unscientific results w t U  be published as they fall to b e  rtatirtkalty valld. 8eiw only a 

3 
mew commodore, and not r Force of Galactic Harmony, I will n d  prunise what thc effects of this poll wltl be, except to cause a lit* more 
wwk for the USPS. 7- 2. Artists: AS yw mte, we have mowd from mu1 tiple artists In each bodc to mostly just ane. Thls Is becauwwe haw mwed frwn rekyhg 
primarily on d d e  free-lamers for IHustrations to relying m a full-time Inhouse Illustrator. Thls Is fw a vadety d reasons. 

The flnt b to create a urifled look for our products. By having one artistic style appearing In a s8riesof products, th prodwts end up wlth 
a more consistent I&, which Is helpful In creating a v i h  in the players'mlndsof what the u n i v e ~  lodrs like, and also helps to glve thc 
univme a mare d i d  feel. 

Second, dng an h h s e  artist makw It much easier to handle the Jort of technically ktnlled lllustratlonr that an nqdd by Traveller. 
you can actually sit down with the itrtist and wwk with him to come up wlth A t  a whide or r $lip or an aRen I& k, you haw 

much more control wer the final appearance of the Illustrations. When dealing longdistance with free-lance rrtlstr, thIs wrt of Interncdon 
is uwl ly  not psslble. 

@ 
Finally, becaw free-lance artists have their awn schedules, It's not always posslbk to know in advancewhowill beable ta work on a given 

project, w whether a g l m  project will k suitd to an artist's style and strength With an inhoure guy, you know he'll be avallabk and 
familiar with tht line he's worklng on. 

Y 
OurfJI-Pimeinhwseillusaatwislvlidshipman Brad McOwltt,wblsddng w~qfob.Theothcrartl4whwewak;v#lharerem@d 

as #rppkmenting Elad's wolk Is Cap'n lrjrk k w n ,  who is ou art direEtor here. t hope yw will be as plewed wfth Wr shdf as *,ma 
3. The b d y  In Bl& A New Era Cher? Please be careful jwrathan, yw wouldn't want to drlw pcopleaway from thlsgam, rrearnirg 

w 
in hwror. What a frightening thought. 

HOWWH, your questiwl has prompted me to rattle the cage of Oarlin' Dave, of Darlln' D a d s  Renegade Challmge Contest. Dave Is 
chagrhed to repwt h t  no me has won the contest, and regrets that the question might have been too hard. Popular a n m  irduded 
Iris, Margaret, and the estirna ble Countess Thalia Nalanar, although Oaveconfes~ that his favwlte  an^ was the Queen from SncmWhlte. 

Dave wants me to tell yw that thc M y  in Black is m other tha4~1'bWm aPIuflcWb4 b 7 ' ~  6w C,W'+W6- M y  Vfn# 
4. Appmctatlon: Thank you vtry much for the kind words. It's nice to be appreciated for the time that we rpcnd on his stuff, and w 

sincerely hope that we continue to liw up to your standards and expectations. 
Until next time, this is Comrndm Bwam aboard t k  starship Roxy Musk, with another helpful traffic tip for thls Long hat summer on 

our nation's interstatw: If you meet the Buddha on the road, kilt the Buddha, espeCrally if he refurer to get outof the kft laneaftupadng 
xwneone. Enlightenment my bilgewater. 
IkaveIler: The New Era Challenge 74 81 



Battle for 
Armageddon I 

Games wmmnop. W.W. 
Dealgned by Jervls John- 
Boxed boardgame with hard- 

mountd game board, t45 dietut 
thlck cardboard counters, 24 dlecut 
thlek cardboard playlng cerds, one 
thick cardboard reference shot, 206 
and a 2 W g 9  rulebook. 

'Rvo players. Average plr ylng tlme 
Is two tDMU8. 

Publlsbd In August 1992. 
Review by Craig Sheeley. 
k a m a m e  bulf, designer J m b  

Johmnan his W o n  boetrdgames, h t  
missed seew new as wargame 
pliblicationdwindledHe-tomdm 
adassiiwagame basedintheunhsd 
M h n m e r  40K, swnethiw any war- 
gamer or Wahmner 4UK player could 
undmtand, and something that wwld 
interest most garners. He succeeded. 

