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Collector’s Plate #3: Intrigue in Ryadh _
First appearance: MYTHUS™ Fantasy Roleplaying Game Book Artist: Darrell Midgette Colorists: LaMont Fullerton and Kirk Wescom
The Emir’s faithful assasin/spy Nabil stealthily climbs the rooftops of Ryadh seeking out his intended victim.




. LEGIONS OF STEEL"

humanity  to make its
take in the future. Where
we will be judged by our
actions and remembered
by our deeds.  With
courage in our hearts and
re in our soul we will
overcome this siege of
mechanical horror. This
siege of the legions of
steel.

-Edward  Sullivan,
|Chairman of the United
Nations of Earth speaking
to U.N.E. troops.

A war of attrition. A war mankind cannot hope to
fwin without desperate action. Striking deep into enemy territory, the
forces of the United Nations of Earth take the offensive. Play a section
of elite commandos in powered armor through their missions to destroy
crucial machine complex.
Meanwhile, the machines fight on with unliving determination.
mmand a horde of skeletal Nightmare robots and the dreaded Mark I
ssault Fiend - troops without fear ...without feeling... without soul.
Your actions determine the fate of the Galaxy. Can mankind defeat
he mechanical horrors that besiege them? Will the galaxy fall under the
iron grip of the Legions of Steel?

rLegions of Steel is a
boxed miniatures rules
game. It includes:

- 19 lead ml'ﬂiatures

- 48 full colour map
templates

- 86 coloured counters

- 24 doors with Stand—ups

- 2 six sided dice

- rulebook

- foam for miniature

storage

GLOBAL

. B> ‘\\ 5

kﬁ\ PRODUCTIONS

1666 St. Clair Ave. West
Toronto, Ontario M6N 1H8
Canada phone: (416) 652-8255

Call or mail to order direct




/, Questions irééarding Journeys journal and ot Lester Smith
the Dangerous Journeys MGRPG system

)f from the readership. Page 5

SENIOr caita

Michelle Sturgeon

The Dangerous ]oumeys deS|gner discusses : X Art Director
items of especial interest for GMs. h,‘: Amy Doubet
This month: s

The Grand Campafgn :‘\:“ Marketing Director

, by Gary Gygax Page 6 : Michael Krause

"r‘J I LoV \'I' \\I |S Irooms _.'I:: 'I._i:g.‘""' J.

» I " An underground expedition to find a rare' Anne Bedard

Big Screen ] ~ " mushroom. For Fantasy Hero. Steve Maggi
ThePhantom’sMovieMadnessand VideoViews, by Todd Landrum

by Phantom of the Movies. Page 17 Design and Pro
LaMont Fullerton

The Antares’ Factor Rob Lazzaretti
Bounty hunter-style adventure for GURPS Steve Bryant
Space.
by Curt Jensen Page 20

PauI Daly
Readied Castings Mark Fullerton
You say Rituals take too long to prepare and Rick Harris
cast? Not after you read this article. Ellissa Mitchell
by Gary Gygax Page 31 Allen Nunis

&

The Trouble with Tribals

AMythus adventure set on adeserted island.

by David Moyer Page 32

e Journeys™, the journal of multidimensional role-

in Print 3 »1af playing, is published monthly.

An overview of the new metagenre RPG, |ourneyer’s Guide to 74 Dangerous Journeys™ and Mythus™ are
e trademarks of Omega Helios Ltd.

Dream Park. Everyday Llfe n Eropa Part Il. o Most game names are“:rsadema.rks of the com-

by Jimmie Pursell Page 35  Find out how the residents of £rth manage - :;jpanies publishing those games. Use of a trademark

. ; o identify a product commented upon in this maga-
day-to-day necessitieswithout “modem tech- f zine should not be construed as implying the

nology_" 3 sponsinrsh':g tlz‘: the tr?demark holder, nor, con-
versely, should use of the name of any product
b)f Ernst Grumbold without mention of trademark status be construed

as a challenge to such status.
Street Beat Journeys©1992 GDW, Inc. Printed in the USA.
=2 v AR Allrights reserved. ISSN 1063-729X. All editorial and
Conventl ons vJ general mail should be sent to Journeys, Editor-in-
=3 Chief, PO Box 1646, Bloomington, IL 61702-1646
 Mirror «iisf USA. For ad rates, direct your request to the Mar-

nic: Infinity Mirror - 2¥] keting Director.

Decole and companlons confront the de- ~53  The issue price is $3. Twelve issues (one year)
mon Dalgoras ZG are $20 in the US and Canada. Foreign subscrip-
¥} tions (outside the US and Canada, but not to APO
by Allen Nunis Page 45-3F% or FPO addresses) by surface mail are $40 per 12

& issues. Please make all payments in US funds drawn
Rillboard S onaUS bank.
olliboard Page 46 s Submissions: We welcome articles and illustra-
"f tions for Journeys. Please inquire before submitting
_‘ manuscripts, enclosing a stamped, self-addressed

envelope. We will send submission guidelines. Ad-
Aresident of Phaereecomes to £rth for alittle : " dress all manuscripts to the senior editor and art
sun renad ;14  portfolios to the art director, ¢/o Journeys. Foreign
-l set se ]e = % inquiries (except APO/FPO) pleaseinclude an Inter-
et O Jim Nelson +%%3 national Reply Coupon.

hi \ (n-’

Journeys3 3




Bonjour Lecteurs!*

The only constant
in the universe is
change.

As Lester Smith had
said in Journeys jour-
nal #1, this magazine
is under construction
in terms of size, ap-
pearance, and direc-
tion. And with the
dawn of the new year,
we also have a shift in
the magazine’s per-
sonnel; a new editor-
in-chief starting with
issue #4,

Lester has resigned
from GDW and
moved on. To his
many supporters and
fans over the years, he thanks you for your encour-
agement and support. We at GDW will miss his
contributions greatly.

In the meantime, | want to use this page to
introduce myself as the new editor-in-chief.

My name is Steve Maggi and many of you may
have met me before on the America Online or GEnie
electronic bulletin board services. For the past several
months, | have been the person handling questions
about the Dangerous Journeys system. Those of you
who have never met me in person or electronically, |
bid you a friendly, “Hello, I'm looking forward to
meeting and hearing from all of you.”

So what direction do | plan on taking the maga-
zine? Well, from some informal polling and the
letters I've received, people want more material for
the Dangerous Journeys system, the Mythus
FRPG in particular. They primarily want adventures
and details about 4&rth and Arth’s inhabitants.
Does this mean Journeys will become a “house
organ” featuring only the Dangerous Journeys
system? Not by any stretch of the imagination!
Journeys will continue to feature adventures and
source material for other multi- and metagenre
systems, Allen Nunis’ incredible comic strip, and
the feature review of new games or gaming mate-
rial. However, there will be some minor renova-
tions and at least two new additions in the next
issue; a question and answer column and a survey
to get a better feel for the magazine’s audience.

If you have any opinions or comments to express

by

Steve Maggi
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that you don‘t think a survey will cover (or you
can’t wait for the survey), send me a ground-mail
letter at:

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

Or if you want to give me your opinion even
faster, you can send me mail electronically through
two different bulletin board services. On America
Online, my address is “GDWsupport,” and on
GEnie, my address is “S.MAGGI2.” If you don't
have access to those services but can send elec-
tronic mail through InterNet (available through
many universities and countries outside the US),
my address there is “gdwsupport@aol.com,” but
this may vary according to your host service—
check the operations manual.

Believe it or not, | actually read all the mail |
receive (and so do many other editors and design-
ers). | don’t respond at a rapid pace but | do take
every opinion and comment into consideration,
including those that do not agree with my per-
spective. Sending letters is like voting, if you don’t
exercise your right to be heard, then you don't
have any chance of affecting changes. So remem-
ber that you hold a good amount of voting power
with your pen or keyboard no matter who you are
or where you live.

In closing, | want to thank everyone who helped
get me here. Thanks to my parents, grandparents,
and brother for supporting all my endeavors no
matter what they believed. Thanks to my friends
Deb, Neal, Mark, Bruce, Phil, Laura and James for
all the gaming we did in college. Thanks to my
friends Paul, Helen, José, Greg, and Nelson for
having faith in my writing abilities. Special thanks
to my mentors Lee, Professor Brill, and Lester for
teaching me skills that got me where | am today.
Thanks to Gary and Gail Gygax for their patience
while | learn the ropes. And finally, a big thanks to
the staff of GDW, especially Steve Bryant and Dana
Dehnicke who have been good friends as well as
co-workers.

A new era has begun at Journeys as well as the
White House.

*Hello Readers




A Question of “Status”

| have purchased the Mythus FRPG, and | would first like
to tell you that it is a wonderful system. The unique method
for displaying the characteristics is fantastic. | must admit
that the amount of information in the first two books is
almost overwhelming, but I’'m getting used to it.

There are a couple of areas that left me a bit confused, and
| was hoping that you could assist me.

1. The SEC Vocations table on page 63 shows the “HP SEC
at Start.” If I roll up an HP with an SEC of 8 and decide to be
a cavalier—an SEC of 7 at start—would I roll for the initial HP
Finances at SEC 8 and play him at SEC 77

2. I noticed in the Mythus Magick book a discrepancy on
page 8. The chart lists the Base Heka Generation for each of
the K/S Areas that produce Heka, but a majority of those
listed do not agree with the text. Forexample: Dweomercreeft
lists Heka as “STEEP + MM CATEGORY.” Page 142 of the
Mythus book states Heka as STEEP + MMCap. Should | treat
the text as being correct and the chart wrong? | noted that
the OPs in the sample adventure seem to agree with the text
version over the chart.

Robert Bottorft

Thanks for the questions.

1. SECeffect is really just a matter of logic and playing arole. The
SEC you roll for your HP is the SEC that HP was born into, and
affects everything except how people treat the persona. Most
people will treat the HP according to his or her Vocation (i.e., “SEC
at Start”), but those who know the persona’s family may react to
that knowledge instead (the SEC you rolled). Of course, rivals to
your HP’s family will take great pride in treating the HP at the lower,
vocational SEC, and if you've decided that your HP is a black sheep
of the family, even family friends will probably tend to snub the
persona. Other such effects are up to the GM and players.

2. They’re both right, to a degree. If your HP is a Full
Practitioner, then your HP receives STEEP + M TRAIT for Heka.
If your HP is a Partial Practitioner, then your HP receives STEEP
+ MM CATEGORY. When your HP learns the other schools of
Dweomercreeft in addition to his or her Vocational school, the
HP receives the different school’s STEEP + MMCap for Heka.

A Couple of Suggestions

My suggestion to Journeys magazine; make the trading
cards thicker and more sturdy like the smaller baseball
trading cards and include a description of the picture by the
artist. Card #1 for example, could have been “The brave
adventurers set off on their first expedition for the king of
Caledonia to find the rumored land of Ch'ins...”

My suggestion for the Mythus game: In roleplaying
games some title is given to that person who serves as
referee, in AD&D® it is Dungeonmaster™, this term sets it
apart from all other RPGs, which use the term Game Master.
| believe Gary Gygax's latest RPG system Dangerous Jour-
neys should have terminology that separates it from the
crowd as well, so | suggest replacing the term Gamemaster
with the term Journey Master.

My question regarding the Mythus game: Why is a
weapon’s assigned number of points added to STEEP to find
Base Attack Chance with that weapon?

Michael John Weaver

Thanks for the com-
ments and suggestions.
We'll seriously consider
them. As to your weapon
question, in truth, some
weapons are easier to use
than others. Inthe Mythus
game, weapon points
serve to represent that
fact, AND to allow a BAC
for people untrained in
that weapon.

5

This Oid
Monastery

I'm writing this letter
in regards to your ar-
ticle “Any Port in a
Storm,” in thefirstissue
of Journeys. According
to the map on page 13
of the old monastery’s
old guest house itwould
seem that the horses by Lester Smith
would have to travel through the dining hall to get to the
stables. The original monastery had its own stables and the
real monks have taken a vow of poverty. Considering this
information would there even be a stable let alone one
through the dining hall? Would it not have been much
easier, cleaner, and less of an olfactory problem for the
second generation of monks to have a corral out back?
Would the monks be considered a special connection for the
party and is there a limit on the number or Special Connec-
tions a party can have?

R

Richard Stevens

Thanks for the comments. Actually, the floor plan was taken
from areal, historical monastery. It was not uncommon for such
sleeping arrangements to be made with livestock.

As for your question concerning Special Connections, see
“Instituting the Grand Campaign, ” in this issue.

3est Foot Forward
Love the first issue of Journeys! It's got the kind of
discussion articles | like to see. You certainly got off on the
rightfoot. Keep up the good work! Also, please send me your
writer’s guidelines. Thanks.
Tony Lee

“Busting Loose”
| take very good care of all books and manuals, and have
had this one [Mythus book] for less than a month. The pages
are already falling out specifically around the color plates.
This is entirely unsat.
R. Crook

We've sent you a replacement book. GDW stands behind all of its
products unconditionally. If any of you have a problem with any GDW
product, call the GDW Customer Service Department at (309) 452-
3632, Monday through Friday, 9 a.m. to 5 p.m. CST.

Journeys3 5
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Privileged information for
the gamemaster! What's
this? Something more disal-
lowed to players? Not at all.
This is by no means confiden-
tial, let alone secret. If | have
the attention of players not
otherwise prone to read this
sort of article, however, | con-
sider it a valuable step. Do
read on, and if you find the
information such that you
believe your GMs would ben-

by Gary Gygax

efit from it, teil them so.

The goal of this writing is to improve and enliven the many new
Dangerous Journeys multigenre roleplaying game (MGRPG)
system campaigns, and to do so itis necessary to reach the persons
sponsible for creating and conducting them, the gamemasters
of the world. What is in this column, however, is in one sense
privileged. It is assumed that the readers are all special, more
knowledgeable, in some measure because they are readers.
Therefore, what is contained herein will certainly benefit game-
masters, players and the latter’s Heroic Personas in no small
measure!

re.

Greetings once more to all of the learned participants in
what | believe is the roleplaying game of the future! Welcome
to the system which opens every conceivable vista to players
and provides all the tools the gamemaster will need to make
those vistas vividly real. Before you dismiss those words as mere
hype and puffery, consider what you have seen so far. Then
consider that there’s a whole lot more coming. | have the
advantage at this moment, for you haven’t yet seen the scope,
while | have the whole of the Dangerous Journeys system in
mind. In fact, much of it is already on paper, and it is thus
possible for me to foresee the end result more clearly than
others not so supplied with this information. This series of
articles is designed to assist you in just this regard.

There is no exaggeration in what | tell you, but only time will
enable us to bring the whole to you. Itis complex, multidimen-
sional and, yes, even monumental in scope, but enthralling in
its application. What you have seen so far is but the proverbial
tip of the iceberg. Through later articles we'll be able to deliver

more in the way of information and facts, but for now there is
something far more critical to discuss: material aimed primarily
at the farsighted souls who have ventured into this new
multiverse as GMs of the Mythus Fantasy Roleplaying Game.
Itwill come as no surprise to many readers to learn thatin the

The Grand Campaign
in the Mythus™ FRPG,

The third in a series of Dangerous Journeys
system articles for GMs.

past | gamemastered an Unhallowed™
Supernatural Roleplaying Game campaign.
In fact, | began to do so at a time well before
we had even thought of either genre’s game
trade name. In 1988, lused my son, Luke, as
a sort of guinea pig-cum-playtester in an
early version. That was the basis of the
overall system, and it went to the redoubt-
able Mike McCulley for his contribution to
the modem supernatural milieu. (By the way, you'll soon be
seeing that product!)

In 1990, | began a more detailed campaign with over a half-
dozen player-participants. We managed about six months or
so of regular weekly play before the demands of getting the
Mythus game together prevented me from managing a
continuing campaign. Thus, those intrepid heroes were left on
our world and never had the fun of experiencing the “HP-
mind-wrenching” transition from the world of contemporary
Earth to the magickal realms embodied in the cosmos of Zrth,
What all this is about, however, is the matter of how to ably
master the game’s campaign in its multigenre form, From the
very beginning of your campaign, you should plan for the
eventuality of moving from the initial genre to one or more of
the other genres.

This expansion of the campaign, naturally, must be directed
by the group’s desires and the availability of material. However,
you can bet that my players’ group of HPs were indeed
destined to step through a portal, whether on purpose or by
accident, so as to adventure in the magickal milieu. Only their
GM'’s lack of time prevented that. They were sufficiently
experienced to relish such an opportunity, and knowing that
the systemwas aimed at multimilieux play in other genres, they
were eager. To put it another way, you, the Sage GMs, will
know when it is time to mete out such a change in order to
broaden your own campaign.

Before going any further, there is an important point | must
make, onewhich Iwant you to mentally underscore. Only after
you understand this matter should you move on to the
exposition which follows. Two decades of experience have
indicated to me that the vast majority of participants in any
popular roleplaying game do not read material such as this. This
applies to GMs and players alike, albeit a higher percentage of
gamemasters than players are cognizant of sources outside of
the game which pertain to and develop greater understanding
of and skill in playing it. What that all means is only about 1 in
20 (or fewer) GMs read articles about their RPG interest. If 1
player in 100 does so, you are doing well. | don’t view this as
either a conspiracy or a desire to remain “unenlightened.” In
simplest terms, most who play do so for pure fun, and they
don’t want to bother with anything outside that consideration.
There are lots of other reasons, and most of them are valid, so
there is no cavilling on my part. However, this does affect the
manner in which the game module rules were written.

Even though we bend over backwards, metaphorically, to
stress the fact that the system is open and flexible: GMs (with
the players’ input and agreement, it is hoped) may alter,
modify, and add to the rules system. And that overall the

6 Journeys3
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system is designed to operate as well using very little of the fine
details or with the whole of its complexities—the result will be
something along these lines for those not in touch with trends
as evidenced in the pages of this vehicle and similar ones.

About three-quarters of active GM/player groups will follow
the works to the letter wherever possible, and of this group
there will be a linear division of incorporation of detail which
runs the gamut from simplistic to the totally complicated, with
the bulge in the middle range. Of the 25% remaining, almost
one half, say 10% of the total, will in due course so alter the
system—through inclusion of their own creative input and
other game material—as to make it totally unrecognizable,
whether they call it by the Dangerous Journeys game name
or that of some other system. Hybridization is fairly common.
Sotooisthe creation of “house” game systems, wherein radical
changes are made in sufficient quantity as to develop a unique
game form, and this occurs about as frequently as hybridization.

All this is borne in mind as the game system is put into rules
and instructions. That is, we are speaking mainly to that block
of participants who we know will utilize our work as their
primary, if not only, guide. Information is packed into the
works, and advice and guidance too, but there is only so much
space. What follows is for the sophisticated gamemaster just
embarking on the voyage into the manifold realms of adven-
ture made possible via the Dangerous Journeys MGRPG
vehicle.

Campaign Management

The end of the Mythus game book contains much information
for the GM. You are probably pretty well through the assimilation
of the rules by now. If you haven't already done so, tum to the end
and concentrate on the back for a bit. The glossary is useful in
familiarizing yourself with the particular jargon of the system, and
when you truly know that language, you understand much of the
system and its major concepts. Be sure to read the short, if
numerous, appendices too. They tell you a lot about what we are
doing and have in mind for the system as an entity. Most
importantly, though, might be the bibliography in the Mythus
Magick book, for that is where the uncertain GM can go to get
named sources of information and inspiration for the campaign.
The fiction is especially important.

When you are done with all that, it is time to assess your
campaign management with an eye towards running not only
a superior one but towards its development as multigenred.
You might find it helpful to make up a checkhst Ilke th:s

1. Do I have a copy of each and every player’s HP Profile Sheet?
This is a must, of course. As soon as the players have basu:ally
completed their personas and filled in the forms, you must
have a copy foryour records. Then, at appropriate times during
a game session, have these forms updated by the appropriate
players, i.e., any permanent change made to their sheets
should be reflected on your own. Fluctuating things such as
Physical damage and the like can be so noted or kept track of
in the log, which is covered next

2. Do | have a gamema )7 As there are no “official,”
published logs available at this tlme, you will need some form of
bIank book or notebook to keep trackof thlngs. Here s the minimal

ster’s L

information which you'll need to record: Each game session, you
should note the game day, and time of starting and conduding
action. Note locales, day and time, with activity in each. Activity
includes a brief precis of events, encounters, information given out,
etc. A secondary notation beside the name of each player’s HP
should be made. This should give your assessment of performance
and results, i.e., how well the player roleplayed, understanding of
the persona’s abilities, individual and intergroup performance
(good or poor), and so forth, as well as rewards or penalties handed
out. There’s a veryimportant reason for this, above and beyond the
obvious. I'll get to that later. With all salient information noted, the
game day and time of play cessation should be written down as the
dosing, and this again picked up for the next session’s commence-
rnent Players, naturally shouid Ilkevwse keep track of thrngs

Si As a matter of course, you shoutd inszst
that each and every player in your group has a diary of events!
This gives them a place to make notes and keep bits of
information you’ve given out orally or in the form of hand-outs.
Doing so actuallyincreases the sense of realismin play, and that
is the reason you should make a point of seeing to that. Part of
your job as GM is to train and assist. Tell your group that
keeping track of people, places, things, events, and even
thoughts of the moment will prove absolugely invaluable over
the course of time. Anything they think important but which
doesn’t fit into their HP Profile Sheets should be noted in their
HP ]ournals
It isa really heIpfuI thlng to read out a bnef account of
what happened last time, before commencing a new session
of game activity. After all, you are seeking to make the game
seem as real as possible, and in real life there aren’t hiatuses in
living. The poor HPs are dropped for days or even weeks, not
infrequently in the midst of some dire peril, to be brought back
suddenly when again the participants sit down and reconvene
campaign action. Also, there is always the odd player or two
who missed the preceding session, possibly with their HPs
immersed in the activity despite their own absence. A recapitu-
lation before play helps things immensely.
ACC( plishment Points

So now you are brought up to the pomt where | can return
to something | alluded to earlier. This is the generalization of
rules and instructions. As noted, we have done our work
assuming that the majority of GMs and players will not have the
benefit of material such as this. Perhaps the most critical effect
of that assumption is itsimpact on rules and instructions for the
awarding of Accomplishment Points. Please be aware that |
have “mandated” very stringent and somewhat stingy awards
because of this. Typically, the uninformed and/or isolated
gamemaster tends to be extravagant in the distribution of
rewards to players’ personas. This is understandable, not only
because everyone enjoys being liked, and giving out such
rewards brings adulation, but because as a part of a team, GMs
tend to think of their player group as top-notch and deserving.
This means that they typically disregard admonitions regard-
|ng awards, and by and large their players receive far too much
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in the way of rewards for actual accomplishments by their
Heroic Personas.

You, wise reader, on the other hand, are knowledgeable, so
furtherinstruction and advice can be given and properly acted
upon. In this regard, stick with the awards system given in the
books, but with your high degree of acumen, make additional
Accomplishment Point distribution during the course of ad-
ventures prior to the conclusion of such action.

What's this? Has Gygax gone dotty in his advancing years?
Not at all. However, a well-run campaign with an expert GM
andskilled players should not have HPs whose true accomplish-
ments are dwarfed by those personas from second-rate cam-
paigns whose gamemasters give out undue rewards. No, | am
not suggesting a race for “super-persona of the century”
status, but rather a lessening of disparity between fine players’
personas and those of a give-away campaign. Most of you are
all too aware of “Monte Haul” fantasy campaigns and their
attendant deity-oriented HPs. Yet | also wish to discourage the
opposite extreme as well.

Adventure scenarios in the Dangerous Journeys system reflect
this, in part, through insertion of instructions to GMs to award
Accomplishment Points, Joss Points, etc., at certain timesduringthe
course of play if properactions are taken by HPs. This same thinking
extends to scenarios devised by the GM. First, let me say that such
“intervention” in the awards system is most vital eary in the
campaign, for at initial stages habits of players and conduct of play
have likely not yet become ingrained and routine, plus the HPs are
least developed and more vulnerable to severe loss or death. GM
use of APs and other awards will assist in addressing standards of
play, encouraging excellence, and at the same time fortifying
personasforgreatertrialsto come. When the multigenre campaign
is considered, this is particularly important.

In the multigenre campaign, Heroic Personas need to be many-
faceted and talented indeed to operate in milieux so vastly
divergent as fantasy, modem supematural, science fiction, etc. It
does truly require considerable fortification of TRAITS (and the sub-
classes thereof), as well as Knowledge/Skill Areas, in relatively short
time so as to enable such HPs to venture from their “home” milieu
into different, strange and always-perilous worlds. Thisis not to say
I recommend being too generous with rewards, but a slight error
in that direction can be comected later...unlike a too-stringent
policy, which resultsin discouragement of players if not permanent
loss of Heroic Personas. Thus, we come to the suggestions of how
to handle the award of extra Accomplishment Points and other
rewards.

Handling Extra Awards

Rewards to consider are AP General (AP/G), AP Specific (AP/S),
AP Exceptional (AP/X), Joss Factors (JFs), Special Connections,
Equipment, Documents, and Money. Each of these eight possible
rewards will be considered in tum.

Before dealing with the various rewards, let me establish one
other thing in your minds. The scope of play sessions, fre-
quency, actual time spent playing, and the intensity of activity
during that time period are all important. So too is the skill of
the gamemaster and the players concerned. As a standard, let
us assume a complex and unfolding scenario with progres-
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sively more difficult missions and challenges taking place,
during weekly play sessions of three hours length, wherein
some crisis point is attained each session. The GM is not a
novice, nor are the players, but no one in the group is truly
expert. There are four players in the team. If your own
campaign differs in its particulars from the above, adjust your
awards accordingly.

AP/C: In addition to standard rewards, use the following
additions: Accomplishment Points, General should be given
out at nearly every play session. The single player showing the
greatest skill during the evening might be awarded an AP/G,
with a comment on the reason why. Grasp of the overall
mission, goal, objectives, strategic situation, tactical (situ-
ational) grasp, roleplaying demonstrated, command of the
rules, understanding of the spirit of the game system, group
leadership, thinking, and cooperativeness are all to be consid-
erations for giving out the award. The reward shouldn’t go to
the same player too often, and never in two straight sessions.
It might be used to encourage the least able and most retiring
member of the group from time to time, when that one does
something laudable. Continued exceptional performance by
one player, however, cannot be ignored, and such individuals
must receive other sorts of awards. All of this encourages
performance according to the desires of the GM, makes players
pleased and eager to return to be the best, and also makes each
more aware of his or her HP and that persona’s needs and
wants. You should pass along the benefit of 12 AP/Gs to the
group during the course of a dozen play sessions.

AP /S: Accomplishment Points, Spedial are for performance of a
K/S Area. That is, does the player totally understand the
information detailing the ability and utilize it thus? Does she or
he use it at the “perfect” time with assurance and speed? Is the
Knowledge/Skill used in a manner not anticipated but other-
wise sound? Does the player add real facts to expand the Area?
A “yes"” answer means that the HP is eligible for consideration
for an award of 1 to 3 STEEP pointsin the appropriate K/S Area.
Be more generous when players are inexperienced and Heroic
Persona’s new and relatively weak, but become a bit stingy
when experts are playing veteran HPs! Also, when one already
has 50 or 60 STEEP points, make certain that any award is
highly deserved. During a period of 12 play sessions, the GM
might give out from three to six extra AP/Ss—but unlikely to all
be awarded to one HP!

AP/ x: Accomplishment Points, Exceptional are rare indeed,
for they can purchase all manner of useful things, most
probably additions to ATTRIBUTES, and thus building CAT-
EGORY and TRAIT totals too. Insightful orexpert play that saves
the group, solves the dilemma, or slays the arch enemy are the
areas to consider when deciding on when to award an AP/X to
whom. One or two extra points might be awarded during the
course of 12 play sessions if one or more of the criteria above
are met and the GM so wishes. If two AP/Xs are gifted thus, it
is urged that these be split between different Heroic Personas.

|Fs: Joss Factors are particularly needed by novices and in
situations of highly perilous sort. A perusal of a prepared
scenario willshow not only places where awards of various sorts
of APs are recommended, but situations where, if playing skill







is exercised or sometimes mere stupidity is avoided, additional
JFs will be gained. In the case of extra awards, though, error
avoidance is seldom as important as correct action. Only
gamemasters can judge the need for additional Joss in their
campaigns, but when players are at or near 0 Joss Factors, they
are certainly needed! Itis recommended that a GM have “built
in” places during the course of any long scenario where the HPs
can earn |Fs through good play. Also, extra AP/Gs can be
broughtoutto purchase 1 or 2 JFsif absolutely necessary. At the
end of a scenario, or at a hiatial point similar to such a
conclusion, adjudicate the group’s success, and then award the
team a couple of |Fs per Heroic Persona if they were totally
successful, one per if they managed to do the right things
generally, but forget such an award if they failed. Too much
"Iuck" dlscourages thmklng, roleplaying and skill!

15: Special Connections are most useful
in rewa rdmg the player whose HP seems to always be perform-
ing above average, but there are a couple of caveats, of course.
Simply put, personas whose players have developed them
along lines where others interacting with them would be
repelled are not going to make friends and influence people.
However, whenever an HP interacts with nonopposed Other
Personas so as to save their lives, protect their families, relatives,
or property, assist them in some important way, or otherwise
befriend and aid them, the HP is likely to have gained a Special
Connection (of whatever value). Similarly, other forms of
interaction of less dramatic sort wherein the player has the HP
using K/S Areas to influence the Other Persona to become a
Special Connection might work, at the GM'’s discretion, and
the successful K/S roll at a Difficulty Rating determined by the
gamemaster. There is no guideline for the award of additional
Special Connections, butitis worth noting that in real life some
people have many. Thus, an HP with a dozen, a score, or even
more Special Connections is not incredible. However, limit
extensive Special Connections to HPs who really work at
making them. Remember too that such individuals can be
”used up” by too frequent demand for favors and such.

' i- Equipment is an easy and not too obvious manner
of reward ng good play. Equipment of all sorts can be given outin
the course of any given session of play. For example, let’simagine
that one of the players has been quite remarkable in the use of a
Heroic Persona’s Knowledge/Skill Areas, but not so asto deserve an
AP/S award. Instead, have that HP discover some equipmentwhich
will aid that ability. What sort of equipment can be given out?
Electronic gear, weapons, protective items, or even things which
are Heka-related or super-secret scientific sort might be appropri-
ate. Anything the foe can reasonably possess and utilize isin line, as
is that gamut of things which might be given to the team by allies
in order to assist the group to successfully combat the common
enemy. In all cases, the item given out at any particular time should
be commensurate with the performance of the team, the individual
HP, and the immediate objective or long-range goal. Equipment
award can be frequent or infrequent, depending on all manner of
variables, of course. Somethinglike onetothreesuch awardsduring
the course of a dozen sessions is probably in line with good
gamemastenng

Docun Documents ares:mnlar to equment, and they
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are separated here only for reasons of clarity. When | speak of
documents, | refer to as broad a spectrum of things as are
covered under equipment. That is, documents include corre-
spondence, diaries, books, maps, blueprints, plans, codes,
identification papers (credit cards, driver’s licences, passports,
credentials, etc.), and even such powerful things as magickal
writings, computer programs, and so forth. In most respects,
certainly, the awarding of documents closely parallels that of
equipment Refer to the paragraph above for guidelines.
Vioney: Money is seldom a need in the initial stages of
play, therefore it will not be perceived by players as a
reward for good play of their HPs. After afew game sessions,
though, as purchases eatinto cash reserves, some personas’
earnings drop due to inattention to normal pursuits, travel
is necessitated, and so on, money becomes more important
in players’ minds. On the other hand, it is not generally
advisable, at least in many milieux of the game system, to
have the Heroic Personas habituated to looting, robbery,
pillage, and all the other rather unsavory practises so
common in many RPGs. This is not to say that it should be
prevented where appropriate, but the gamemaster should
keep a firm control of this matter. So, again, money is a
reasonable and appreciated reward for the team as they
move from session to session of the adventure. Rewards of
cash can be worked into play through payments by Other
Personas for services, granted by organizations allied to the
cause of the HPs, and the standard sort where the foiled foes
“contribute” theirill-gotten funds to the war chest of the HP
team. As is typical of all awards, the gamemaster should
keep money level reasonable in regards to the campaign
that has been devised. In some cases this can mean a team
of independently wealthy HPs is desirable, and in other
instances the GM might wish to have the players’ personas
perpetually impecunious. Cash should start to flow accord-
ing to the overall campaign milieu, as needed, and this
usually means sometime after anywhere from 12 to 20 or
more play sessions. Thereafter, circumstances, play, and
need will be the GM’s best guides to continuing a monetary
award policy.
Conclusion

To sum up this last portion, then, let me stress how
important it is to keep rewards flowing in the campaign, but
to use keen insight and great judiciousness in selecting
which sort to give and in amounts commensurate with
achievement balanced by the overall direction of the cam-
paign and gamemaster ends. Use any and all of the eight
categories as you will to make your particular expression of
the Dangerous Journeys system the utmost in personal
enjoyment for you and your player group.

Next time we will go further into the development of the
campaign with an eye towards how to get the player HP team
into many sorts of adventures so as to broaden the campaign
in such aspects as intrigue on multiple levels, military activity,
exploration, and adventuring in the Subterranean 4rth.®
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“For Love of Mushrooms” is a Fantasy Hero adventure for
four to six beginning characters. The Fantasy Hero book is
required to play, and all page references within the adven-
ture refer to that book. The adventure is set in the western
shores (page 150) but can be run anywhere you have a
swamp in your campaign world. A balanced party works
best for this adventure. Particularly handy skills will be PS:
Mining, Survival: Underground, KS: Mushrooms/Fungi.

The italicized paragraph(s) of each section give a descrip-
tion for the players. The paragraphs after that are GM
information.

introduction

A hundred years ago, the Lord of Megiers had a great
fondness for a specific type of mushroom that became known
as the Lord’s Mushroom. The local miner’s guild was charged
with the task of obtaining this shroom for his lordship. The
habitat of the mushroom is natural, underground caves in
swampy areas. After much hardship, guild members estab-
lished a small mine in the northern portions of the Grey Bogs,
where they found a large cave of the Lord’s Mushrooms.

Everythingwas fine for afew years until the lord died. The new
lord, as is usual, wanted none of the traditions of the old Lord.
Lord’s Mushrooms fell out of favor at court, and the miner’s guild
abandoned the mine.

Recently, this lord passed away also, and again, the new lord
wants nothing to do with the old lord’s ways. This, not surprisingly,
means that Lord’s Mushrooms are now back in favor.

Miner’s quild members are not thrilled with the idea of returning
to a mine that has been abandoned for over 60 years. They want
to hire your hearty band of adventurers to first make sure that the
mine is clear before returning to it. The pay is 5000 .

The PC party is provided with a map to the mine. Strangely,
no maps of the actual mine exist. After ferrying across the Black
River, the PCs make their way through the northern reaches of
the Grey Bogs and arrive at the outskirts of the old mine.

Mining Camp

Main Barracks: These barracks were used by the miners.
Beds, tables, stools and footlockers are spread throughout the
room. It is obvious that this room has been previously searched:
Foot lockers are smashed open, beds are overturned, etc. Alarge
branch has fallen on the southwest corner of the building,
smashing open a five-foot hole in the roof. A small puddle from
a recent rain lies beneath the hole.

There is nothing of interest in the room except for some
scattered clothing left behind by the miners.

Site Commander’s Office:

An extinguished campfire is at this spot.

Characters with the appropriate skills (Tracking, Woods-
men) can determine that it was last used 12 hours ago.

This hut looks like the living quarters of one person. A bed,
writing table, chest and two orcs with dubs are in the room.

The orcs chose to spend the night here at the mine before
continuing on their unknown journey.

If the PCs search the commander’s office, they find a sheet

of paper reading: Shaft 1:Dead end 120’, Shaft 2:Dead end
90’, Shaft 3:Dead end 140’, Shaft4’:Found mushroom cave!
90’, Shaft 5:Dead end 90’.

If the PCs enter the mine site right away, the orcs will hear
them and prepare to jump the characters once the party
opens the commander’s door. If the PCs stay hidden on the
outskirts, they will see one orc emerge, stretch, check the
weather and then return to the hut. One hour later, the two
orcs will emerge and head off to the north.

Tool Shed: The door to this shed lies crookedly off one hinge.
Inside, various pieces of mining gear are strewn about.

If the PCs need a certain piece of equipment, they canfind
it here on an 14. The item will be workable but in bad
condition. Sample equipment includes: pikes, rope, lan-
terns, oil, shovels or candles.