6aQ#e For ArmElgeddon takes plaoe 
on the Hive World of Armageddon, a 
cheerful planet with such quaint cities 
as Dead Mine, Volcanus, Hades, 
Helsmach, etc. One of the lmperlal 
exerdses in Irrgle-scale industrial pol- 
lution, the mining world ls attacked by a 
massive tribeof Orks which happerts to 
drill into the system. The heroic (and 
oftenovermertched) defenders have to 
try to hold df the OPks long enough for 
reinforcements to a r r i w n d  even then 
defeating the Orks is not a sure thing. 

GAME SYSTEM 
The game system is very simple. The 

counters represent combat unils, with 
the acPlingty famUiir CombatlDefenw 

Movement factors. Movement is con- 
ducted by area rather than hexes, with 
rigid ruleson stacking (any excess units 
in a stad are eliminated]. Combat is 
conducted with simple odds on another 
nostalgic but effective convention of 
wargamjng, the Combat Results Table. 
Sup& is easy t o t r a ;  new unlt consfrue 
tionBB~a~y60-andoonduct; 
andthevidwycondilionswedearcut(f 
quitedikuttforthe I m p e r k r ~ l l h w e  
f a r m  s t a h a h  than *). 

There are two changes tothe classlc 
wargame style: Speclal Cards and Strat- 
egy Cards. Special Cards represent 
Wal events and unpredictable ad- 
vantages available to each s'&; these 
advantages can be played during the 
player's turn to gain their knefii .  The 
second change b a two-action-per-turn 
turn sequence, where each player's 
actions during each action are deter- 
mined by a Strategy Card. Bofh cards 
are selected at the beginnhg of a turn. 
and e e  card albws the player two 
actions: move and flgh, fight and move, 
figM and fight, buM and fight. This inno- 
vation adds qube a bi of challenge to 
the game, since you have to outthink 
your opponent on the strategic level- 
what's he going to do in the first &n 
sqment? In the second?And since you 
have to chwse your straqy before 
finding cut whowesfirstintheturn,fate 
(and a poor die roll) can force YOU to 
move out of your planned sequence, 
throwing amonkey wrench In you plans1 

EVALUATION 
Thisgame is rather good. It's easy?o 

play and quite tricky, particulady when 
thlngs get thick and the Marines start 
hopping onto the board. The system 
works well; the background (over half 
the rulebk, naturally) Is interesting; 
and the physical quality is p d .  with 
exquisite graphics;,The map is exeel- 
lent and hard-backd (a rarity these 
days, except for Avalon Hill games), 
The counter art is simple, but the 
counters are laminated onto extremely 
thick cardboard--these pioces are 
much more robust than the box! 
Ad to boP it off, Games Mbbhar, hatl 

aunten suitable for cobr pbtocapying), 
and dam to Wish more. 

  he one flaw is that no rule tells the 
playerswhen the new Imperialcounters 
mwe forward on the Build Track. And 
the game can7 be played unless tho 
players make some decision about 

when the counters move fornard. ll 
they movefo~lardonly when the Impe- 
rial player uses a Build ah, ben- 
&s the Otk player, slnca the Imperial 
can7 attadc in a phase when he buMs. 
If they move forward every turn, B bon- 
efIts the Imperial player, who gets his 
units mom swiftly. 

Once this is deard up, &n& For 
Amq&&n wll be quite an accept- 
able game. As it is, it's a nlce entry into 
the wargame mMt, and in the price 
nnge of its arntemponries. I look for- 
ward to more games In this line. 

Skyrealms 
1 of Jorune 

Thlrd adltIoh 
Skyrealms PubIlshbtg, tnc. and 

Chosliex PubIlshing. $20.00. 
h lgned by Andrew Lekep, Mltea 

Rvss, Amy Leker Kallsh. 
Pub llrhed In 1992. 
Revhw by Jay Adan. 
Slrjrealms Pubrmths h 1985 pub- 

rdwd its- and anly, robqm game. 
S k y m h s  dJmwwai~l'i a huge ae 
cess, but R wasalabord bverudoned 
the richest gaming emironments to be 
created sbxe EmpkedtkPeW Jhma 

It was also one of the first games to 
neatly put magic and technology into a 
believable setting. 

Years have m, and swpkmm 
have been few and far &wean. Now, wllh 
~ e x s u ~ m e e m a s ~  
we havo tho third edition of S&mhs d 
Jonrne, and things seem ao be boking up 

IORUNE 
Approximately 150 years into aurfu- 

ture, the first manned expdibn is 
hunched from Earth to the planet called 
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Jorune. First contad is made with a 
number of races there, but the 
Shantha-thinlytrarned humanoidswith 
no facial features and a complex Ian- 
g u a g ~ e m  to k dominant, and they 
are deferred to as the loaders of the 
pbe t .  All the r- live slmply without 
much in the way of technology. 

After extendve research, a large, 
bng-term wbny fleet deposits its pas- 
sengers. A short time Iler, news of war 
on Earth is received, then all antact 
with Earth is lost4orune is on its own. 
The colonists, in an attempt to quickly 
off set their lack of supplies from Earth, 
encroach upon the landsforbjdden them 
by the Shanthas. The Shanthas devas- 
tate the cobnlsts with energies they 
thought unknown to the natives of 
Jorune, and the colonists retaliate with 
biological warfare that all but wipes out 
the Shanthapopulation. The war has no 
winnerson either sldo. Thecolony ships 
are destroyed. and the Shanthas are 
still able to detect the presence of power 
sources, even small ones, and destroy 
them. The humans are forced to aban- 
don technology and live off the land. 

h is now 35W years later, and hu- 
mans are the dominant race on the 
planet. Technology is starting to be re- 
discovered, and humanity has broken 
into three dlstinct gettotypes--Muadra 
and Bocsxlrd being more attuned to the 
energies that permeate Joruno than 
the human species to first colonize the 
p1anet.T here are many citiesandtowns 
dotting thecontinent, and the intelligent 
animal species created by a scientist 
named lscin have even started their 
own societies. Overall, life on Jorune is 
still primitive in comparison to what ii 
a m  was, but this is statting tochange. 

But SW isn'i a straight SF game. 
You see, Jorune has Isho, an energy 
that is created by ageological phonom- 
enon. With this energy, the Shanthas 
were able to so completely devastate 
the original colony. This is the "magic* 
of Jorune. h is possibletocreate aspell- 
like effect if you are attuned to this 
energy. Normal humans are blind to it, 
but the newer human spedos, Muadra 
and Boccord, are not. 

So when you put this all together* 
primaive human cuhure, magic, tech- 
nology--you end up with quite a mixed- 
genre game. 

EVALUATION 
SW used to be a boxed game with 

mral supplemen&. The third ediiion has 
incorporated all previous material into a 

2l&page, perfeet-bwnd volume. Every. 
th iq about the b k  tries to immerse you 
into the world of Jorune. In the e&w 
d i n s ,  this was done rnw with mmy 
new terms but very I l o  explanation. fhi 
probIemswnsbhave hfmedtosome 
ex&ent by addlng more dafinitbns of the 
nswvwordsnwthelrfiMusageandaw~ 
eomplete gbss~uy in badr. 

In characterweation, there are m a  
number of character templates that ex- 
pUn some posslble oecupatbns and 
provide a glimpse into the everyday lHe 
of a person on Jorune. R is also now 
pas Jble to play some of the nonhuman 
races. Woffen (woH guys), Crugar (cat 
g ys), and Bronth (bear guys) are all 
available as playercharacterraces, Thii 
is In a d d i i  to the standard human types 
ava8abl+Humm, Muadq and Boccord. 

Thegame system has been polished 
a Bit but is basically the same as earlier 
versions. The combat system seems to 
work best in small skirmishes where 
each individual has a single opponent. 
Larger combats can be handled with 
the system, but I don't think it works as 
well under those conditions. 

Thegame bookcontains someof the 
best art to ever grace the pqes of a 
game. Milesfeves has doneafabutous 
job of illustrating this book. As far as I 
am concerned, the art rbne is wotth 
the cover price. If you already have an 
earlier version of the game, you should 
know that there are a number of new 
pieces of art in this edition. 

FlNAL 
' THOUGHTS 

There are some problems wlth the 
game. First are thesmall horde of typos 
in the book. There is also a two-page 
errata sheet already availabte (U your 
book didn't come with one, you should 
write the company and ask for one). 
The new words that are used thro~gh- 
oul the text can be intimidating and wltl 
prokbty put some people off. . 

But all in all, the positives-bautifut 
art, good game system, rich back- 
grounkasi ly  outweigh thenegatives. 