Outhouse: The outhouse is smelly and contains nothing of
value.

Mining Shafts: Four posts and a roof cover a 10-foot by 10-
foot hole. A sturdy pole crosses the pit at the roof to provide an
anchor point for arope. Thereis also a crank that makes turning
the pole easier. The shafts are numbered 1-5 going west to east,
with the number painted on a pole.

Shafts labeled E are dead-end shafts. They were built by the
miners trying to find amushroom cavem. After a certain depth,
the miners gave up and tried digging somewhere else. The
depth of each shaft is listed in section B2 (see page 175 of the
Herorulebook if someone happens tofallinto a pit). The bottom
of the shafts cannot be seen from the surface.

Real Mining Shaft: This shaft actually found a mushroom cave.
The shaft is 90 feet deep. The bottom of the shaft is area TA.

C: Mushroom Bin: A three-foot-tall wooden bin is filled with
brackish water.

This box was used to store the mushrooms that were brought
up from the cavemn until a wagon took them back to Megiers.

Natural Tunnel to Mushroom Cavern: A 30-foot diameter
sink hole is at this location. A small stream of swamp water runs
down the westem side and disappears into a 10-foot-wide and 10-
foot-tall tunnel. You can easily dimb down the sinkhole and reach
the tunnel.

The stream runs along the left side of the tunnel as the PCs

—
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head down. The tunnel is steep but manageable. It maintains
approximatelya 10-foot width and 10-foot height all the way to
the mushroom cavern. The tunnel was naturally formed by the
sinkhole and the running stream. In the last 40 feet of tunnel
before reaching the cavem, the PCs will notice bats along the
ceiling. If the PCs have torches, the bats will awaken and fly out
through the tunnel. This causes no harm to the PCs, but the
sound of the batsflyingwillbringthe Lurkerfrom area 1Cin three
phases.
Mushroom Cavern

Main Cavern: This large cavern has a relatively flat floor. The
ceiling meanders up and down between 20 feet and 50 feet, Lord’s
Mushrooms, as well as several other types of mushrooms, mosses,
and fungi, grow in several patches throughout the cavern. A small
stream can be heard in the eastern portions of the cave. Stalagmites
and stalactites appear in several places. The cave is dark, cold,
damp—a mushroom paradise.

Mining Shaft: A 10-foot holeisinthe ceiling above this area. Afive-
foot by five-foot cage lies on the floor with a large amount of rope
lying on top of it.

This is the area that the mining shaft from area F empties
into. A passenger cage lies on the floor with 200 feet of rope
attached to the top of it. The rope snapped from the winch
above years ago. Attaching a new rope to the winch and
cage is a safe way for the PCs to get down the shaft.

Natural Tunnel: A tunnel that slants towards the surface is at
this location. A small stream runs down the tunnel’s right side
and empties into the lake.

This is the natural tunnel’s exitfrom area Hon the surface.
A small stream leaves the tunnel and empties into area 1C.
A large number of bats live in this area and will take off in
flight if a torch gets too close. Any activity from the bats will
bring the Lurker out from area 1C.

Cave Lake: A lake full of dark, black water is fed by a stream
from a tunnel to the north. Leaves and other debris float
peacefully on the calm surface.

The stream from 18 empties into the cavern and has
formed a natural lake. This lake is filled with dark water that
the PCs cannot see through. It also serves as the home of a
Lurker (see sidebar). The Lurker will remain in the lake unless
someone disturbs the lake or the bats (his food) in area 15.
Either of these disturbances will cause the Lurker to attack.
Flipper tracks of the Lurker can befound running from 1Cto
18, if PCs search for them.

Exploratory Tunnels: Four tunnels run south from the main cave.
Each tunnel is 10 feet by 10 feet and supported by wooden bearns
every 10 feet.

The miners dug off in random directions from the main
cavern in hopes of finding mushroom caverns.

Unsafe Tunnel:Water seepage from above has made this
tunnel very unstable. Miners or underground survivalists will
recognize this if they check. Every 10 feet, roll 1D6 for each
character walking though the tunnel. On a 1, that section of
the tunnel collapses. See sidebar for more information. The
tunnel eventually dead-ends where the miners gave up the
search for a new cavern.

Barochie Moss: This tunnel opens into a 30-foot by 30-foot
natural cuvern. The roof is only 10 feet tall. The walls and floor
of the cavern are completely covered by a red moss. In the
middle of the floor, a human skeleton lies face down. From the
bluerobeitiswearing, you can guess thatitis awizard. Aleather
pouch hangs on the dead wizard’s belt.

The red moss on the wall is Barochie Moss. It sprays a
deadly poison, so the miners didn’t venture any farther in
this direction. PCs must make a Miner’s check at -3, or
survivalists at-0, to know about barochie moss. The skeleton
in the middle of the floor is Harkle (see sidebar on page 15).
His curiosity concerning the moss cost him his life.

Magic Mouth Warning: Stepping into this section acti-
vates a magic mouth. From around the corner, you hear a voice
call out, “Who goes there?”

Themouth pauses two seconds and then shouts, “Go away!”
Afteranother pause of two seconds, the voice shouts out, “Don’t
comeforward; Iwarned you!” This voice was placed here by the
now-dead Harkle. The voice repeats itself if the PCs step out of
the section and back in.

14
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Wind Trap: A large hole in the wall peers down into a natural,
30-foot deft. The bottom remains unseen due to the uneven walls.

To the PCs’ right is an open section of wall that looks over a
narrow, 30-foot-deep pit. Characters falling into the pit suffer
6D6 damage. Why would they fall in? Harkle has placed a Gust
trap (page 206) on this section of floor. Charactersfailing the STR
contest with the wind are blown into pit. This trap can be
reactivated just like the magic mouth. Lying at the bottom of the
pit are two unfortunate, now dead, orcs. They have 38 cp
between them. Their clubs lie near their bodies.

Harkle’s Room: A curtain hangs over this section of the
tunnel, hiding whatever lies beyond.

After the HPs open the curtain: You see the living quarters
of someone or something. Inside the room are a bed, chest,
writing table with parchments, and a bookcase.

This natural cavern served as Harkle’s home until he encoun-
tered the Barochie. The parchments are blank but are worth up
to 500 cp to any magic user for creating scrolls. The bookcase
contains thefollowing: Don't Eat That! A Guide to Swamp Survival
(Survival: Swamp), Lightning Bolts: An Air Wizard’s Best Friend
(Lightning Bolt Spell), Pleasures of Living Alone and Harkle’s diary.
With a week of study, a character will learn the skill, listed in
parentheses.

Harkle's diary explains how he grewsick of city life and decided
to move to the swamp, where he’d never have to talk with
people again. Harkle found out about the mine by bribing an
official of the miner’s quild. It explains about meeting Myconids
in area 7 and becoming their friend: “As much as | detested
human companionship, lamfinding that my largefriendstothe
north are pleasant company. Risking the communication ap-
pears to have been a good idea. | wish | could help with their
problems, but my life as an adventurer is over.” It also tells of his
trip to visit the red moss. It is the last entry in the diary: “Survival

doesn’t say anything about the red moss. I find this curious. To
think that | may discover a moss that no one else knows about!
This life is proving more interesting than the city everwas. I'll go
tomorrow and investigate the red moss more thoroughly.”
The chest is locked but not trapped. It contains a collection of
Harkle’s robes, a box of three healing potions (two uses each,
2D6 body aid), a lantern with oil, some chalk (Harkle played tic-
tac-toeagainsthimselfwith it—ahermit’s life can beboring), and
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ascrollthatreads as below. “Talkey” is themagic mouth trap, and
“Gusty” is the wind trap. The words listed below are keywords
for getting by thetrap withoutsetting them off. Thefirstkeyword
allowsacharacterto passthehexwithoutsetting offthetrap. The
second keyword permanently disables the trap.

Talkey: Alice

Pow, right to the moon

Gusty: Huff and puff

Blow your house down

Myconids: Thislarge, natural cavern s covered everywhere with
mushrooms of all types. Particulariy impressive is a patch of seven-
foot-tall mushroomsin therearofthe cave. As you admiretheselarge
spedmens, you're startled when one starts to shamble forward.

Thelarge mushrooms are actually Myconids, aliving creature.
Myconids live in large patches of 20 to 30 creatures. Most of the
creatures are average Myconids who cannotmove or attack. But
each patch usually has 2D6é mobile, warriors; this patch has four
warriors. See the sidebar for details. All Myconids have natural
telepathy with oneanother and the ability to detect the direction
toanytypeof mushroom. They have excellent growingskills and
can grow any type of mushrooms desired. Myconids are
peaceful creatures and will only attack persons who bother the
patch.

Myconid warriors can spray humanoids with a spore that
allows them to share telepathy. The telepathy does not allow
common tongue speech. The Myconids communicate by one-
or two-word feelings such as “friend, hurt, south, calm, people,
creature,” etc.

This pack of Myconids is bothered by atrollin a cave that lives
south of thepatch. Theywould begrateful toanyonewhowould
remove this menace; their peaceful nature keeps them from
going after the troll themselves. The troll comes to the cavern
about once a week to collect food. In the meantime, its
regenerative powers recover any damage the Myconidsdo. The
Myconids refer to the troll living in area 9 as “Big Green” and his
orc helpers as “Little Mean.”

To reward the PCs for taking out the troll and orcs, the
Myconids would agree to work with miners and let them know
where Lord’s Mushrooms can be found, or even actually grow

the mushrooms themselves for the miners to collect. Commu-
nicating this desire to the Myconids should be interesting for the
PCs. If the PCs end up in combat with the Myconid warriors, the
troll and orcs from area 9 will hear and come up the tunnel to
investigate. If the charactersfinish off the Myconids, the orcs and
troll will then attack. Orcs fire their bows and then rush out. The
troll waits to see how things go and then goes to help as needed.

Troll Alarm: A trip wire connects to a potion vial high
on the wall at this point. Tripping the wire drops the vial
and breaks it, alerting the troll and orcs that they have
visitors. This gives them time to grab their weapons
before the PCs arrive.

Troll's Den: A troll (common, page 193) and two orcs (see
description section B2) live in this chamber. If not alerted, they
are seated at a table, eating a meal of captured rats. The orcs’
clubs (5D6) are against thewall next tothe table andwill take one
phase to ready. The troll is seated on thefar side of the table. He'll
pick up the table and throw it at any charging PCs (area effect
attack of two hexes; table does 6D6). Three straw beds and
assorted garbage and strewn about the room. Sifting through
the debris, the characters will find 312 cp, & shortsword (+2
OCV), a shovel, a pick, the skull of the shortsword'’s owner and
other assorted bones.

Concluding
the Adventure

After the PCs feel that the mine is safe, they should return
to the miner’s guild and let them know the job is done. The
PCs receive a base payment of 5000 cp. This payment is
increased by the following:

Killing the Lurker: +500

Killing Barochie Den: +1000

Killing Myconids: +0

Killing Orcs Outside: +500

Killing Troll’s Orcs: +500

Killing Troll: +1000

Handing Over Map of the Complex: +500

Deactivating Harkle’s Traps: +1000

Befriending Myconids: +5000

Severed Troll Hand: 500 each (for making troll knucklering)

If the party doesn’tkill one of the creatures listed above, reduce
the payment by the amount specified. The miner’s guild will
become very agitated if its members discover the monster
themselves. Thereis no penaltyfor leaving the Barochie alone or
living the Myconid alone if an arrangement was made with
them.

Further
Adventuring

If the PCs were successful, the miner’s guild may have more
tasks for them in the future. They could be hired as caravan
guards to bring the mushrooms from the mine to the city, orthe
chasm next to Harkle’s room could give access to more under-
ground tunnels.

The lord himself may want to meet the PCs who got him
his precious mushrooms. He might even have other strange
culinary tastes that these characters could solve. ¥
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False Move Hits Right Note

In a 1992 summer bijou season bloated with soulless “blockbust-
ers,” Carl Franklins low-budget noire One False Move (srri1/2),
now available on homevid via Columbia TriStar, arrived as a
welcome surprise. Unlike megabuck grab-bags like Batman Re-
turns, One False Move springs from a complex, organic script (by
Tom Epperson and Billy Bob Thornton) given life by director
Franklin, whose previous credits consist of such Roger Concorde
quickies as Full Fathom Five and Nowhere to Run.

The film adopts a showdown approach: After a bloody LA drug
ripoff leaves six people dead, murderous redneck Ray (co-scripter
Thornton), black psycho Pluto (Michael Beach) and Ray’s passive
mulatto squeeze Fantasia (Cynda Williams) head for Ray and
Fantasia’s hometown of Star City, Arkansas, where gung-ho law-
man “Hurricane” Dixon (Bill Paxton) eagerly awaits them. Joining
Dixon, in a reverse Beverly Hills Cop move, are LAPD detectives Cole
(Jim Metzler) and McFeely (Earl Billings). Franklin crosscuts be-
tween the killer trio’s violent progress and the law enforcers’
preparations for their expected arrival.

Actor Paxton, who'd earlier impressed via over-the-top perfs in
Aliens, Near Dark and Brain Dead (among many others), turns in
finely tuned, textured work in a role that demands a radical
characterchange roughly halfway through. The supporting players
also proceed sans false notes, with Thornton and Beach convinc-
ingly scary as the interracial criminal team, and Williams credibly
desperate as their confused cohort.

While amply delivering the genre goods by generating genuine
suspense punctuated by grisly bursts of vérité violence reminiscent
of John McNaughton's Henry: Portrait of a Serial Killer, One False
Move also dares to dig beneath the surface to examine subtle racial
issues along with the well-rounded characters’ individual dilem-
mas. The exotic locations lend another effective note. Franklin,
Epperson and Thornton have fashioned a major movie on a mini
budget.

Chan of a Lifetime

While it may not play at a theater near you, Supercop: Police Story
lll (#+¥+1/2) may be the best Jackie Chan movie to surface
stateside. This time around, the veteran Asian action icon leaves the
directing to Tong Kewi Lai and concentrates instead on his on-
screen comic and kung-fu chores.

Our standard but swiftly paced storyline offers another variation
on the popular mismatched cops genre. Undercover ace Chan'’s
forced pairing with feisty Cantonese cop Michelle Yeaoh allows for
several cross-cultural riffs in a Hong Kong vs. Communist Mainland
vein. (It may also represent something of a peace gesture on Chan's
part, since Mainland China annexes Hong Kong in 1997.)

To get the goods on a major smack czar, Chan assumesa criminal
identity, springs the top villain's younger brother, “Panther,” from

RATINGS KEY
Wiyt Couldn’t be better
Yrivwe'/2 Excellent
Y Good
#i%'/2  Not bad; worth watching
¥t Mediocre; worthwhile for fans of a par-

ticular thesp, director or genre
%  Just plain bad
/2% Even worse than that
0  The pits

aMainland laborcamp and
infiltrates the gang's inner
ranks. Yeaoh, posing as
Chan’ssister, joins our hero
foravirtually nonstop spate
of spectacular chases,
shootouts and, of course,
the elaborately choreo-
graphed martial-arts dis-
plays that have elevated
Chan to international ac-
tion-star status.

Chandoesn‘t neglecthis
trademark comedy ele-
ments. One particularly
funny scene finds the un-
dercover Chan, accompa-
nied by three of his new-
found criminal allies, forced
to visit his fictional main-
land “family”—a scam ev-
eryone but Chan seems to
be in on, including his
Hong Kong police supe- Video Views
rior, who poses in drag as
our hero’s elderly mother (!). An ill-timed encounter with girlfriend
Maggie Cheung at a Malaysian resort likewise leads to comic
complications.

Boasting Chan’s biggest budget to date (a reported $10 mil),
Supercop hops all over the Orient, making primo use of its authentic
locations. As per Chan custom, the film’s end is followed by
alternately amusing and anxiety provoking outtakes from some of
the pic’s most dangerous stunt scenes, which Chan, as always,
performs at considerable personal peril. In sum, Supercop: Police
Story Ill has everything Chan fans and general action audiences
could want: an appealing hero, a formidable foil, vicious villains, a
high body count and breakneck action galore.

by Phantom of the Movies™

To All Journeys Readers

Due to a chain of events made up equally of honest mistakes
and poor judgments, part of the movie review column printed in
the magazine this month included a review of a film and a
provocative photograph which were not appropriate to the tone
of the magazine and were in any event completely unrelated to
the subject matter covered in roleplaying games. As a result, the
offending page has been removed, and we are sorry for the
inconvenience.

This was in no way the fault of The Phantom of the Movies, the
author of this column; the fault is entirely ours for failing to
provide sufficient editorial direction.

Itis not and has never been our purpose to suggest what forms
of entertainment are proper for our audience (beyond, of course,
our own productsl) or which ones might or might not be proper.
It is, however, our intention to establish a mood or atmosphere in
all of our products which serves to define the context within which
those games are intended to be enjoyed, and it was with that goal
in mind that we took this action.

Again, we sincerely apologize for any inconvenience this has
caused. We are reprinting the other film reviews on this page
along with a bonus, updated map of AZgypt from our first
Mythus™ campaign scenario, The Necropolis™, on the reverse.

z_
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This is the map of £rth’s most magickal kingdom, £gypt, as it appears in The Necropolis and the Land of £gypt™
campaign scenario, the first adventure for the Mythus™ game of Gary Gygax’s Dangerous Journeys™ multigenre
roleplaying game system.

This version of the map, featuring additional £gyptian cities, supersedes that found in the Epic of £rth™ companion
volume to the Mythus game.
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Meanwhne, back in hell the mfamous Lament Conflgura-
tion Box is back—and Pinhead isn’t far behind—in Hellraiser
IlI; Hell On Earth (¥vciY), the latest installment in the Clive
Barker-spawned scare series.

Our story finds fledging tele-journalist Joey (Terry Farrell)
attempting to solve an exploding-head mystery (an even
gorier blast than those seen in the Scanners movies) that
claims the life of a patron at a sprawling downtown Manhat-
tan metal club, The Boiler Room. Through fugitive femme
Terri (Paula Marshall), Joey encounters sleazy club owner
and present possessor of the infernal box |.P. (Kevin
Bernhardt), who's offering human sacrifices to needle-domed
demon Pinhead (reprised by Brit thesp Doug Bradley).