A Note From Chessex: Problems 
mentioned in this review have been 
addressed in the Shola~i Pack oxpan- 
$Ion (SRP 2001). In addition to an ex- 
panded errata, the packcontains ashort 
gtossary for new players and a full, 
1500+ word glossary for the GM, a 
detailed timeline, an wcupatlons sim- 
plifiiation, new forms, a Joruno calon- 
dar, and other items to help GMs make 
the journey to Jorune virtually painless. 

I Available I 

I .  

The Curse 
of the Khdif 

R. Talrwrlan Oarnos. sO 35. 
Wrmen by Wlllam Maas 
&page adwnturesupplement for 

Dream Park 
Published tn 1992. 
Revhw By PBul Lutes. 
The Curse of the KWIremlnds me 

of many of TSR's old fantasy adven- 
tures. Glmmtcks and exotic locales 
abound, as do many game mnario 
cliih8s. Curse, however, hers far better 
graphics and organiratlon than those 
old dinosaurs from the dawn of the 
gamlng age. 

On an Earth that might have been, 
the known world is dominated by the 
Khalifate, a sprawling, powerlul Ars. 
bim empire that has holdings as far- 
flung as England and Indonesia. In 
recent months, a mysterious djinn-wor- 
shipping) assas sins' cult has sprung up, 
threatening the searrily of the realm. 
This cult kidnaps the princess, heir- 
apparent to the Khaliate, and t b  Khallf 
charges the player characters to res- 
cue his only daughter at all msts. Fob 
lowing the cult's trail eventually pits tho 
PCs against a murderous sorcerer, a 
mysteriods tower, EL robotic killlng ma- 
chine and an orbiting starship. 

That's riiht-a starship. The nature 
of the Dream Park game d h  for 
easy mlxing and matching of different 
game genres. In the case of Curse, it's 
fantasy and science-fictin. The mk- 
ture is smoothly done in the adventure, 
as the advanced technobgy is pre- 
sented as a different but very powerful 
kind of magic to the PCs. 



EVALUAnON 
Dream Park stresses cinematic ae- 

tion and bigh adventure ovar all else, 
and playen wlll find plenty of that in 
Curse. The pace of the adventure is 
almost nonstop, as the characters leap 
or stumble headlong from one scene to 
the next, building toward an explosive 
climax at .the edge of space. 

There are some nice touches to the 
adventure, The addiion of W l d i o n  
elements to a standard fantasy scenario 
adds some novehy to the plot, such as 
when the characters, armed with flying 
c a w  and splt , faceaff~ai~scream- 
ing statfghters. The illustrated char- 
cards induded in the b k  are also very 
w h e .  It is so much nicer to be able ta 
show players what NPCs kok like rather 
than dryly desaking them. 

Cwsedoes have some problems. The 
rescue-theprim motif has b e n  used 
m often that h has became a dih8. The 
chardm presented within are two-d- 
mensional at best, both in motivation and 
personalii. The -round information 
on tho KhaFfate is interesting, but woefulb 
inadequats for providiw a coherent c m -  
paign backdropwithout extensive work by 
the gamemaster, 

fhe Cum d !he KhaMis a m g h  call. 
NovicaGMwili appreeiatetheadventure's 
dear presentation and graphic quality, and 
fans d b t p d  fantasy dwntures will 
also find it worth the p h .  However, a 
diehedpbtandexeartion wllltumoff more 
expdenced players, as they find more 
owinal and i w u i n g  material elsewhere. 

Battle Masters 
Mllton Bradley. $29.95. 
Two-player boxed fantasy war- 

game. 25 plastic 25mm group mod- 
oiq one tower, one battle mat, 75 
csrds, four terraln tlles, SIX combat 
dlce, 1 OOcounten, 26-page rutebook. 

Playlng time b 30 mlnutea to one 
hour. 

Published In t 902. 
RevCew by M i t c t ~  Lawunder. 
Battle Masters is an eplc game that 

plts the armies of Chaos and the Impe- 
rial armies against each other. While 
the game is marketed by Mikon Brad- 
ley, it was designed by the folks at 
Games Workshopand has many of the 
features we'vecometoexpectfmmthis 
company. 

For one thlng, this game is big, and 
the quality of all the components is first 
rate all around1 Over I00  25mv plastic 
miniatures ?nd asignature sk-inch plas- 
tic tower lend a great deal of heft and 
size to the game. The counters are 
printed in color on heavy cardstock, 
and the bridge-shed playing cards are 
wax coated. The rulebook is well illus- 
trated and concise., and even Ihe dlce 
are custom made for the game. 

The map is a huge 4.5"x5" plastic 
sheet, with hexes and terrain features 
printed in color. Printing the map on a 
plastic sheet was an excellent idea. It is 
much more resilient to being folded 
than paper or cardboard, and can with- 
stand a direct hit from a spilled soda 
with no ill effect. 

As for miniatures, the assembly in- 
structions state, *All figures will fit to- 
gether-you will not need any glue for 
assembly." This is not true. Prepare for 
an evening of cutting and gluing the 
colored plasticminiatures togetherprior 
to playing the game. If you are ambi- 
tious enough, you might even paint 
them, although this isn't mandatory. 
They are highly detailed and are equiva- 
lent in quality to the boxed sets of plas- 
tic miniatures that!Games Wokhop 

- sells separately for Warhammer. 

GAME MECHANICS 
The object of the game is the out- 

and-out elimination of the opponent's 
army. The campaign game cbntains 
five scenarios, each withdiflerent setup 
instructions, but in most cases the goal 
is still the same-kill everybody! 

Order of movement and altacks are 
determined by drawing cards from a 
deck. Whichever unit(s) are pictured 
are the ones that may move and attack 
that turn. While movement is alm6st 
always only a single hex, some of the 
units, such as cavalry and wolf riders, 

have more cards in the deck and will 
therefore get to move more often than 
other units. Combat is determined by 
rolling a specified number of combat 
dice (six-sided dice with skulls on three 
sides, a shield on one and blank on the 
other two). 

Every skull the altacking player rolls 
is considered a hit of .damage.lf a unit 
sustalns three hits, it is eliminated from 
play. The attacked unit gets to roll dice 
equal to its attack strength in defense, 
with each shield rolled reducing the 
damage done in the attack by one hit. 
This simple movement and combat sys- 
tem keeps the game progressing rap- 
Mly wRh a lot of action. 

There are two special units in the game, 
the Mighty Cannon on the Imperial forces 
side and theOgreChampionontheChaos 

' slde. The Mighty Cannon has the ability to 
' atterek a target q to eight hex@ aww, but 
the likelihmd of wcwss diminishes the 
farther may the target is. If it hi, the unil 
isdestroy ed.TheOgreChampion isstrong 
but den*, and he moves and attacks as 
specified by randomly drawn Ggm cards. 

EVALUATION 
The armies on each side seem to be 

well balanced, wen though the Chaos 
player has 14 units and the Imperial 
player has 11. The largest shoncoming 
of the game is that too much depends 
on the random drawing of cards, which 
consequently determines which unhs 
getto move and attaek. If this i s tw one- 
slded early in the game, it can be dev- 
astating to tho other player's forces. 

While !he map is beautifully deco- 
rated with a number of terrain features, 
they are only esthelic and do not affect . 
game play. The only exception is the 
river, which no unif may enter. There 
areseveral marsh and hedge tiles which 
can be placed on the map, but these 
add little to the variety of terrain. 

H you like fast moving, highly play- 
able games, and especially if you like 
hefty, mammoth-sized games, Baltle 
Masters will probably appeal to you. If 
you are hoking for a pure strategy 
game, you needn't look twice at Battie 
Masters. The simplistic and random 
determination of movement and com- 
bat have latitude lor formulation of only 
superficial stralegies. 

Miniatures wagamers whoplay War- 
hammeror other similar systems might 
consider buying the garno just for the 
100+ plastic models. In any case, I 
doubt you will ever get a better %hake 
factor" in such a large box for $30. Ll 
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Q&n#nprela&dalassIIIedads are kee and 
m k r r P t ~ o n o ~ , l r n n g w # ~ p e r -  
mits, ChaIIm m s ~  the right lo edit or 
mfummyd Cholkngr wlll not be held \I- 
eblo fw mom owudng kr ads. Chalknp 
w i l l n o t ~ m y a d w h I d r r o A l d t s t h e v ~  
mth- copying or wpyrighted matertal, 
dtherGDW8 or anyom &'a. AU ads md 
be Qlped. Sendads do ChdI*ngr C&ssl#eds, 
Man@ng Htw,  m m  1848, BloodIlgtwr, 
# 81-1848 USA.Fwd@eya&?, wdlewrltolw 
wrkwradowd. 