When said Pinhead eventually takes to the streets, all hell
literally breaks loose. Our feisty heroine, meanwhile, refuses
Pinhead’s offer to “die while you still have the option of
doing so quickly,” choosing instead to fight him tooth and
nail (or, perhaps more accurately, pin).

Hellraiser Ill forgoes much of its immediate predecessor
Hellbound’s sinister surrealism but supplies Pinhead with far
more of a showcase than he enjoyed in either of the earlier
films. What the pic lacks in plot invention is more than
compensated for by lots of colorful carnage, complete with
some of the most effectively revolting FX work (courtesy of
Bob Keen) ever seen on screen. Especially impressive are a
mega-body count club-set slaughterfest and a scene that
sees a Pinhead victim instantly filleted before our very eyes.

While Farrell turnsin solid work as the embattled journalist
and Bradley successfully expands his Pinhead part (though
he should curb his flirtation with Freddy Kruegeresque one-
liners), Bernhardt makes for a weak villain and Marshall gives
a grating perf as his antsy ex-squeeze. Helmer Anthony
(Sundown) Hickox, meanwhile, goes Hitchcock one better
by giving himself two cameos—as a soldier in a ‘"Nam-set
flashback and as himself in a split-second TV clip (!).

It’s in the all-important horror arena that Hellraiser Il

5

comes through, introducing several new diabolical “Ceno-
bite” characters and granting Pinhead awell-deserved chance
to strut his scary stuff.

Yet another entry, like The Hand that Rocks the Cradle, in
the currently popular invite-a-psycho-home genre, Barbet
(Barfly) Schroeder’s upscale slasher tale Single White Fe-
male—a distaff variation on Martin Donovan’s more per-
verse Apartment Zero—proved to be Summer ‘92's best
maniac movie since Jonathan Kaplan’s Unlawful Entry.

Jennifer Jason Leigh adds another impressive unstable role
to her resume (see also Miami Blues, Heart of Midnight and
Rush) as the roommate from hell who apes and eventually
seeks to control model Manhattan career babe Bridget
Fonda. Highlightsinclude a bit by vet B thesp Ken (The Thing)
Tobey, a grisly spiked-heel murder and a claustrophobic
elevator-set catfight. Withal, Single White Female rates as
Schroeder’s scariest film since his documentary Idi Amin
Dada.

We also checked out the hitherto “lost” film (mentioned in
passing last issue) The Spanish Version of Dracula (MCA, $14.98), a
pic that ranks as a true terror treasure, Lensed simultaneously with
Tod Browning's better-known 1931 Bela Lugosi edition, using the
same sets and script, the Spanish version nonetheless emerges as
a much different—and in some ways superior—fear film.

According to a video intro by Lupita Tovar, who plays Eva
in the film, director George Melford didn’t even speak
Spanish (!). Fortunately, he had a top cast to work with.
Carlos Villarias makes for a suitably menacing Dracula, while
Pablo Alvarez Rubio, as real-estate-agent-turned-vampire-
slave Renfield, goes even further over the top than his Anglo
counterpart Dwight Frye. In sum, The Spanish Version of
Dracula is far more than a film curio but a highly effective
fright fable in its own right.9
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The following is a challenging bounty hunter adventure
for GMs and players who enjoy participating in manhunt
style missions for Steve Jackson Games’ GURPS Space source
book. It works best with one to three PCs, but can be played
with as few as one player. More players can certainly partici-
pate if needed, but one or two sneaky bounty hunter types,
either working alone or in close collaboration with each
other, have the best chance to successfully complete this
mission.

Although originally written for military intelligence per-
sonnel, this adventure was found to work far better for the
“low-life” bounty hunter (BH) character type. Anyone who
has seen the Star Wars movies cannot help but be fascinated
with the Boba Fett and Greedo personalities (despite their
unfortunate fates). Obviously, ruthlessness, cunning and
streetwise ability are all basic attributes for the successful BH.
Many players find this type of character very satisfying to
adventure with in SF, far-future campaign settings. Visits to
sleazy cantinas and dark alleys on the wrong side of the
starport town, and run-ins with the legitimate law authori-
ties are all basics for this genre.

The basic mission for the PCs during this adventure is an
urgent manhunt for a political personality. Specifically, they
must capture or kill a “loose cannon” before disaster befalls
the PCs’ employer. The hunt could take the adventurers on
a star-spanning quest across the galaxy, or it could be
confined to one or two planets (at the GM’s discretion). This
adventure is also designed to fit into the political back-
ground of any campaign. Be it an empire or a corporate
state, bounty hunters will still always be needed in the future.

PCsin this adventure should be based on 100 points. If the
GM runs a particularly tough campaign, 150-point creations
should be allowed. Good advantages for the bounty hunter
type would be Danger Sense, Intuition, Patrons (organized
crime societies, gang bosses, etc.), and Luck (!). Besides
weapons skills, Fast-Talk, Coursing and Streetwise would
come in real handy.

Background

The PCs are minding their own business at the seedy
Afterburner cantina on Regulus 4 (or another planet of GM
choice) enjoying a fine alien drink, when they are ap-
proached by two well dressed strangers. If any of the PCs
have a reputation as a “famous bounty hunter” or the like
(some BHs do not have cover identities), that individual will
be addressed first. “Sir, we are in urgent need of your man-
hunting abilities,” one will say. “We have a certain individual
whom we need located,” he will continue, “and | believe
that you have the resources and abilities to find the scum.”
If the PCs are seated in a secluded section of the starport bar
(i.e., where no one else can overhear), he will continue. “His
name is Kalavore Cygni. He has damaging information on
my client, and we need him tracked down as soon as
possible.”

Payment will be discussed before the PCs have accepted
the mission. It will range from 50,000 to 250,000 credits for
the group (or individual, if there is only one PC). This bounty
will depend on the importance and sensitivity of the situa-
tion, as decided by the GM.

e

The PCs will also be given a lead. Cygni was last observed
on Myaplicidius 4, a low-tech agricultural world that does
not fall under all Imperial laws and edicts. There are also
other reasons why Cygni choose this planet to visit. It is
generally easier to blend into a developing planet’s popula-
tion than that of one which is more “civilized.” Weapons and
starships can be easily obtained on these types of worlds
through the black market, or by various corrupt individuals
in the planetary government.

The starport city of Mi’chi was the last specific location in
which the target was seen in that system. He was overheard
bragging at the local cantina (The Spacer’s Pit), about how he
escaped the admiralty/empire/Big O (The Organization,
GURPS space, page 12) with money and information that
would “put the clamp” on that particular organization. (It is
commonly known that Cygni is an alcoholic, and he rou-
tinely says things that he should not!) It should also be
mentioned that a large, muscular looking friend of Cygni
was noticed carrying that rascal out of the bar after he passed
out from excessive drinking.

Exactly what family or organization Cygni was associated
with is up to the GM. Three possibilities are presented here,
although a imaginative GM could certainly think of more.

@ Cygni is the son/cousin/nephew of the emperor or
galactic leader of the GM’s ruling interstellar government.
This situation would be the most volatile of the three choices.
He could have extremely embarrassing information on the
emperor (or his wife!). Possibilities include various family
scandals (infidelity, drug abuse, etc.), revelations on deci-
sions in politics (like the astrology in the White House deal
with the Reagans) or nasty details on the family’s past.
Secrecy would be of paramount importance here. Using
independent operatives to locate the scoundrel would leave
the government institutes out of the process. If things went
badly, or if PCs needed to be liquidated after the operation
was over, the emperor could “wash his hands” of the
situation much easier. (And there would be no incriminating
“smoking gun”-type paperwork afterwards.) Also, the em-
peror would probably want his relative brought back alive!
If Cygni were accidentally killed....

@ The target of the huntis not the son of the emperor, but
the offspring of the grand admiral of the Imperial star fleet.
Cygni would be in possession of top secret data about the
ships or tactics of the empire’s main battle fleet. This infor-
mation, if sold to the wrong party, could be disastrous for
future star fleet operations. For instance, Cygni could have
documents on the numbers and types of warships (and their
weaknesses!), the location of secret refueling stations or
system defense boat hiding spots, standard patrol routes or
classified fleet battle strategy. Furthermore, the admiralty
might not know which type of secret data and how much
Cygni knows! It would be next to impossible to change
everything about the fleet’s composition and tactics—the
admiralty would need to find Cygni soon, and discover just
what he knows and may have told.

@ Cygni is the son/right-hand man of a Big O kingpin. In
this situation, the bounty hunters would probably be senton
this mission to “terminate” this “loose cannon,” who has
very incriminating evidence on the kingpin. Examples could
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include evidence of a large-scale conspiracy, a gang murder,
government extortion (1), interstellar drug smuggling or
gun running. If the GM does choose the extortion option,
this would certainly involve other people who would also be
very anxious to find Cygni! Besides sending the PCs to hunt
him down, the crime boss will also send another BH to search
independently for Cygni. The kingpin will offer a huge
reward (250,000 cr) to the sapients who complete this
mission variation. The PCs should be aware that the other
bounty hunter will be competing against them, and he will
be determined to get that much money.

The PCs start the adventure with a small starship. If they
do not already have a ship, they will be supplied with one by
their patron. The craft should be in the 100- to 250-ton
range, about the size of the Millennium Falcon. Although this
ship will be small, lightly armed and protected, it should be
a fast one by galactic standards, both in normal space (N-
Space) and in FTL travel mode.

The journey to the Myaplicidius star system should be a
relatively placid one. But the GM could make this transition
period more interesting and entertaining for the players by
throwing in a stowaway, hijacker or an unfriendly encounter
with the patrol. (And pirates still do abound in most sectors!)

The Myaplicidian star is a medium-sized red giant (class
M3).The system has 12 planets and two good-sized asteroid
belts. Through bribery, espionage and political maneuver-
ing, the system has gained its fair share of independence
from the ruling galactic government. Unlike many other
systems, it has no patrol or Imperial military presence. The
local planetary government does have a small system-
defense fleet; it numbers one heavy cruiser, three destroyers,
seven frigates and 22 starfighters. Rumor has it that many of
the military personnelin these units are corrupt and demand
a “toll fee” or valuable cargo from visiting starships in return
for safe passage.

The fourth planet in the system is a profitable agricultural
production site. It is a typical forest world, standard Terran
gravity (about 0.92 G actually) with a temperate climate
over most of the planet. Besides relatively honest farmers,
there are many sentient beings who could be called “shady
characters” on this world. Also, since this is an outpost
systemimmune to most Imperial laws, almost everyone here
carries a blaster pistol.

Inthedecrepit capital of the planet, Mi‘chi (pop 74,000), the PCs
find the seedy Spacer’s Pit cantina on the wrong side of town.

The largest and most popular cantina in the capital is the
nefarious Spacer’s Pit, a regular hangout of smugglers,
pirates, mercenaries, interstellar criminals and other galactic
troublemakers. There is plenty of what could be called
“spaceport riffraff” about. It’s not uncommon to run into
creatures who have several death warrants from various
systems hanging over their head.

Like many bars, this establishment has a few bar flies who
tend to distrust strangers. But by and large, most of the
clientele is used to seeing new faces here on a regular basis,
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whether those strangers be newly visiting spacers, refugees
or galactic vagabonds. At first, the PCs should be able to
easily mix in with the normal clientele. But strangers asking
a lot of questions are another thing all together.

There are several beings present at any one time who may
have seen Cygni the last time he was present. The GM can
either use the GURPS’NPC Reaction Table to determine how
the PCs are accepted, or try other methods. Several success-
ful Streetwise rolls could be necessary to get some useful
information on Cygni. Modifiers might include the follow-
ing: +2 for buying a stiff drink for someone while asking for
info, -5 for mentioning the patrol in any kind of positive
manner, +2 for insulting the patrol, +1 for telling a very good
story (true or not), -3 for not fitting in with the crowd of this
establishment.

Another way to learn about Cygni’s whereabouts would
be to win a Quick Contest of Skills between a PC’s Fast-Talk
skill and the victim'’s Intelligence. Afast-talker who fails in this
attempt will be given a red herring or other humorous
scuttlebutt to chase (e.g., Cygni lives down by the river,
disguised as a panhandler).

If at any time a PC has a normal failure on a Streetwise or
Fast-Talk skill roll, a hostile encounter is very likely. Someone
(or thing!) will take offense at the characters, what was said,
or both. Have the NPC make an Intelligence roll at a penalty
equal to the amount by which the original Streetwise roll was
failed. If this roll is missed, the upset bar patron will probably
fast-draw on the offending adventurer, or attack with natural
weapons (if possessing any). Any critical failure on a Street-
wise roll will automatically incite such a dangerous response.

If any PCs get a critical success in Streetwise or win a
Contest of Skills involving Fast-Talk with someone who is “in
the know,” they will be directed to a tall, wiry human sitting
behind what looks like a large holovideo game in the corner
of the cantina. This man’s name is Gannan Drandor, and he
is a smuggler by trade. He also has the most up-to-date
information on the location of Kal Cygni.

The hologame Drandor is playing is called Grid Smasher;
it requires two players. The players sit opposite each other,
and one sends geometric objects skimming over a play field
toward the opponent’s holographic buildings and mobile
force cannon. The defending player in turn attempts to blast
the geometric objects before they strike the structures or
cannon. Both players are limited by available ammunition
and time. The winner is the one who still has surviving
military assets at the end of the game.

Drandor was recently “ripped off” by Cygni. In their last
deal, Cygni paid Drandor with “gold” bars for a fusion
reactor. The trouble (for Drandor) was that the bars had been
recently treated with proton bombardment equipment;
after about three hours, they turned back into lead. Drandor
found no humor in this and plans to get even with Cygni
sometime in the future.

It is definitely possible to bride Drandor for information
about Cygni’s location. Before giving any information, how-
ever, he will challenge the PCs to a game of Grid Smasher. In
otherwords, one of the characters must play the game to get
any information out of Drandor.
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The Talislanta
world has existed
since 1987. We at
Wizards of the
Coast have taken
on the vision in our
release of the Talis-
lanta Guidebook.
This third editiorr of
the Talislanta
game rules finally
includes everything
you need to play
Talislanta in one
book. So join us as
we continue to ex-
plore the exciting,
colorful world of
Talislanta.

Available Soon:

Talislanta Guidebook, Third Edition » WOC2002 = $20.00

The year is 620 N.A. and much has changed on the
Talislantan continent. The vaults of the Lyceum Arcanum have
been opened in the city of Cymril and the Tirshata has appeared
to unite the Sub-Men against the civilized races of Talislanta. A
new ane iImproved magie system highlights this editon of the
popular game system.

Tales of Talislanta » WOC3001 * $5.00

An anthology of short storles written by some of the
top authors in the fantasy fleld, Tales of Talislanta will serve as
an itroduction to the faseimating world of Talislanta for those
readers who are new to this milieu.

Talislanta Geographica » WOC2201 = $9.95

Wizards of the Coast has teamed up with renowned
cartographer Eric Hotz to bring you this full-color map of the
Talislantan contluent. Talislanta Geographica features a
gorgeons 22" x 34" full-color map, three support maps, a GM
screen, and four short adventures.

The Scent of the Beast « WOC2301 » $10.00

The Scent of the Beast introduces the
players and GM to the Talislanta game system,
providing them with briefing sheets to start thelr first
Talislanta game quickly. This mystery will be the first
in a serles of adventures that will take the characters
deeper Into the danger of the Sub-Men uprising.

Thystram's Collectanea » WOC2001 = 515.00 =
Available November1992

Thystram's Collectanea is a compendium of
selected flora and fauna which describes the
appearance, physical capabilities, and habits of the
many ereatures native to Talislanta,

The Archaen Codex » WOC2202 » 515.00 » Available
October1992

The Archaen Codex is a sourcebook of
advanced magie, legend, and lore from the Forgotten
Age of Talislanta's history. The contents of the
mysterious Lyceum Arcanum archives have finally been
opened to the public and this sourcebook will reveal
secrets to Talislanta players for the first time.

The Talislanta Guiceboole, The Archaen
Codex, Thystram's Collectanea, and the
Talislanta Omnibus will form the core
books for the third cdition Talislanta
rules system.

Send your name and address for your
FREE copy of our catalog and to be put
on the mailing list for our FREE ncwslet-
ter, The Apothecary.
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Drandor will want to be the attacking player. The game
involves several quick contests of DX vs. DX. Modifiers
include: -2 for first-time players, +3 for having the Danger
Sense advantage, +1 for having the Electronics Operation
(Computers) skill, and the normal penalties for alcohol
consumption.

If the PC wins the game, any attempt at bribery will be at
+2, unless the adventurer wins by such a large margin as to
embarrass Drandor in the process. Losing the game or
winning by a landslide will earn a —4 penalty on any attempt
to weasel any useful information out of Drandor.

Drandor knows that Cygni will be at the city’s main
starport at about 0200 that night. As far as Drandor knows,
Cygni was staying at the planetary governor’s vacation
house outside of the city. Cygni recently purchased a ship,
the Karlsfire, from a corrupt planetary official, and he plans
to either smuggle some equipment to his base or to simply
escape off-world. (He is well known for wearing out his
welcome wherever he visits.)

Cygni has acquired a secret base of operations to hide out
and plan for future galactic schemes. Although Drandor
probably does not know its exact location, he might reveal
its existence for the right price or by the proper intimidation
technique. The GM could allow Drandor to give the PCs the
exact location of this base (if the GM wants a short adven-
ture) on a successful bribery attempt, so that the characters
can proceed directly to Cygni’s abode. Drandor might also
have a diagram of Cygni’s base (the one on page 28).

During all of this, Drac, the independent NPC bounty
hunter (see page 30), will be silently watching from a dark
corner of the cantina. He will take note of everything the PCs
do, and with whom they talk. At a critical moment, he will
position himself to overhear important information, or he
will intercept the characters or Drandor in a dark alley
outside of the Spacer’s Pit. Drac will only resort to this after
he knows for certain that one of them has the information he
needs to complete his assignment. He will be ruthless in his
method(s) of getting the info that is needed.

At this point, the GM needs to make a decision on Drac.
Cood roleplaying possibilities include:

» A firefight between the PCs and Drac outside the
Spacer’s Pit (especially if the PCs get very important informa-
tion). The bad side of Mi’chiis notorious for skulduggery and
mayhem; any streetfight usually goes unnoticed by most
residents and the local authorities.