ON DECEMBER 7,1993, a h e  gunman Wlled 
6 and wounded 20 people on a Long Yand 
commuter traln. One of Iho wounded was 2& 
yeardd Kevln MeCarihy, a long-dm gamer 
wWI Iho New York Tech. g m h g  group. Hb 
hUw, DomL,waskllledin~~tlng.Kmin 
wolphotInIheheadand8~dDee.17he 
m m h a  pamlyzod In the lpft sido ol hk body. A 
lurd has been set UD to h d ~  hlmand h l ~  fmllv 
meet the e v e k n i t r i g  inedleal expem', 
and !he NYToeh w n g  dub (homoof tho New 
York Me&s and the Klhgngon m l p  I.K.V. 
srmwym) a& lor your EdsMnw. Pleaso 
lend any donaakns to !he Kevb MeCarthy 
Fund, 493 Nancy Road. Mlneola, NY 11 501. 
Leh pull Oogether fw one of aur own! (72) 

GEFlMAN MALE ROLEPLAYER, 18 pa18 old, 
b bddng fw orraspndonce In tho US. I pfay 
Twlllght: 2000, 2900 AD. Shedoww 
W h ,  ~ m & & ~ l o n . ~ ~ l  inlerA 
In r e a W  rdeplavina and o~ltonal rulaa. an- 

LOOKINC3 IN MD. Mabre, femalegamer bob 
Ing kr g m h g  group or g a m  hbmted h 
lwmhp a gmup. Ctem System, tW&wmn, 
V ~ r O m 9 r 9 w o l l .  Call of Cmulhu, War- 
hmmprefefrd, but w y  Ro#iblo, wlth large 
gamlq FolleeOkn. I n w  parlies.pbia 
contact Carolyn Cason, W1 Clopper Road, 
184, Qalthersburg. MD 20878. (73) 

CUMERNAULD ROLEPLAYING FEDERR 
f DN, Cumbemaulda rdeplavlna dub (near 

welcsmes new d < m  w h o ' w ~ t  
to ptarUclpal0 R tho actlvItk of a srerlous RPG 
andwalgamesdub. Wep laya l l gm Indud 
Ing Call of Cltrrrlhu, Cyberpwrk. S p :  1 m ,  
W, A&lD, W & m  4W, 08.4, and 
m y  orlglnal hjrowsptem. Contaclusat 
2410 Groenrlgg Road, South Carbraln, 
Cumbemauld, Salland. 687 M D .  (73) 

SATURDAY EVPllNGTmwllr gaminggmup 
R Seala (Northgate area) w h  beginnar-to 
htormediatdovol playen. Tha mnpalgn Is 
bamd In tho Splnward Mmtms, circa 11QO 
(uslng vlntege and c w m  Traveller advan- 
lures). Roger8angw,Po8ox7g472,-, 
WA #la. (73) 

SFTON W L  UNIVERSlfY-Alternate RealE 
PioeCkrbk~tonerworkwltholherunIwr- 
diy and cdlege &nce M a n t a s y l R W  
organltatkno. We 8r0 a nw wganlralbn on 
wr m w  and would &to Ika Ihe heb d a 
g a m u ~ ~ a n d ~ n d u s t r y ~ c o n t e e t ~  
Hall U n M V ,  Alternate. Reallha Club. S1u- 
dent a m ,  4~ South Oranpa Ave., South 
Oranpe, NJ 07070. (T9) 

W H E  AH INTRIGUE Ill Play-W. Char- 
scterstabontherdesof~it6inaIlctknsl 
medlevalselng. slmulathg the mob, nib- 
tmy, murt, and p o d  aspow of llfo and 
conflict Thls complex, m e n d e d  prototype 
nam b open to a Idtad number of players. 
A n d l r s ~ h e ~ ~ l a r o u n d :  
Isobup,  +$lRurnandptage.SendaSASE 
for mrelnlormalkn wSSIW PW 1 oltherulea 
to Sleve Chhdl. S13,2171 E. 14 Mile M08. 
Sterling HeWts. MI. 48910. (73) 