@ Drac will interrogate Drandor and get the information
he needs without involving the PCs. In this variant, Drac will
be on the heels (or ahead!) of the characters during the
whole adventure. The GM can give hints such as, “You see
the same humanoid following you again” at starports and on
city streets during the hunt. If the PCs try to investigate, Drac
will silently slip away, only to resume his tracking of the PCs
again later.

@ Drac will follow an independent path in his search for
Cygni. That s, he will not be seen again (outside the Spacer’s
Pit) until the PCs sneak in or storm Cygni’s secret base. The
GM can allude to this possibility by informing the PCs that
someone else was asking the same questions about Cygni'’s

whereabouts just before the PCs arrived at a different
cantina, establishment or planet to gather leads.

In any event, because of timing or circumstances, Cygni
and his buddy Thembolt (see page 29) escape off-world.
Cygni might hear news of strangers asking questions about
him at the Spacer’s Pit and decide to leave early, or he'll
narrowly escape (in a running firefight at the spaceport?) just
before being caught by the PCs. He may leave behind
obvious or very subtle clues as to his next destination.

If the GM wants to have a continuing star-spanning quest
for Cygni, there are many possibilities for further SF adven-
ture:

@ Cygni falls in with a bunch of interstellar pirates. He just
might eventually become their leader—this would be a
difficult challenge for the PCs. Mot only would they have to
find his ship, but they would also need to subdue his fellow
pirates.

@ The PCs hear rumors that Cygni has befriended/conned
a group of naive aliens on a distant planet. They just might
make him ruler of their city or world.

® News reaches the characters that Cygni has somehow
excavated a powerful precursor relic on the ancient home
world of some long-extinct alien race. He plans either to sell
it to the highest bidder or to start a mercenary company and
use it in interstellar wars.

» Cygni starts his own organized crime group. Note that
this would certainly raise the ire of the established Big O!
They would probably raise the bounty on Cygni’s head by a
large amount (one million cr would do) in this event.

© The PCs hear that Cygni has conned his way into favor
with the royal family of an important quadrant capital world.
Perhaps he has seduced the young daughter of that family,
hinting at the knowledge that he stole and hew it could aid
the family politically or he might have resorted to ludicrous
flattery and gift giving.

® The GM can arrange for the location of Cygni’s secret
base to be discovered. Either Drandor could reveal this
information, or the characters could find a hint, like talking
with a spaceport tech who just happens to know something,
or coming across an apparently broken astrogation disk or
record that was found close to Cygni’s vacated berthing
hanger at the Mi’chi starport (or at one of his next stops!)

Once again, a resourceful GM will be able to think of many
more adventure options. The GM should consider these
scenarios (and this adventure) as the bones of an SF drama
that can be filled in with a bit of imagination.

Cygni's secret base is located on a sparsely populated (PR
6) Terran-class swamp world. GMs can use one of these types
of planets from the various space atlases, their own planetary
creation (recommended), or the planet Saphronia in GURPS
Space (page 116). It will be located in a northern latitude
region. On the planet Saphronia, this would be close to the
ocean area above the city of Orzell.

A layout of this base is included in the adventure, but GMs
could certainly design their own unique floor plans and the
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regional geography in which it would be located. On
Saphronia, Cygni‘s baseisin asteppe region. Asindicated on
the floor plan, the camouflaged hangar doors (opening
horizontally) serve as the starship entry and departure zone.
When closed, these doors blend in perfectly with the sur-
rounding topography.

Although Cygni’s base does have active sensor equip-
ment, sensors are usually turned off so as not to attract
unwanted attention. (Active scanning is very easy to trace.)
However, the base will be constantly engaged in passive
monitoring. Any ship that approaches while emitting a
signal of any kind will alert the complex’s occupants to
possibly expect uninvited visitors.

Besides the big hangar doors, there are two other entrances
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to the base. One is the service entrance located to the north of
the base. The other is the secret escape route for Cygni and
Thembolt, which might be needed in a dire emergency. There
is a small pinnace located therein, a good distance east of the
hanger doors. To enter either of these doors from the outside
withoutthe proper clearance codes or security card, a prospec-
tive burglar needs to make a successful roll either against
Electronics Operation (Security Systems) at -3 or against
Lockpicking (TL10 or better) at -5.

A GM who has GURPS Ultra-Tech should certainly feel free
to add several of the security systems listed therein. For
instance, Cygni might have installed one or more defense
globes (page 12) armed with military lasers near each
entrance. For good measure, he might also have a paralysis




grid (page 14) on the floors of all entrance corridors, on
constantly while these areas are not in use.

Besides Cygni and his good friend Thembolt, several other
beings will be in the base. Cygni has hired eight Average
guards and one Elite Leader type (NPC list) to protect him
and his hideout. He would have hired more, but these were
the only individuals he found trustworthy enough. If, at this
point, Drac s still a factor in the adventure (i.e., alive), he will
be hiding somewhere in the base waiting for an opportunity
to strike. He might know that the PCs are coming and plan
to let the two sides wear each other down in afirefight before
making his introduction.

If surprised, Cygni and Thembolt will fight as best they
can. They will have the best weapons and armor (if there is
time to put armor on) that money can buy. If possible, they
will order the guards to fight a stalling battle while they try
to make a break forit. If Cygniwatches Thembolt die (he may
shield Cygni with his large body), the GM needs to immedi-
ately make an Intelligence roll for Cygni. On a successful roll,
Cygniwillsurrender to the PCs in hopes of talking his way out
of it. He will use the information he has (and any other sneaky
tricks the GM can think of) to con the PCs into setting him
free (for a price?) or joining him. But on a failed IN roll, Cygni
will be so enraged by his friend’s death that he will fight to
the very end.

One trick that Cygni might use is to hold up a small box
with several buttons on it. He will claim that he has rigged
the base’s fusion reactor to blow and will trigger the explo-
sion with his “detonator.” He urgently warns the PCs to back
off! Cygni will use this hoax (?) to attempt an impromptu
escape, trying to distract the PCs long enough to make it to
his ship. Note that this just might be the opportunity that
Drac is waiting for to strike.

Treasure in Cygni’s room could include: several cred cards
of substantial value, rare works of alien and humanoid art,
precursor artifacts (weapons?) of various makes and, of
course, the all-important potentially explosive information
that he has on the PCs’ employer. If this info can be carried
in a small datacube or the like, he will have it on his person
when the PCs burst into his comfortable abode.

Notes to the GM

Although it is recommended that the players roll up new
bounty-hunter-style characters, they could certainly use
existing PCs from a GURPS Space campaign. This adventure
is designed to fit into any SF background. There is plenty of
room for GMs to add their own touches. In particular, the
interim period is one in which any number of additional
encounters can be added.

During the adventure, the GM should keep the PCs just on
the heels of Cygni and Thembolt. Cygni’s escape from
Myaplicidius 4 is a narrow one, and a vendetta is started
between the two groups! The GM should build up the
adventure to a climax at Cygni’s base. At this point, all of the
factors come into play: Cygni, Drac, Thembolt, the PCs and
any other personalities the GM has added. There should
definitely be resolution at this point, an ending either for
Cygnior the PCs (or both!). Itis also possible that the political
situation back home has changed for Cygni while the

.

adventure proceeds, and the PCs’ employer definitely want
him brought back alive.
NPCs

Kalavore Cygni; Rogue, galactic nuisance, etc. Human,
late twenties, blond hair and blue eyes, 6’ 2", 175 pounds.

ST12,DX13,IN16, HT 12.

Basic Speed 6.25, Move 6.

Advantoges: Appearance: Handsome, Danger Sense,
Empathy, Luck (30 pts).

Disadvantages: Alcoholism, Compulsive Behavior (Bad
Boy syndrome), Enemies (various), Megalomania, Overcon-
fidence.

Quirks: Prefers blonds, constantly keeps his hair combed
and neat, likes to read the old Joker comic books, is intrigued
by galactic politics, has a sarcastic sense of humor.

Skills: Acting-18, Astrogation-16, Beam Weapons (X-Ray
Lasers)-14, Carousing-14, Computer Operation-16, Demo-
lition-17, Detect Lies-16, Disguise-16, Electronics Operation
(Security Systems)-16, Electronics Operation (Sensors)-16,
Escape-13, Fast-Talk-20, Guns (Gyroc§)-1 3, Lockpicking-14,
Photography-16, Politics-16, Pilot (Starship)-15, Sex Ap-
peal-13, Stealth-14, Streetwise-16, Xenology-18.

Cygni has been a troublemaker most of his life. When he
was only seven, he managed to turn the family’s holovision
set into a thermal explosive, and he has not improved his
behavior since. He definitely thinks that he is destined for
interstellar greatness, and he is overconfident in his ways, a
dangerous combination of character flaws.

Born on airless Antares 2 in an elegant domed complex
that blocked out the harsh void, Cygni nearly died of
boredom as a child. To relieve this, he contrived elaborate
hoaxes and jokes on the people around him. The community
coordinator soon wanted him flushed into the void.

Cygni now thinks that he has scored a coup with the secret
information that he has come by/stolen from his former
associates. He hopes to use it to rise to great importance in
galactic society. But this time, he may have bitten off more
than he can chew.

Thembolt, Cygni'slong-time friend and bodyguard. Early
30s, human, brown hair and black eyes, 6’ 6", 250 pounds.

ST18,DX 12, IN 10, HT 16.

Basic Speed 7.00, Move 7.

Advantages: Alertness +4, Combat Reflexes, High Pain
Threshold, Toughness (DR 1).

Disadvantages: Appearance: Ugly, Bloodlust, Impulsive-
ness, Intolerance (Aliens), Sense of Duty (to Cygni).

Quirks: Does not talk much, always views with suspicion
strangers who talk to Cygni, wears hideously ugly jumpsuits
(purple with yellow stripes for instance).

Skills: Battlesuit-14, Beam Weapons (Blasters)-16, Beam
Weapons (Lasers)-16, Brawling-18, Computer Operation-
10, Driving (Hovercar)-13, Electronics Operation (Commu-
nication Systems)-10, Fast-Draw (Pistol)-13, Holdout-12,
Interrogation-11, Knife-14, Shadowing-12, Speed-Load
(Power Cell)-12, Streetwise-11, Thrown Weapon (Grenade)-
12, :

Thembolt and Cygni have known each othér for many
years. In school, when other students teased Thembolt
because of his appearance, Cygni would spray a compound
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of inorganic molecular bond solvent on their clothing,
leaving them in the buff. Eventually, Cygni’s enemies started
to try to gang up on him. That was when Thembolt’s muscles
started filling out.

The two have watched out for each other ever since. Thembolt
trusts Cygni more than anyone else in the galaxy. He will follow
Cygni’s orders to the letter. (He considers Cygni a “brain.”)

Since Cygni has stuck up for himfor so many years, anyone
who wants to do any harm to his friend “Kal” will have to go
through Thembolt first.
1or Drac, Galactic free-lance bounty hunter. Hu-
manoid, early fortles, tannish skin, black hair and gold eyes,
6’ 3", 205 pounds.

ST 14, DX 16, IN 13, HT 13.

Basic Speed 7.50, Move 8.

Advantages: Bionic right arm with blaster pistol installed,
Combat Reflexes, Danger Sense, Intuition, Luck (15 points),
Reputation: Best bounty hunter in the sector.
tages:Bad Temper, Enemies (other bounty hunt-
ers he has betrayed), Reputation (disintegrates people), Vow
(to capture or kill anyone he is paid to track down—in other
words, to do his job really well).

Quirks: Has to dock in the same berthing space at certain
planets and stations, likes to lecture subordinates, always sits
in the very darkest location in a cantina, prefers killing his
hunted query to mere capture, enjoys “the hunt.”
Astrogation-15, Astronomy-13, Beam Weapons
(Blasters)-20, Computer Operation-13, Disguise-14, Driving
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"The Informative PBM Magazine"

Do your know what PBM (Play-By-Mail) gaming is? If you
don't, we can help you explore the world of PBM gaming.
Paper Mayhem has been leading the way for over 9 years
by informing people about PBM gaming. Articles, reviews, bio-
graphies and more fill each issue. Not to mention the ratings
of PBM games and companies that our readers participate in.

Paper Mayhem has been improving with the ever expanding
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(Hovercar)-16, Electronic Operation (Sensors)-14, Fast-Draw
(Pistols)-16, Fast-Draw (Rifles)-16, Fast-Talk-14, Holdout-14,
Judo-16, Karate-16, Mathematics-13, Physics-13, Pilot (Star-
ship)-17, Running-14, Stealth-18, Speed-Load (Power Cell)-
16, Streetwise-18, Survival (Desert)-14, Xenology-14.

Drac (as he likes to be called) has always wanted to be the
best bounty hunter ever. Over the years, he has become just
that in his chosen sector of operations. Born on the bare
desert world of Gamma Alpha 3, in a F4 star system, he has
always wanted to travel the cosmos. Although he bears a
good resemblance to a human, he does not care for most
Homo Sapiens. He will gladly accept any job that involves
tracking down one of the “backward” Earthlings.

-"-t\"-r’ age ,",.'5

ST 12, DX 12,IN 10, HT 11,

Basic Speed 5.75, Move 4.

Important Skills: Battlesuit-11, Beam Weapons (Blasters)-
13 First Aid 11, Knife-12.

i:Combatinfantry armor, blaster rifle, vibroknife.
Some have braln implants and/or bionics.

—,.-.—u.

St13 Dx14 IN12, HT 13.
Bas:c Speed 6 75 Move 5.
kills: Armory-13, Battlesuit-13, Beam Weap-
ons (Blasters) 16 Beam Weapons (Fusion Guns)-16, First
And 12 Karate 15, Knife-135.

ment: Powered combat armor, fusion rifle, blaster
p|sto| vubrokmfe several brain implants and/or bionics.
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THEY SAID IT WAS A DARK FUTURE, BUT
THEY DIDN'T COUNT ON US. AFTER ALL, WE
ARE CHILDREN OF THE DARK, 5O, FOR US
TO BE PRESENT IN THIS "DARK" TIME IS
ONLY... LOGICAL, NO?

SOME CALL US LEECHES, VRYOLAKLAS,
MONSTERS OR SIMPLY VAMPIRES. DBut WE
KNOW WHAT WE ARE: MASTERS OF THE
NiGHT, CHILDREN OF THE DARK, FOREVER
PRESENT IN THE MIND AND HEART OF
GENERATIONS.

WE'LL ALWAYS DE THERE, HIDING IN THE
NIGHT. COME PLAY WITH US, WON'T YOU?

By Justin Schmid
An Alternate reality sourcebook for

K

from lanus Publications
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Readers should be reasonably familiar with the Mythus Magick™ book by now. In fact, this question has
probably already come up in your campaign. Take a look at the aforementioned work. Therein, on page 26,
under the optional STEEP modifiers, there is a rather cryptic mention of “readied” Castings, showing a +10. Well
and good, that bonus, but what is a “readied” Casting? Well you might ask! | knew what | meant, butin the heat
of completing a 3000-page manuscript, | forgot to detail this point. So here is some quantification for all
gamemasters, as well as those who seek to up-gun their Heka practitioners.

stings

b} Ga l'")" G}gax

Readying Castings

The procedure is fairly simple and is handled in the following manner:

1. Selectup to three Castings to be “ready.” From Known Castings, the persona decides to select three to beready
quickly, “justin case.” It really doesn’t make any difference which K/S isinvolved or even which Known Castings under
a given Knowledge/Skill Area are selected. The type of Casting selected is important. For example, three are chosen.
Let’s say, for the sake of this exposition, that one is a Charm, one a Cantrip, and one a Spell.

2. Ready them. It takes as long to ready a given Casting as it does to cast one from an unreadied state. Thus,
in the example given above, it will take 1 CT for the Charm to be “readied,” 5 CTs for the Cantrip, and one BT
for the Spell, a total of 16 CTs of time, or 48 seconds. During this time, the practitioner must be totally
undisturbed. Any disturbance means the preparation must begin anew. Some Heka could be lost if there is
disturbance. See below.

3. Paying for them. The Heka needed to activate each and every Casting to be on ready status must be paid
for up front. As each Casting is “readied,” the practitioner stores the Heka points required for activation along
with the “readied” Casting, more or less in the front lobe of his brain, shall we say. The Heka point cost might
berelatively low if all are under Grade V or quite high if Grade V and higher. In addition, any Resistance or Damage
additions must be made at this time and can’t be changed later. That is, the practitioner gets exactly what he
or she paid for when the Casting(s) was “readied.”

4.Using a “readied” Casting: The GM should allow not only the +10 STEEP addition for a “readied” Casting,
and a reduction on the activation time as well. This is shown in the Casting table.

You'll notice that having Castings “readied” is a big boon to practitioners who want to get around a Ritual’s
activation delay. However, this is offset to some considerable extent by the following:

A. If the caster is distracted or hit when “readying” or attempting to activate one of the “readied” Castings,
the Casting and all others in “readied” state are lost as well. In that loss, all Heka expended to “ready” them is
likewise gone.

B. If the persona opts to employ a Casting other than one in the “readied” state, all those in “readied” state
are lost. The Heka necessary to activate a “readied”
Casting(s) is lost in this case, just as above.

In summation, it is fine to have “readied” Castings,
but there is a considerable amount of risk involved too.
The disadvantages are that such use of this optional rule
doesnotallow practitioners an unfair edge. Its use does
give them a more active and direct role which, in my
opinion, is quite justified.®

©1992 Omega Helios Limited. All rights reserved.
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The Trouble with Tribals is an introductory Mythus
adventure designed for four to eight HPs of Primitive
Vocations. Alternatively, it can be adapted fairly easily for
HPs of other Vocations and backgrounds, with the under-
standing that they have recently been shipwrecked on
theisland described herein, or that they have come to the
island as explorers.

The number of adversaries can be adjusted up or down
depending on the number and composition of the HP
group. This is a time-dependent adventure, so the GM
should keep careful track of the amount of game time that
passes.

Adventure Location

The adventure is set on a small island located wherever
the GM would like to place it. Terrain ranges from volcanic
rock to rain-forest jungle. The tribe the Heroic Personas
belong to is the only indigenous human life, but game
animals are plenty.

The island sits on a natural nexus point to Phaeree
encounters involving Exterior Phaeree or closely related
areas. Elves and their kin are infrequent visitors to the area,
so itis possible for a Heroic Persona to be an Elf or related
Vocation (though not recommended).