HUPlIAMAGAMERIndkonoeddagamo. 
I hawp4ayedADsr4Ba~Toah, CaNdCWhu, 
and Dongmrour Journys. I am Interested In 
playing any RPG that you are vriIlhg to teach 
me. Contact me m l  Ed Nyct. 37 N. 15th St. 
R, Alhtwvn, PA 181 02. (73) 

PLAYERS AND GMS wanted In tha GrsIton 
arm fof Or&w#n, AD&D (both edltlone). 
TwllIght: 2000 @om @ll#ls), W c :  2000, 
Roboledr. BarnTeah, Tales ot UW 
Vagahnd and many more. Cwtwt Andrew 
Bird, 28 Know C h ,  G r a h  NSW, 2460, 
Australla. (78) 

AITENTKIN BRADFORD GAMERSI Tho Clty ' 
d Bradlord Rokplaym Gulki Ls a chb fw 
gamm of all q w .  We play anything and 
everything (ewn the odd wargame), and meet 
on Salurdaye, Sundays,and Monday evenhgs. 
For mre lnfmatlon, m a a d  Guy lhar 70 
stam Rod.  msy-tn-wharlao, I&, vjest 
Yoddre, England LSZg 7NG. (73) 

LOOKING K3R Bst t le r~andf rawl lw play- 
ers in the Karns a. Can rdwm # play. 
Extensho BattloTonhandTmudlor library and 
game ai&. Conw Gary Mlller, 891 1 Emry  
Road. Knoxvilb, TN 37931 -1 614. (72) 

GAMER IN EXILE hWng lor playemln sou* 
ern W w i  Vlrglnla Any R W system welcome. 
A h  need pmpb Inbmled in a PBM SF R W 
I'mrunnlng. Contact W. C. Bargo. 1505Temple 
St.. Hlnton. WV 25951-2M6. (72) 

B A ~ E T E C H  PLAYERS:  he AFMG roctun- 
IngacWsshae&anged, butwemstlli~nd. 
If you are Intemted In a topquedlty PBM, write 
to AFMG Reauillng, clo Jlm Powad, 1039 
W. Emeratd. Mesa AZ 852104410. (72) 

SEARCHING FOR agamlnggrwp h amdemla 
at Texas Tech U n h r s l t y A ~  area hter- 
mted in SEar War~t  Cyberpvnk2.02.0.. Shed- 
owrun and much more, Contact G. E. 
WHhmson, €11 3 ColemawlTU. L u b b k .  TX 
70406. W) 
PtAYERS AN6 OMS In south eastern Indiana 
and Clndnnatl, OH wantod fa a Dang.rou8 
Journryr a w n .  Contad Gary Duty, W 
Bwc 254, Metarnoria, IN 47030. (72) 

FOR SALE 

tnvlltmr. C M  War, WWICItI, AMO, &fl 
megazlnes. Mlnt Items, eollecters' Item For 
Ilst, write to Andrew Pi-, 5845 8 W  80th 81, 
Apt. C, Miaml, Fl33143. (73) 

VINTAGE TRAVELER MATERIALS: Bodu 
1.8, ~ m n D  1d.11. M v o n t w s  14. 
11, Doub Advontlrne (all 6), Allan Rmlrm, 
JTASQ;7,O.l2,15~17,19,24,mr~Chrlkngo 
Issues, MegaTWJwmaI2 .  RogorSangw 
PO Bo# 75472, Seattle, WA 081 25. (T9) 

AM4 FORGOrrEN R W S  OreyhawlC 
Ravmb12 and Spl&~mner pmlng materiel 
iOrmle.AW, D M S R  w m l e ~ ~ , ~ R l W l  
&low Iradlng car&, Slpv Trudclradlng em, 
-, -, w m p e M , a n d m  
magdnes. Send W E  b Kevin M b ,  2 
Lament Ct., SkW~llb, NJ 08081-1904. (73) 

TRAVELLER PRODUCTS,swnoWbW. 
Send We SASE Iw M, bmy Gurney, 27SO 
5. Ingalla Way, Demer, CO 80m. (73) 

Tmwllu: Tho Mow En. Play and walwha r( 
wwk. Send name and address plus 10 ampa 
1# posh* and handing to WJ.  H m ,  
71 0075 I-618. ClaUm Bay Correetkrw Center, 
HC-63 Box WOO, Clalhm Bay, WA 88328. (73) 