A Horrible Discovery

The Heroic Personas begin the adventure away from
their tribal village. Witch doctors, seers, shaman, and
medicine men could be out gathering herbs or other
Materia for healing, Castings, etc. Warriors could be
accompanying the magick users as body guards, or on
their own in a battle with a neighboring tribe. Hunters
would most likely be hunting.

When they return from their various tasks, the HPs
discover that their village has been completely destroyed.
Afew bodies litter the ground but not enough to account
for the entire village. Most of the huts have been burned
to the ground, and there are many signs of a struggle.

On the Trail of Doom

A Hunting/Tracking roll at DR “Hard” will show a set of
tracks coming into the village from the east. If the tracks
are not found immediately, additional checks may be
made once every Action Turn until the tracks are found,
if the Heroic Personas are willing to spend the time doing
s0. The tracks end at the point in the village where the
struggle appears to have been the worst. They then
appear to exit the village on the west side. A Hunting/
Tracking roll at DR “Difficult” will indicate that the tracks
are from a single horse, four to eight bipedal creatures
with very large and somewhat disfigured feet, and 8to 16
small bipeds.

The large tracks belong to ogres (one for each Heroic
Persona), and the smaller tracks belong to orcs (two per
HP). The horse tracks belong to the mastermind of the
entire operation, afull practitioner Black Dweomercraefter.
The Black Dweomercraefter has mental control over all of

the creatures and, after the invasion of the village, he also
has control over the approximately 50 villagers who
survived the attack.

From the west side of the village, the tracks lead into a
jungle. They appear to have been made by four columns
of humans, with the larger and smaller tracks ranging up
and down the lines like task-masters or slave-drivers. A
careful examination of the tracks over a distance of about
10 yards will reveal that the columns of humans are
travelling in unnaturally perfect straight lines. This should
indicate to the Heroic Personas that some form of
Dweomercraeft is involved.

The Heroic Personas should follow the tracks for about
four game hours, with any random encounters the GM
wishes to throw in. During those four hours, the tracks
narrow to two columns and expand to eight columns,
seemingly at random.

At one point, the tracks narrow to single file and
disappear. A Hunting/Tracking roll at DR “Hard"” will follow
the tracks into the brush, but the brush is not trod down,
so it appears that the tracks just simply disappear. A
careful inspection of the area where the tracks vanish will
show that an artificial blind was constructed to hamper
the Heroic Personas. While they are clearing the brush
from their path, they will be attacked by either a small
group of dinosaurs (page 329 of the Mythus book), or
one common dragon (page 330). These creatures were
summoned here magickally and left as a trap, so any use
of an ability to detect Heka will indicate that someone
used Heka in this area, and it is centered on the blind.
Destroying the blind will release the creatures to attack.

River Crossing

If the HPs defeat the creatures, they can continue on for
a while before running into a small river. The river is
flowing at a relatively sedate pace at this point and can be
crossed easily. The water will only come up to the HPs’
waists unless someone in the party is extremely short. On
the other side of the river, there are no tracks.

If the Heroic Personas go downstream, they will spend
a great deal of time finding nothing. However, if they go
upstream, they will find tracks on the bank of theriver. The
tracks are on the same side of the river as they started on.
Any personas who crossed the river earlier and have not
yet crossed back will now have to do so. The river here is
moving very swiftly, and the rocks below the surface are
hidden from view, due to the mud and dirt picked up by
the current. A PN CATEGORY check at DR “Hard” is
appropriate here. A failure means such Heroic Personas
have lost their footing and slipped into the river.

If an HP slips, a Swimming/Diving check at DR “Moder-
ate” should be made to avoid drowning. If the roll
succeeds, such personas have been swept about 10 yards
downstream and are soaking wet, but have regained their
feet and are standing upright. If the roll fails, however,
subsequent rolls may be made, one each Battle Turn, each
one DR step harder than the last (to indicate the effects of
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panic and lungs full of water). Personas who fail all the
way through the “Extreme” roll, or who do not have
Swimming/Diving, will have to be rescued by another
member of the party.

Once all of the HPs are on the proper side of the river,
they should pick up the trail again and follow it into the
jungle once more. Another six hours of game time will
pass before the next planned encounter, so random
encounters may be placed by the GM in the interim.

Dinner Break

By now it should be approaching dusk (regardless of
what time the Heroic Personas started out that day). The
HPs come upon a small clearing. A Physical Perception/
Hearing roll at DR “Hard” will alert them to noises up
ahead. A quick recon of the clearing will show a small
group of villagers, about 10, with three guards. One of
the guards is an ogre, and the other two are orcs armed
with crude maces, basically rocks tied to sticks with
leather thongs (treat as one-handed mace of Below
Average quality for combat). Also in the clearing are the
remains of a human, one of the villagers who has been
mostly eaten by the creatures. The villagers in the clearing
are the oldest and youngest of the village, people who
would not last long on the forced march the Black
Dweomercraefter is driving the others on.

Dweomercraeft (Blac|
itchcraeft*

Demonolog

Sword, Broad

Regardless of how the HPs handle the situation, it will
be dark by the time it is over, so they will have to camp for
the night. All through the night, the villagers will remain
standing exactly where the HPs found them, and no one
will be able to make them do otherwise. These “zombie”
villagers will just stand there, not moving, not blinking
and almost not breathing. In the morning, they will still
be standing there and will refuse to move regardless of
what anyone does or says.

The only way to protect the villagers will be to either
have one of the party stay with them—a distasteful idea,
because this persona will be left out of the rest of the
adventure—or cast some sort of protective circle around
the clearing. Nothing will happen to these villagers unless
they are left completely unprotected. If this is the case,
they will be found after the end of the adventure, mauled
by a native predator (tiger, mountain lion, etc.).

Mounting Obstacles

After leaving the clearing, the HPs will need to make
another Hunting/Tracking roll at DR “Hard” to pick up the
trail.

Should this roll fail, an additional roll at DR “Hard” can
be made once every Action Turn until the trail is found.
When the trail is followed, it switches back several times,
eventually ending at the bottom of a 25-foot waterfall.




Unless every member of the party has the Climbing K/S
Area, someone will have to get up the cliff and lower a
rope. Hauling personas up the cliff will take one Action
Turn if the persona being hauled has the Climbing K/S
Area, four Action Turns otherwise.

Once at the top of the cliff, the trail grows cold; because
of all of the rocks there, no tracks are left. Eventually, the
HPs should get the idea to continue upstream. if more
than two hours of game time pass before the Heroic
Personas decide this, the GM may want to place a clue to
turn them in that direction (ravens converging in the
distance on a murdered villager, for example).

Battle on the Beach

Another four hours of tracking pass before the next
encounter. If the Heroic Personas have taken longer than
two days from their return to the village to get to this
point, they will emerge on a beach to find a lot of tracks,
some marks in the sand that look like boats have been
grounded then launched again, and nothing else. They
have failed to rescue their clan. Alternately, they could
emergeon the beach as the villagers are being loaded into
the boats. In this case, not only will they have to partici-
pate in the following fight, they will also have to account
for the entire ship’s complement, roughly twice as many
trained seamen as there are HPs. The seamen are all
armed with cutlasses.

If, however, it has taken less than two days to reach this
point, the Heroic Personas should make a Physical Percep-
tion/Hearing roll at DR “Hard.” If any succeed, they hear
shouting and noises from up ahead. A careful approach will
allow them to come within visual range undetected. Look-
ing outfrom the jungle, they will see the remaining villagers,
theremaining ogres and orcs, and the Black Dweomercraefter.
These orcs, like the previous ones, are armed with crude
maces, and the Dweomercraefter has abroad sword, though
he will not use it unless severely pressed.

The Black Dweomercrzefter has three spells in place
when the Heroic Personas arrive: Armor: Physical (Gen-
eral Dweomercreeft, Grade |, page 34 of the Mythus
Magick book), Armor: Mental (General Dweomercraft,
Crade I, page 36), and Armor: Spiritual (General
Dweomercraeft, Grade lll, page 39), all at his Mental Trait
level. All of the Evil Personas are on the beach, apparently
waiting for something.

After the Heroic Personas reveal themselves, either by
moving into the clearing or by using some form of Casting,
the Black Dweomercraefter will begin shooting at Heroic
Personas with Heka Darts (General Dweomercraeft, Grade
lll, page 39). He has roughly 500 points of Heka remaining
after casting the armor Cantrips, so he will attack according
to a threat assessment: Magick users first, fighters with
ranged weapons second, and fighters with hand weapons
last. This is subject to change if there is a definite threat to his
life; GMs should use their best judgment.

Each Casting will cost 60-100 points of Heka (one tofive

darts each time). The Black Dweomercraefter will cease his
attack when his Heka total drops below 150. He must do
this or lose control of the villager “zombies.” If the Heroic
Personas start to advance, he will command the “zom-
bies” toform an intervening barrier. If the Heroic Personas
get within range, these “zombies” will attack as per
normal zombies (page 313 of the Mythus book). Also, if
the situation looks bad for the Evil Personas, the
Dweomercraefter will command the villagers to actively
attack the Heroic Personas.

The Heroes Rewarded

If the Heroic Personas can defeat the Black
Dweomercraefter, the villagers will be released, and any
remaining orcs or ogres will run away. The villagers will be
fall-all-over-themselves happy that they have been res-
cued and will elevate the Heroic Personas to heads of their
tribe. Appropriate awards should be given by the GM.
This adventure is worth 10 AP/Gs, adjusted up or down
for good or bad playing.

GM Notes

If, as a gamemaster, you wish to start a Primitive
campaign, this adventure would be a good starting point.
Simply have the Heroic Personas arrive just in time to see
the slavers rowing off-shore with the villagers, and the
Heroic Personas unable to do anything about it. The
Heroic Personas can then explore £rth looking for their
lost tribesmen. if you should add someone to your
gaming group, you can find one of the villagers and have
him join the hunt.®
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Park

The gunslinger mo-
tioned for the superhero
to join the swordsman
and storm the castle
gates. The Nazi zombies,
aided by the evil necro-
mancer, must not be al-
lowed to steal the plans
to the stealth fighter. Far-
fetched? Not if you play
Dream Park, the newest
release from R. Talsorian.
A radical departure from
their previous systems,
Dream Parkis certainly the
most unique game system so far this year.

This 128-page book is based on the Dream Park novels by
Larry Niven and Steve Barnes. The action is set in a futuristic
amusement park specializing in live-action roleplaying. The
park’s technology, known as the DreamTime Virtual Reality
System, is a combination of virtual reality technology and
live actors, with some neatholographicspecial effects thrown
in for good measure. Visitors take the roles of characters in
a live-action roleplaying game. Any type of character is
possible, from fantasy to science fiction, and every type of
genre in between. Visitors are also allowed to switch charac-
ters between games. “Wait a minute,” you say. “How does
this fit into a roleplaying game? No, not the roleplaying
game in the park, the one I'm going to buy. You know, the
book you're talking about.” That’s the good part. The
players play characters in a roleplaying game who are
playing characters in a roleplaying game. Pretty bizarre,

vetlad huh? But wait, it gets bet-
ter. Not only does the
game allow you to play
any type of character
imaginable, it allows play-
ers to mix genres. One
player may play a swords-
man, anotheraspy, a third
} a space-fighter pilot, and
a fourth a superhero.

The game is described
in the rules as metagenre,
as opposed to multigenre.
The difference, according
to the rules, isin the com-
bination of genres. In a
multigenre game, char-
acters from different
genres can journey to-

by Jimmie W. Pursell Jr.

Dream

getherfrom genre to genre. Forinstance, the group
described in the paragraph above could adventure
togetherin a fantasy realm, attempting to defeat an
evil image. In the next adventure, the same group
could play in a modern horror genre. No matter
how diverse the group, the genre itself would be
internally consistent. Not so in Dream Park. The
game allows referees to mix genres. Forinstance, an
evil mage could summon zombie aid to attack a corporate
research facility and steal secret plans to a matter transporter
for use on a starship, which was about to patrol for pirates in
the south seas. Bizarre? You betcha’. “OK, but what about
these versatile characters you‘ve been talking about?” you
ask.

Characters can be generated in one of two ways: a “quik-
start” card or advanced character creation. To slide into the
game quickly and easily, 36 cards are included. Six of these
cards are spells and powers, another seven are opponent
cards, while the remain-
ing 23 are player cards.
Generating a quick-start
character is as simple as
perusing the player cards |
and choosing a charac-
ter. All the information |-
needed toplayisincluded [
on the back of the card,
and a wonderful full-color
illustration of the charac-
ter decorates the front.
The art work is marvel-
lous, giving a true feel for
each character. Com-
bined with the back-
ground notes on the in-
formation side of the card,
you should have no prob-
lem getting a handle on the character.

Advanced character creation is a bit more detailed. The
player makes up a visitor, someone who plays in the park.
This visitor is defined qualitatively rather than quantitatively,
meaning that instead of a group of attributes, the character
is merely said to be “strong” or “smart.” The character’s
physical characteristics are defined in a similar way; he will
be classified as a young adult rather than 27, or classified as
small rather than 53", I'll explain why this is important in a
moment. In addition, certain roleplaying aspects are defined
for the character, such as motivations and personality traits.

Once the visitor is defined in really loose terms, the role
that the visitor will play is defined. Ten professions are
available in Dream Park, ranging from fighter to superhero.
Each of these professions has a beginning skills package,
which sets the level of the 10 basic skills possessed by every
character. In addition to the levels given, the player can
distribute another 3 points to customize the character.

Next, the character’s options are defined. Every character
starts with 20 game points to spend on options. Options are
the special things that separate characters from one another.
These include things such as special skills, psionics, spells,
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superpowers and gad-
gets. Everything above
| and beyond the 10 basic
0 skills of the profession
must be purchased with
these points.

Now hold on, kids.
Here'swhereit gets alittle
(more) weird. Unless the
player spends his game
points to increase basic
skills, they can be reas-
signed between games.
Yes, you guessed it! A
player can be a sword-
swinging fantasy warrior

£ | one game, a gunfighter

; the next and a starknight

the next. Even better, experience is earned in the form of

game points after each adventure. As the character grows,

the pool becomes larger, and the options available expand.

Ever wanted your own personal space battleship? How

about a teleporter? Time machine? Accumulate the points,

and you got it. A word of warning—the space battleship
costs 209 points, so you better save up.

Okay, so what about the rules? The game system, like
character creation, has two separate but similar sets of rules:
the quik-start and the advanced. The quik-start rules, which
go with the quik-start character cards, are fast, simple, and
to the point. During each turn, players can each have their
character do two things—move and “do something else.”
The “something else” can be do nothing, attack or take
noncombat action. To attack, a character rolls 1D6 and adds
Dodge skill. If the attacker gets a higher total, the attack hits.
Damage is determined by cross-indexing the attack strength
with the armor strength of the target. The resultis a number
of wounds. When characters accumulate more wounds than
theirindividual total, they are “killed out” of the game. Non-
combat actions are handled in a similar manner. The player
rollsa 1D6, adds the appropriate skill and compares the total
with a difficulty number. If the skill total exceeds the difficulty
number, the action succeeds.

The quik-start rules come with three quik-start scenarios.
These are basically combat-oriented games played on a grid
map (which should be photocopied from the rules book). The
scenarios are diverse and original, ranging from a simple
dungeon crawl to the defense of a shrunken submarine against
amoebas. While the roleplaying possibilities are quite limited,
and the maps and rules are extremely simplistic, these adven-
tures provide a quick and easy way to jump into the game.

The advanced rules build on the already established
basic system. In addition to the advanced character genera-
tion system, rules are provided for more detailed combat
options such as attacks, autofire, parries, etc. The advanced
system also includes exhaustive lists of spells, powers and
gadgets which can be purchased with game points and can
be reassigned between games to alter the character.

The game’s biggest strength is its diversity and unique-
ness. No other game allows for such a diversity in characters.

Are you always wanting to play a fantasy game while your
best friend wants to play a cyberpunk? Not a problem
anymore. You can play both at the same time. And even
switch between adventures.

For referees who might have trouble getting the meta-
genre thing down, an extensive section on designing and
running Dream Park adventures is included. In fact, the
section on generating plots is helpful for a gamemaster of
any game. It details the sections of a story and what kind of
events happen in each section.

Rules are also included for taking the “park out of the
park.” A variation on standard play, these rules allow the
game to be played metagenre under different circum-
stances. For example, the characters can be warriors pulled
from many different worlds to guard the multiverse from the
encroachment of evil. Characters can be as mixed and
matched as those in the park, but the stakes are higher and
the consequences of failure more severe (i.e., death).

Another interesting aspect of the game is the inclusion
of Dream Parkin an existing campaign. Forinstance, the park
could be a real place in your ongoing Cyberpunk 2.0.2.0.
campaign. Remember back when | said that qualifying
characters had a purpose? Here’s where that comes in. You
can take characters from any game and make them visitors
to the park. Think about your Cyberpunk 2.0.2.0. character.
Is she or he strong? Fast? A cop? A solo? All these factors can
be used to describe a
Dream Park character
without having to resort
to complex conversion
charts.

Okay, time to pick nits.
This is said so often it's al-
most a cliché—the game’s
biggest strength is also its
greatest weakness. In an at-
tempt to do everything, it
excels at nothing. The rules
will handle almost any type
of situation, but none are |
handled in a minutely de- |4
tailed manner. To put it sim-
ply, the game does not
handle fantasy as well as a
strictly fantasy game, or
cyberpunk as well as Cyberpunk 2.0.2.0., but it handles all of them
together better than any one system could.

Speaking of fantasy, the melee parry rules could be a bit
better. The way they are written, it appears that a character
can either attack and dodge, or attack and parry. A character
who dodges gets the benefit of dodge skill as well as full
weapon skill. In this case, it's much more desirable to dodge
while engaged in sword play.That doesn’t quite seem real-
istic.

On the whole, the game is well worth $16. The quality
of the cards and graphics is superb, as well as the source
material on running scenarios. The uniqueness of the game
concept is different enough to warrant a look from players
who are tired of the same old games. | recommend it.9
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details, he informed u
submitted by
wrote about. Gygax cla that the author was certainly

familiar enough with A£ropa, had been employed as an
advisor and consultant for the Dangerous Journeys project
in general and specifically in regards to the Mythus fantasy
roleplaying game, the Mythus Magick book, and the Epic of
Arth™ companion volume. Armed with those assurances,
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A Journeyer’s Guide to Zrth
Everyday Life in Zropa, Part ll: The Energy, Devices,
and Structure to Provide Necessities of Life and
Services for the People

by Ernst Grumbold

Sanitation: Garderobes, jakes, outhouses, chamber
pots and gutters are the order everywhere when indoor
plumbing isn’t available. That is almost everywhere, save
in big cities and some smaller ones. Garderobes are
interior latrines which empty into a moat, or otherwise
outside of a fortified place. Jakes, whether interior or
detached structures, are similar facilities which go down
a shaft to somewhere, but sans any flush of water.
Outhouses, or privies, are small, portable, exterior con-
structions of wood set over a hole dug in the ground
which serve as latrines. From time to time, soil (and often
quicklime) is returned to the hole to cover the wastes
therein so as to reduce odor and assist sanitation. When
the space is about three-quarters filled, the outhouse is
moved, the balance of the hole filled with quicklime and
dirt. A new hole is excavated, and the outhouse is placed
over it so the process can begin again. The reader will be
interested, | am sure, to learn that there are indeed
specialized craftsmen, carpenters, designers and builders
of all manners of privies. Manual laborers are often hired
to manage the excavation work needed.

In advanced cities there might even be public facilities
on the street—the famous pissoir of Paris, for instance.
Having sewers under the community doesn’t necessarily
imply that there are indoor waste disposal facilities con-
nected to them. Such sewer lines generally mean only
that rain water won’t collect in thoroughfares and that
waste deposited in streets and gutters can be washed into
them through their vertical shaft openings. Note that
about one place in five in Paris is now actually hooked up
by auxiliary sewer line to the main sewer, and this number
is gradually increasing. Even if running water is not
available for flushing wastes, such liquid (as is to be
otherwise discarded) is employed for this purpose from

time to time. Returning to the remainder, in most big
cities where water is plentiful, a midmorning washing of
the streets by hose flushes litter and wastes from streets,
sending the lot along gutters and into the sewers. Despite
such cleansing, however, the odor in summer is some-
times most pervasive and unpleasant, at least in portions
of these places. Thus, those affluent persons so able often
remove to the countryside during hot months. For in-
stance, my guide of whom | spoke of earlier, M. Marcelus
Frangois, leaves his town house in Paris about the time of
the summer solstice, remaining in Lorres le Bocage until
the autumnal equinox.

Unlike here on Earth, though, the mains of sewers of
most cities are set so as to empty into vertical shafts,
whether natural or man-made. Thus, instead of polluting
the water of the ocean, sea, lake, or river, all such wastes
are delivered to the subterranean places which are said to
honeycomb the whole continent, possibly all land areas
of Arth. It seems that there is absolutely no limit to the
capacity for the absorption of waste water and all it carries
by this underground system. This capacity extends fur-
ther still, as will be shown hereafter.

Smaller communities likewise rely on shaft disposal for
wastes where some method of collection and conveyance
is possible. While outhouses use a simple pit system, some
cesspools are employed, and the contents of these, being
pumped up and into a container for transport, are often
disposed of in the same manner.

Street cleaning extends to rubbish removal. Large solid
wastes, garbage, and the like, when contained in a barrel
or box, are picked up for a fee, whether covered by tax or
direct collection or money, and conveyed to some dis-
posal place. Again, an advanced city such as Paris actually
collects all other rubbish on a monthly basis so as to keep
the community clean. Some few small or backwards cities
dispose of their rubbish in dumps in which the refuse
collects to fill the site. There is virtually no disposal by
water, for priests and sages alike forbid it. Shafts which so
readily accept waste water and excrement also serve to
contain unlimited amounts of rubbish of any and all sorts.
In short, on Zrth there is no problem of disposal of what
is unwanted! While there is some small problem of air
pollutionin cities, virtually no other sort of pollution exists
to the best of my knowledge.

Returning to the example of Paris, even the sewers have
been routed away from the nearby river to a series of
shafts—five to the north, one on the main island, four to
the south. These same shafts also serve for all rubbish
disposal, the openings being accessed from street level by
great, gate-like trapdoors which are winched open each
morning and shut fast each evening.

In Lorrez le Bocage, there is a possible natural sinkhole
some few miles from the village. Citizens carry their
rubbish and dispose of it there by throwing it down the
hole. Again, the shaft never fills up....

Safety: Safety extends to two areas—police and fire
protection. Let us consider the police first. Cities are
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typically doubly protected. The soldiery assigned there
provides safety through their military police details, and
the metropolitan officials likewise have watchmen, espe-
cially during the hours of darkness. Free cities such as
Camelough, Londun, and Paris have their own guard and
augment it with a watch as well, so in effect the policing
of them is very much the same as otherwise. Small cities
and towns content themselves with a nighttime watch
and an active constabulary by day. Some villages have a
constable too. However, most small communities are
overseen by a lord of some sort who appoints a member
of the community as a police officer but provides his own
men to support that individual as needed.

Going back again to metropolitan communities, polic-
ing doesn’t end with mere gate checking and street
patrolling. Every major city has a criminal investigation
force of some sort—from petty crime and youth gangs to
swindlers and the criminal underworld. Such a special
investigative force combats illegal activities in the city. Of
course, many lands allow or at least tolerate organizations
such as thieves’ or assassins’ guilds to operate. Being
realists, they have made the best of a bad situation,
knowing that such activities will take place in any event,
by accepting them and forcing them to operate under the
stricture of codes and laws, have ameliorated their bane-
ful impact. Note that in general there is no such thing as
a “victimless crime” in &ropa, save with regard to some
religious offenses. Thus, gambling, harlotry, and the like
are legal, although proper license fees and taxes must be
paid.

States have their investigative police agencies too,
albeit they tend to be more concerned with crimes such
asespionage, sedition, and treason rather than other sorts
of illegal activities. The exception to that tends to be in
regard to state tariffs, taxes, and like revenues due to the
national government. Crimes which affect transportation
routes or the movement of goods and communications,
sometimes even private ones, might fall under the pur-
view of a state police agency, the national military or
possibly both.

Fire protection is always a concern of any commu-
nity, here as well as on Zrth. It is generally provided
for by municipal authorities in £ropan cities and
towns through a small, permanent comparny of fire
fighters, including Heka practitioners, and aug-
mented by levied and volunteer citizens. Most large
municipalities rely not only upon magickal suppres-
sion of fires but they also have a considerable num-
ber of wagons which have water tanks and fairly
efficient force pumps. These vehicles are rushed to
the scene of afire, nozzled hoses attached, and then
teams of men work the pumps so as to provide a
stream of water to extinguish blazes. There are also
wagons with hoses and ladders to accompany the
water tankers.

Smaller communities have less equipment, but most
will have at least a minor practitioner available to assist

volunteers infirefighting.

In worst cases, a “bucket
brigade” is formed,
members forming a line
from water source tofire,
passing along buckets,
empty or full, to befilled
or emptied upon the fire
to extinguish it.

Municipalities now
tend to codify what sorts
of buildings can be con-
structed within their lim-
its, so that in theory, less
inflammable building
materials will be used,
i.e., brick and stone in-
stead of wood, tile or slate
roofs rather than thatch
or wooden shingles. Far
too frequently, such
codes are ignored, honored in the breach as it were.
However, again thanks to Heka, fires are generally less of
a problem on Zrth than on our own world, save where
there are no able practitioners available to combat a
conflagration of this sort, or where Heka is involved in the
blaze!

Public Works: Public works, whether of national, re-
gional, or community sort are tending towards a slightly
growing scope in Aropa. Without boring the reader
unduly by identifying the authority or authorities con-
cerned with any specific sort, here are the main categories
of constructions considered to be public works:

® Fortifications (forts, fortresses, arsenals, citadels,

etc.)

Signal stations

Highways and roads

Bridges and causeways

Lighthouses

Rivers (keeping them clear) and riverbanks (pre-
venting erosion)

Canals

Dams

Reservoirs

Aqueducts and water mains

Mines and tunnels

® Public granaries and storehouses.

Most, if not all, such works exist in all states of Zropa,
and certainly the most developed countries of the entire
Arth consider these and other works to be of public
concern and under governmental control at some level,
usually the uppermost.

Signal stations use semaphore and mirror towers to
transmit coded messages. Such device is used when the
matter is not important enough for Heka-engendered
communication. These are quite comimonly seen all over
western Aropa.
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Along with the development of wagon, coach, and
carriage technology to a state roughly equivalent to Earth
in the 19th century came the need to allow such im-
proved vehicles to travel easily and quickly over greater
distances. Thus, highways are sometimes paved, usually
gravelled; roads are generally well-maintained.

Naturally, such public works require a considerable degree of
attention. This commences with planning, followed by financ-
ing (including feudatory obligations), construction, supervision
and maintenance, policing, and overall administration. These
factors call for some bureaucracy, often considerable, and
various officials, ministers, etc.

M. Frangois was kind enough to guide me to a site in
which a tunnel for a ducal aqueduct was being dug in a
hillside near the village of Lorrez le Bocage. Knowing that
such work is typically both difficult and time-consuming
when done by hand, and learning of the schedule, |
assumed | would observe magickal operations there.
Instead, | saw a large gang of laborers divided into a
dozen-score teams. As two such groups began lateral
excavation on opposite sides of the hill through which the
tunnel was to be cut, the remaining 10 began to dig
vertical shafts, each such hole begun where a surveyor
had planted a stake. The spacing of these shafts was
exactly 110 feet apart, six to the furlong. The depth to
which they were excavated varied upon the elevation
from which they worked. Various machines were em-
ployed to loosen and remove soil from the shafts.

| was gladdened when rock was encountered, for then
a Heka practitioner was called upon to utilize some
Casting or other to deal with the obstruction. This oc-
curred many times. However, the spectacle was, to say
the least, disappointing. Neither great sights nor sounds
were evoked. After thelaying of the necessary magick, the
rock simply changed into a mucky material which was
thereafter pumped out of the shaft as if it were slurry from
a mine. Wooden shoring was put in place as these shafts
progressed downwards. Although | did not see it, M.
Frangois assured me that such supports would eventually
be replaced by masonry.

At the desired level, vertical excavation ceased, but
crews remained working at the bottoms of each and every
shaft. Now, however, they were laboring to dig lateral
tunnels, adits, to connect the many shafts with the
entrance and exit tunnel being excavated simultaneously
with their own work. In short, the many groups were used
50 as to maximize manpower input and minimize time of
construction. Alignment of the separate tunnels was quite
easy and accurate. In the resulting tunnel, engineers then
established abed with the desired slope, and the ductwork
was put in place. Maintenance of the whole would
thereafter be easy, for each shaft could be uncovered to
allow inspection of its point. Furthermore, surges of air or
water pressure resulting from storms or floods would be
vented off by means of these shafts.

Uniquely municipal public works are typically of the
following sorts:




Municipal buildings

Streets and alleys

Sewers

Waste shafts (sewage and rubbish)
Community walls and fortifications
Commons (greens, woodlands, and water).

Municipal arteries, long and paved, are tending to-
wards being made broader where possible, due to the
proliferation of wheeled vehicles which has come about
through the greater availability of asses and mules. Then
again, sanitation and safety concerns also promote this
gradual improvement.

However, no existing structure of sound sort is ever demol-
ished in order to make way for renovation of this sort. Indeed,
Aropans as a whole seem to appreciate and protect heritage
even as then embrace ideas which better their lives. By that, of
course, | speak of those segmentsinfluential in such matters, the
upper tiers of the freemen and the aristocracy.

The remainder of these are too self-evident to bear
discussion, save perhaps for the last named. Commons,
or public lands, are generally reserved for use to citizens
of the municipality. Their construction consists only of
clearing and/or fencing in most cases. Upkeep is another
matter. Rotation of use aside, gardens and pastures need
fertilization because of the heavy usage they are put to.
Likewise, reforestation must be undertaken or wood-
lands will be depleted in short order. Public water in this
case usually refers to that for livestock only, not for
human use. Often such places must be excavated,
dredged, embanked, etc.

Amenities: My survey comes last to what actually might
most interest the reader. That is, what facilities for recre-
ation and amusement are provided in the larger commu-
nities of Z£ropa? The list which follows will provide that
information. Note that | have made no distinction be-
tween such facilities which are provided by the municipal-
ity and which are privately owned concerns. The range of
recreational facilities includes the following:

® Baths and natatoriums
Cymnasiums
Parks and gardens
Menageries
Lists (outdoor exercise and weapons practise).

Amusement activities that are available consist of a
varying range of the following sort:

® Amphitheaters

® Hippodromes

® Carnival grounds (usually lists or commons pressed
into service)

® Plazas and public squares (individual entertainer’s
performance)

® Theaters

® Music halls

® Public houses.

Paris has no amphitheater, and the associated hippo-
drome is somewhat removed from the city’s walls. How-
ever, it has several carnival grounds, many public squares,
and a plethora of theaters, music and dance halls, and
public houses. Contrarily, the village of Lorrez le Bocage
has only a carnival ground, small plaza, and single public
house. It is necessary to say a few words about the latter,
public houses, for there are all manner of such establish-
ments.

The sort most commonly encountered is that which
offers both food and drink. A small percentage of these
also offer entertainment. There are places which provide
for eating only, restaurants, more or less, sans a bar, but
not necessarily restricted in regards to what sort of
beverages they offer. Again, a small percentage of such
places provide entertainment as well. Then there are tea
and coffee houses, usually providing light foodstuffs,
pastries, and desserts in addition to some narrow or broad
range of the drinks named. Last, and perhaps the most
commonly encountered public house, is that which pur-
veys only various alcoholic potables, i.e., beer, ale, wine,
brandy, whiskey, etc. A fair percentage of such establish-
ments offer entertainment regularly, on certain days, or
during special events.,

Some comment on entertainment is necessary. There
are all forms of entertainment offered. Harpers, singers,
musicians, dancers, mummers, mimes, players, jugglers,
acrobats, boxers, wrestlers, poets, and various slight-of-
hand artists and true Heka-practitioners to amaze and
amuse audiences. There are as well performing animals,
animal fights too staged for so-called amusement.

There are even less-savory entertainments, of course. |
refrain from detailing such places herein so as not to
offend the good nature of the readership. Suffice to say
that most larger cities have various dens of iniquity in
which virtually any form of depravity is available for a fee.

In conclusion, | urge the interested reader to see these
things for himself. Failing that, | recommend the perusal
of the many books written on the subjects | haveso lightly
touched upon herein. Because of hand-printing and
hand-binding, the cost of any book on Zrth, let alone
from it, is going to be somewhere on the order of 10 or
even 100 or more times greater than here. Therefore, |
recommend that the reader use a lending library rather
than attempt purchase. In particular, | suggest these
recently published excellent volumes as a starting point:

Engineering in Francia. Portier, Charles-Pepin. Rouen
986.

The Great Cities of £ropa. Frederick, Giles. Londun 990

Advances in Francian Public Works. Ministry of Public
Works. Paris 991.9
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Follow His Journey Beyond the Scope of Imagination!

A fantasy tour de force, the Mythus™ fantasy game has all the inventiveness of Gygax's earlier
works included in a game system that cannot be beaten for believability, flexibility and
playability. Not only will players venture across the face of Arth, they can also enter the
labyrinths which honeycomb that world-Subterranean Arth’s Shallowshadow, Midgloom, and
Deepdark—or journey to the hollow interior of the planet where ancient life forms still exist.
The Necropolis™ campaign scenario sweeps Heroic Personas across the dramatic landscapes
of Z£rth's most magickal kingdom, Z£gypt, in search of a lost tomb. After a pictuesque journey,
the action begins. Upon finding the ancient burial grounds of Gorge of Osiris, players
encounter evil in the guise of good—a dangerous madman and lurking demons—but the worst
is yet to come!

GDW

P.O. Box 1646
Bloomington, IL 61702-1646




Tropicon XI, Jan. 8-10,
1993, at the Palm Beach
Airport Holiday Inn, Palm
Beach, FL. Please contact
Tropicon XI, Box 70143,
Ft. Lauderdale, FL 33140.

Winter Fantasy Con-
vention, Jan. 8-10. Forin-
formation, contact Win-
ter Fantasy, RPGA Net-
work, PO Box 515, Lake
Geneva, W1 53147.

Arisia ‘93, Jan. 15-17
at the Boston Park Plaza
Hotel and Towers.

Winter Gamefest ‘93,
Jan. 22-24 at the South
Towne Mall Community
Centerin Sandy, UT. Con-
tact IGC, PO Box 512,
Roy, UT 84067-0-512.

Conventions

Warpcon I, Jan. 28-31 at the University College Cork, Ireland.

Warcon® ‘93, Feb. 5-7 in the Memorial Student Center,
Texas A&M University, College Station, TX. Please contact
MSC NOVA, Box 1, Memorial Student Center, Texas A&M,
College Station, TX 77844.

Life, the Universe and Everything XI, Feb. 10-13 at Brigham
Young University, Provo, UT. Contact 1993 Symposium,
3163 JKHB, Brigham Young University, Provo, UT 84602.

Genghis Con XIV, Feb. 12-14 at the Marriott Southeast in
Denver, CO. Contact the Denver Gamers Association, PO
Box 440058, Aurora, CO 80044.

Orccon 16, Feb. 12-15 at the LA Airport Hyatt Hotel. Contact
Strategicon, PO Box 3849, Torrance, CA 90510-3849.

DunDraCon XVII, Feb. 12-15 at the San Ramon Marriott, just
off 1-680, at the Bollinger Canyon exit, three miles north of the
I-580/1-680 interhange. Please contact DunDraCon, 1125
Nielson St., Albany, CA 94706.

SheVaCon ‘92, Feb. 19-21 at the Ingleside Resort Hotel,
Verona, VA. Contact SheVaCon, c/o Dave Davies, 300 Harrison
St., Lynchburg, VA 24504.

HurriCon, Feb. 26-26 at the Holiday Inn, Fort Walton Beach,
FL. Contact Steven Earl Yoder, ¢/o Bards Tales Book Shoppe,
109 D Racettack Road, Fort Walton Beach, FL 32547.

Jaxcon ‘93, Feb, 26-28 at the Radisson Inn at the Jackson-
ville International Airport in Jacksonville, FL. Please write to
Jaxcon, PO Box 4423, Jacksonville, FL 32201.

Total Convusion VI, Feb. 26-28 at the Best Western Royal
Plaza Hotel, 181 Boston Post Road, Marlborough, MA
01752. Contact The Total Convusion Convention, PO Box
1463, Worcester, MA 01607.