QAMES AND GAMING SUPPLEMENTS f# 
a. Some t l t k  no longer In ptnt but sri# 
edktd. Fci Itsi davallable Ulles, amd SASE 
W Y a m l t Q ~ , 8 3 8 ~ 8 9 t h S t . , h m e ,  
NY 11 892. (73) 

VOYAGES SF: SEVEN BACK ISSUES I+ 
mainhg of obthb now oubol-print W p r o  gam 
Ing Tlno. Got 'om all now fw $7, plus # fw 
S&H. m d  b Starlanee Publieatl~$50 b 
$In W. Basin City, WA 89343. (73) 

LOST INTEREST--Solung Largo arllodkn of 
RPGq bdgamos, m a ~ a z h  and mink 
lures. For a I& mci a SASE lo Pattlek Mor- 
gan, 3945 Nwthem Lights hi-, P m M o .  10 
832044934. (72) 

FAhATIC 'S GUIDE do Cek#ng T r d .  lw 
dudes a cwrlprohens)w kt d p&W mPde 
fw TmvdlotRlkglTmvdIu/Now Em, plus a 
blblbgraphy of related arlldee appadng In 
~ d ~ .  Contaet Roger Sanger, PO Bwc 
75472, SesHlp, WA 98125. (72) 

TRAVELLER, 2300 and MegrTmvdlr nrko 
and supplemenle. For a I& sand a SASE to 
David Meek, 1407 W. Pllnceton, On-, 
Cansda 91 782, (m 
AMAZING W N S  on out-of-prlnt Tnwb 
Iu and related SF- lDem Send SASE lor 
llst to C h m b  KW4 3010 N, C w  
St.. Winter Park. FL 327Q&l711. (72) 

SOURCEBOOKS AND SUPPLEMENT8 b r  ' 

m y  v, lnetudlng cp+mplk 2.020. , 
lo, ShadDmun(and W .  DukConsplney, nw AD, MogaTravollu, TWIII~~~: 2000and 
oUlenr. For a complete Ibt, wrlte to Ros6 
Makentie, Dunk C h .  Kingswinfwd, Weat 
Mldlande, Unised Khgdorn DY8 8XP. (72) 

OVT4FPRINT Tnvlllu products. Send a 
SASE to Roger Smger, to21 NE 123rd, Se- 
U, WA 08125. (72) 

TSR Oold Card sets for sale, complete with 
~ O v e r l q 0 0 0 c a r d s A D r t f a c b . ~ w e n t  
and need kt lo JM K l W ,  2915 W 161, 
Dalk,  TX 75234. p2) 

IBM COMPUER PROGRAMS for Tnvrllu, 
AD%#. mttle~eah and O ~ W  ~ a m e  
&#era1 share- p m g m  per dlak Send a 
SASE tw mnptete 111 to M l b  Ha-, 3309 
M W n  Bay 104, Ollando, FL 3281 7. @?) 

AD PLAYERS ond IBM PC OWM: IS 
~vigaUon and a l  the q u t a t k n s  needed a 
had91 It so, p u  need Ihlo S W a p  pro~ram 
Tmderoutes, t#wrksttrwel chIaws, allmrs 
wlthin a rn lRed  dManw of a ghen strvl 



TRADE 

m MOC,...U DAY APQ advanturn .nd 
~ m D b l y p u l o J s l l y f o r ~ ~  
aat:n pqr nl#r#bk prieo, * or*. 
h b ~ k r n y k r l P o n C M W a r H y m  
snd#Pon.prPeuMylPnOlowTdunu 
.oonham1Rwd-Mtq.TomB, 
a8m E. 100th St., 2nd no#. Chbrgo, IL 
60617. (7l) . 

WANTED I 



m p  
,,;,; L,,: 

e T r a v e l l e r  , , *,.. , . . . . . . .  .. ::,, I-iue! 
eat"ring (but by n*-rii'ggis limited to 

H 
A Critique of Pure Traveller - .. 

7,::  < $... . q * 

raveiler Salesman 
Kuligaan 

a e  Rise and Fall of th6Third A , .,. lmperium 
. .  > , >  'b''.., ,: .... y ., ,. - t - - - 

,! - ,  2,. 

Mary Traveller Moo 
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