Continuity ll, Feb. 27-28 in Donahue Hall, Wheeling Jesuit
College, Wheeling, WV. Contact Bryan M. Sims, Box 144MC,
316 Washington Ave., Wheeling, WV 26003.

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

SFGA Games Day 93.1, March 6, Boca Raton, FL. Contact
John McConnell at (407) 547-3659:

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

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

Magnum Opus Con-8, April 14 at the Hyatt Regency in
Greenville, SC. Write to MOC-8, PO Box 6585, Athens, GA 30604.

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

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

Gamex ‘93, May 28-31 at the LA Airport Hyatt Hotel. For
more information, contact Strategicon, PO Box 3849, Tor-
rance, CA 90510-3849.

D-Cubed 1993, June 5-6 at the Pensacola Civic Center,
Pensacola, FL. Please contact AGI, Inc., PO Box 37186,
Pensacola, FL 32526-0186.

Origins ‘93, July 1-4 at the Tarrant County Convention
Center in Ft. Worth, TX. Write to GEMCO, PO Box 609,
Randallastown, MD 21133.

CowCon, July 2-5 at Sheraton Denver Tech Center, CO.
Write to CowCon/Westercon 46 Bid, 7735 Osceola St.,
Westminister, CO 80030.

GenCon ‘93, Aug. 19-22in Milwaukee, WI. Send aSASEto 1993
GenCon Game Fair, PO Box 756, Lake Geneva, Wl 53147.

Convention announcements cannot be included unless
received a minimum of four months in advance of the event.
Journeys is not responsible for errors in convention announce-
ments. Write to Journeys Conventions, Managing Editor, PO
Box 1646, Dept.], Bloomington, IL 61702-1646 USA.
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BRIGGS, SCOUT AHEAD '
AND SET UP THE MOTION DETECTOR.
GORDIE, STAY SHARP BACK—

NASSTY MORTAL! YOU PERSISSST IN
DAUNTING ME! TLL REND YOU LIMB FROM LIMB
AND SUCK THE MARROW FROM YOUR BONES!

STEP BACK
MR. DECOLE!

Copyright© 1992 Allen Nunis. All rights reserved.




Journeys accepts all gam-
ing-related classified ads, sub-
ject to the amount of space
available and good taste.
Journeys does reserve theright
to refuse any ad.

Journeys will not be held
liable for errors occuring in
advertisements. If you find an
errorin your ad, please senda
correctedversion to Journeys.

Classified ads are priced at
2¢ per word and run for at

leastoneissue, longer as space
permits. There is a 100-word
maximum, but all ads are
subject to editing. Please send
payment with typed ads.
Please send your classified

ads in care of: Editor in Chief,
Journeys Journal, PO Box
1646, Dept. |, Bloomington,

IL61701-1646.
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TORONTO TWILIGHT COMMUNICATIONS BBS. Specializing in RPGs on-
line as well as networked. RPG message bases. BBS # (416) 733-9012, Free

new user access. (3)

DESPERATELY seeking MegaTraveller playersin San Bernadino, CA. Contact
Doug, 215 W. 17th St., San Bernadino, CA 92405-4618. (3)

TRAVELLER PLAYER/FAN wanted four thoughts, materials and opinion
exchange. Contact Paolo Bertiglia, Corso Siracusa n. 198, c.a.p. 10137,
Torino, Italy. (3)

BBS RPG message network—ShadowNet. Looking for BBSes to join our
growing RPG net. QWK and Relay feeds available. Shadowrun, AD&D, etc.
games, as well as SF/fantasy discussion conferences. Call a main board to
apply and to get the number of amessage hub near your area. (HAT and V.32
available.) Main Eastern QWK HUB: (416) 733-9012 38400-8-N-1. Main
Western Relay HUB: (206) 742-7782 38400-8-N-1. Main Central QWK HUB:
(402) 734-2073 2400-8-N-1. (3)

LOOKING FOR gamers in southeast Nebraska, southwest lowa, northeast
Kansas or northwest Missouri. Preferred game system is Shadowrun, al-
though | also enjoy GURPS, Vampire and Dark Conspiracy. Also looking for
playtesters for adventures/sourcebook material for these systems. Benjamin
J. Rogers, RR 1, Box 1, Stella, NE 68442, (3)

PLAYERS INTERESTED in a Cyberpunk corporations PBM please write to Ross
Mackenzie, 3 Dunlin Close, Sandpipers Estate, Kingswinford, West Mid-
lands, United Kingdom DY6 8XP. Some knowledge of Cyberpunk 2.0.2.0. is
helpful but not essential. (3)

NEED PLAYERS in Michigan in the Macomb County, Rome or Washington
area. For Shadowrun, Cyberpunk, Rifts, AD&D, Star Wars, Cthulhu, Floating
Vagabond, Car Wars, Vampire, and many others. Contact Steve Matovski,
39504 Della Rosa, Sterling Heights, M| 48313, (2)

ATTENTION GMs in NE Ohio/western Pennsylvania area. New gaming
society is looking for experienced game masters for Call of Cthulhu, Chill,
MegaTraveller, AD&D, RuneQuest and others. Write to Bruce Jones, 1236
Robbins Ave., #2, Niles, OH 44446. (2)

GAMERS WANTED in Maryland. Players of Cyberpunk 2.0.2.0., Shadowrun,
Star Fleet Battles and other games please contact MD Gamers, 9984 Guilford
Road, Suite 102, Columbia, MD 20794-3931. And ask about our upcoming
BBS! (2)

PLAYERS WANTED! The Borderlands of Khataj is an open-ended, high-
complexity, GM-done FRP PBM game.Character racesinclude half-dwarves,
half-ogres, deep gnomes and more than 20 others. Extended turns for US
players. Contact Mailed Gauntlets, 189 First Ave., Toronto, Ontario, Canada
M4M 1X3. (2)

THE CITY OF BRADFORD Roleplayers Guild is a club for all ages. If you have
never roleplayed before, have become bored with boardgames, or would
like to contact other roleplayers, then get in touch. Contact The City of
Bradford Roleplayers Guild, c/o The Guildmaster of Administration, 54
Blackshaw Drive, Buttershaw, Bradford, West Yorkshire, England BD6 2AY.
@

FOR SALF

PRIVATE COLLECTION includes more than 2000 mint/excellent wargames,
magazines, RPG modules, IBM computer games. AH, SPI, GDW, 3W, FASA,
5JG, TSR, and other companies. Send large SASE to David Varner, 4322 Amos
Gates Dr., Omaha, NE 68123. (3)

1984-85 ISSUE of Challenge 25, a very rare issue. It is in new condition and
still in the packaging. Contact Shawn Lewis, Box 4492, Soldotna, Alaska
99669. (3)

LOOKING FOR GMs and referees who would like to assist in running games
for our convention: D-Cubed 1993, set for June 5-6 at the Pensacola Civic
Center, Pensacola, FL. Must have at least two years experience in the system
you're volunteering to run, and must be firm but compassionate toward
players. Write to GM Search, c/o AGI, PO Box 37186, Pensacola, FL 32526-
0186. (3)

BATTLETECH players: The Agents of Fortune Mercenary Guild is looking for
new blood to fill our roster and command positions in our exciting play by
mail Contact AFMG Recruiting, c/o Jim Domarad, 3730 S. Mill #]104,
Tempe, AZ 85282-4906. (3)

STAR TREK RPG: Are you a northwest Indiana Trekker who wants live
adventure as well as tabletop thrills? Then beam aboard the USS Ainsworth,
Indiana’s premier Star Trek club. Our ship is a chapter of the Intemational
Federation of Trekkers. For free information and application, send a large
SASE to the USS Ainsworth, Box 5292, Lake Station, IN 46405. (3)

STAR WARS RPG enthusiasts/players needed by intermediate GM in the Pitts-
burgh, PA area. Campaigning, adventuring in the Star Wars style. Contact Edgar
B. Schodde, PO Box 10142, Pittsburgh, PA 15232-0142 for details. (3)

OUT-OF-STOCK and out-of-print games, modules and magazines available at
original retail prices. Traveller, 120-series Twilight, 2300 AD, wargames and
much more. Contact GDW, PO Box 1646, Bloomington, IL 61702-1646. (3)

DUNGEON MASTER'’S HELPER. Sick of not remembering what all of your players’
attributes are, and what equipment and spells they have? This easy-to-run, IBM
program does it all for you. Unlimited number of characters and pertinent lists.
Contact Joemn Beer, 26175 NE Rawson Road, Brush Prairie, WA 98606. (3)

LARGE COLLECTION of AD&D and related materials. Includes a
large set of Dragon magazines. Must sell all. Will consider trades,
Send a SASE for list. Contact Daniel Casquilho, PO Box 2993, Bell
Gardens, CA 90201. (3)

USED RPGs/boardgames. Avalon Hill (old), Microquest from the fantasy trip,
Traveller, Car Wars (ADQ) and much more. For a complete list, contact Keith
Kail, 718 N. Whitney Ave., Cookeville, TN 38501. (3)

JTAS 6, 7, 8, 9, 10, 11 (very good condition), plus FASA Adventure-Class
Starships Vol. LIl (mint). Best offer. Contact John Kovalic, 4679 Goodland
Park Road, Madison, Wi 53711. (3)
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WARGAMES and supplements from the ‘70s and ‘80s. Many out-of-print
titles from Metagaming, SPI, TSR and Yaquinto. Molst in perfect or good
condition. Send SASE for list to Gary Kalin, 1026 Timberfield Drive, Ballwin,
MO 63021. (2)

TRAVELLER, Runequest, Rolemaster, Spacemaster, Shadowrun and GURPS
books and games for sale. Most in good condition. Send SASE to Kevin
Knight, 6520 US Highway 60 East, Henderson, KY 42420. (2)

ITEMS FOR BattleTech (Compendium, Technical Readout 3025, Mechwarrior
1st ed.) and Dark Conspiracy (rulebook, PC Booster Kit). Also Middle-Earth
boxed set. Contact Steve Matovski, 39504 Della Rosa, Sterling Heights, Mi
48313.(2)

A DE!

FANTASY AND TODAY RPG (AD&D, Power and Perils, Delta Force, Twilight:
2000 and much more to trade for SFRPG supplement, adventure and
magazine. For a list, send a SASE to Paolo Bertiglia, Corso Siracusa n. 198,
c.a.p. 10137, Torino, Italy. (3)

TSR TRADING CARDS, 1992 2. series. | have some original, closed packs to
offer. | will trade for any RPG or wargames material. Please make an offer per
pack. Arne Rassek, Berliner Str. 23, 3005 Hemmingen, 1 Germany. (3)

WANTED

OPERATION ARMAGEDDON, the Star Trek RPG mass starship combat system
by FASA. Will pay reasonable price. Contact Kenneth Minick, 2115 Price Ave.,
Belpre, OH 45714. (3)

OLD COPIES OF JTAS, Challenge, Travellers Digest, High Passage or any other
magazine or fanzine entirely devoted to Traveller. Also seeking old Traveller
material from GDW or other publisher. Send a list to Paolo Bertiglia, Corso
Siracusa n. 198, c.a.p. 10137, Torino, ltaly. (3)

DR. WHO RPG supplement called The Sontarans. Will buy or trade. Contact
Cary Layton, PO Box 416, Cape Girardeau, MO 63701. (3)

TWILIGHT: 2000 v.1 modules Armies of the Night, Going Home and RDF
Sourcebook. Will pay any reasonable price. T. Ropers, 400 W. Shawn Court,
Wheeling, IL 60090. (3)

DESPERATE for any Renegade Legion Centurion miniatures. Looking for all
classes of tanks, in any condition. Please send details and an offer to
Christopher King, 7331 Castleberg Court, Alexandria, VA 22310. (3)

VILANI & VARGR: I'll pay a good price for the book or for photocopies. James
Brusoe, 30 N. Orchard, Madison, Wl 53715. (3)

JTAS 4 and DGP’s Referee’s Kit. Contact John Kovalic, 4679 Goodland Park
Road, Madison, Wl 53711. (3)

TWILIGHT: 2000 1st edition products: Going Home, Pirates of the Vistula,
Ruins of Warsaw, Black Madonna, RDF Sourcebook, Armies of the Night.
Contact Dexter Davis, 924 East 48th 5St., Brooklyn, NY 11203. (3)

GAME SCIENCE rules of The Petal Throne, any rules supplements and
miniatures. Please send list with price and condition to David Peters, 5422
PineGlen Road, La Crescenta, CA 91214, (2)

BETA/VHS copy of 1979 Star Wars Christmas Special. Please contact Gotham
Highlanders, 120 Gorrion Ave., Ventura, CA 93004. (2)

CHALLENGE 36, 37, 40, 45, 46, 48, 57. | would prefer originals, but
photocopies will do. Also, any Striker 15mm miniatures. Any reasonable
price. Send details to Joe Boeke, 2520 Camino del Sol, Fullerton, CA 9263 3-
4825, (2)

25MM TRAVELLER miniatures from Grenadier. Prefer unpainted, but will
consider painted ifin good condition. Will trade duplicates of other Traveller
miniatures or old Traveller material, or will pay cash. | am expecially
interested in the following numbers (found on the bases): T-2, T-6, T-7, T-
10, T-12,T-15, T-27, T-29 through T-35, T-40, T-41 and (if they exist) T-47+.
Also, the boxed set of about 12 figures. Contact David Pildner, 3984
Massillon Road, Apt. D, Uniontown, OH 44685. (2)
4

FEANZIN|

SILVER GRIFFIN, a roleplaying magazine. Now in its third year and getting
better, this publication offers game reviews, book reviews, fiction, a super
hero universe that you can submit super heroes or super villains to and highly
detailed pencil half-tone covers. Don't delay, send $14 for a six month
subscription to Silver Griffin, PO Box 1751, St. Paul, MN 55101. (3)

r’

HORROR GAMING APAZINE seeks participants. Focus will be on Dark
Conspiracy, Call of Cthulhu, Vampire and Chill. Fiction and other games
accepted. Please contact Dan Snuffin, 3138 NW Overhulse Road #8,
Olympia, WA 98502. (3)

GET AFREE sample copy of The Gamer‘s Commection™. It's the newsletter for
roleplaying enthusiasts, covering all genres of gaming. Please write to TGC/
Free Offer, PO Box 278331, Sacramento, CA 95827-8331. (3)

ALLIANCE ADDRESS: The only known Star Wars roleplaying ‘zinein the galazy
needs subscribers and contributors. We are open for submissions and ideas.
Send a large SASE for information to Universe Publications, PO Box 10142,
Pittsburgh, PA 15232-0142. (3)

APART newsletter is free and covers a wide range of games and topics, with
computer game reviews, plus RPG artides and scenarios. Send your name and
address forafree copy. Weare also looking for submissions from authorsand artists
(unpaid). Write to David P. Kufner, PO Box 373, Barpt, HI 96862-373. (2)

NAME YOUR GAME ...
WE'LL GET IT ON THE WAY!

% Fast service

¥ Toll-free phone call
% Complete selection
¢ Free Buyer's Guide
% COD'S welcome

GAMES ON CALL - We Do Games Right!

CALL TODAY FOR YOUR
FREE BUYER'S GUIDE

1-800-658-9566
GAMES ON CALL™

1100 N. Town East Bivd #103
Mesquite, TX 75150

Foreign: 1-214-681-8506
Fax: 1-214-681-8521

- -
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Subscribe to
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Nitl and Grab Yal

science-

fiction

game

systems:
Torg™
GURPS®
2300 AD™ .
Star Wars® S \ i Sy .
Star Trek® e To receive your I"!r-sl issue of CHALLENGE free,
BattleTech® 3 3 \ \-.. send no money, just complete the coupon below.
Shadowrun™ =" '.’: o\ f Momet
Space: 1889™ - + 4 Address:
Megatraveller™ v RR ol T\l
Twilight: 2000™ A7 - = : City, State:
Call of Cthulhu® [\ e % te
Dark Conspiracy™ ;__rff;';‘i-# el = S ?T:.l}_h,;y - mip: —
Renédade Le ionTM 18 '-‘.} 3 s \ .‘5?' Complete coupon, or slend name, adc_lress, an§ sulia'sc:[xmn

g q G 7" request to GDW, PO Box 1646, Bloomington, IL 61702-1646

Cyberpunk 2.0.2'0'TM . ol 4 - " U.5.A. Or call (309) 452-3632 for more information.

And much more!




Imagine three distinct worlds, all of which you can immediately feel at home in. With GDW’s House
System, Twilight: 2000™ (and its alternate campaign, Merc: 2000™), Dark Conspiracy™, and Traveller®
The New Era are all under the same roof: If you know the rules for any one of these RPGs, you can play
them all. Yet they all have their own unique flavor, set in vastly different milieus.

TRAVELLER: THE NEW ERA

An infinite universe to explore! The Imperium, Humaniti's most
glorious regime, fell 70 years ago. Its vast area is ready to re-awaken
and is yours for the taking. What's new you ask? You've got self-
aware robots, clones, artificially intelligent starships, and an empire
to re-build.

But Traveller the New Era’s rules set is not limited to a specific
campaign background. Instead it sets you free to experiment with
different styles of play, different techniques, and different universes.

The oldest science-fiction roleplaying game is once again the best.
Traveller is back!! GDW: 0300

L aeter W Srolth Sy DARK CONSPIRACY
When an ancient, brooding
evil is released from its
dimensional prison, humanity’'s
worst nightmares come to life.
= What is the link between this
_———— eldritch, lurking horror and the
—  alien visitors from another star
. !.!l system? Set in the near future, the world of Dark Conspiracy

H k % 3, __; :: -]‘;—i is fraught with peril and challenge. Can you turn back the
v ? Y \%b forces of darkness? GDW: 2100

| TWILIGHT:
T : £7 ?ole?aymg . ‘) ()()TM :
T rstrgrd |,

TWILIGHT: 2000

The nuclear warheads finally flew—now what?
Choas reigns. Your last orders from command were,
“Good luck, you're on your own!”

Twilight: 2000 takes you into the devastation of
WWIIL. Battle warlords and legions of marauders bent
on dominating the survivors of the bomb. Search for
whatever technology can get you through the night.
Or just try to get home. GDW: 2000

Send for a free catalog. GDW, PO Box 1646, Bloomington, IL 61702-1646.



For more information contact your local hobby store or GDW P.0. Box 1646 Bloomington, IL 61702-1646
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