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The GREATEST science-fiction
game ever is poised on the
BRINK OF A NEW DAWN...
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Truly the beginning of
a New Era! TRAVELLER,
the world’s premier
science-fiction.game, is
back in an updated and
expanded version.
TRAVELLER: THE NEW
ERA offers more
opportunity for
exploration, heroism
and accomplishment
than ever before! Now
TRAVELLER is
compatible with
TWILIGHT: 2000™ and
DARK CONSPIRACY™!

Join us in April for the first step into a universe of infinite discovery.
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The City of Ascalon is a teeming port city, a setting of political intrigue and
swashbuckling high adventure. The city of Ascalon is a large seaport located on the
border of £gypt and Azir, at the junction of land trade routes from Azir and Afrik. 3}
Ships and caravans come to Ascalon from the far reaches of /rth, bearing a ;
thousand exotic cargos: gold, silks, precious stones, ebony, sandalwood, myrrh, fine -
wines, fruits, marble, slaves, ivory, furs, amber...the list is endless. k

Ascalon is a city of tremendous contrasts. Wealth and hedonistic opulence are )
found existing cheek-by-jowl with privation and grinding poverty. Tenements and :
mansions. temples and taverns, are mixed together in a jumble of essentially j

independent neighborhoods. Mystery, intrigue. and adventure await around every *
corner, . .

Gy Ghraavs Campaign Setting
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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 /Erth, they can also enter the

labyrinths which honeycomb that world-Subterranean /&rth’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 Zrth’'s most magickal kingdom, A£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 gopod—a dangerous madman and lurking demons—but the worst P O. Box 1646

; : .0.
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In all the letters and bulletin board queries I've answered,
the most popular question seems to be, “How do you figure
out personal Heka?” So that’s what I'll deal with this issue.

The first step when figuring out a persona’s Heka is to
determine whether or not the persona has vocational TRAIT
Heka. (Every vocation has a Vocational TRAIT—for
apotropaistsit’s Mental TRAIT, for a soldier it’s Physical TRAIT,
and for an astrologer it's Spiritual TRAIT, for example.) When
the persona is a Partial Practitioner—unable to fully channel
Heka—you roll 1D10. On a 1-9, the persona gets Vocational
TRAIT Heka, and on a 10 (0) the persona does not gain
Vocational TRAIT Heka.

In the case of a Full Practitioner, mage or priest, the
persona automatically gets Vocational TRAIT Heka.

Should the persona have Vocational TRAIT Heka, you then
get to find out if he has a second TRAIT in Heka. Roll 1D10
again. On a 1, the persona has two TRAITS in Heka, and on
2-10, he doesn’t. | recommend rolling for the higher of the
remaining two TRAITS, unless your referee says roll for the
lower.)

A mage-priest (or priest-mage) gets both Mental and
Spiritual TRAIT in Heka automatically. A mage or a priest
must roll for a second TRAIT in Heka normally.

If the persona has two TRAITS in Heka, you can now roll to
see if he has all three TRAITS contributing Heka. Ona 1D10
roll, a1 means the persona does and a 2+ means he doesn't.
All personas have to roll for a third TRAIT in Heka.

Once you’ve found out whether or not your game persona
has TRAIT Heka, you now get to find out how much Heka
your persona gets from Heka generating K/S Areas. Use the
Heka-generating K/S Areas chart (Mythus, page 276 and
Mythus Magick, page 8) to figure out K/S Area Heka, with
the following change: Wherever the notation “(att+att)”
appears, change it to read "'/z(att+att).” Also, make sure to
read the footnotes carefully. Magi, for instance, get
Dweomercraft (school) STEEP+Mental TRAIT instead of
Dweomercreaft (school}+Mental Mnemonic Category in
Heka for primary school.

Explanatory note: “/2(att+att)” means you use the aver-
age of the two ATTRIBUTES. (Yes, | know most of you are
aware what “'/2(att+att)” means, but somebody would ask
if | didn’t spell it out, so bear with me.)

Since I'mtalking about magick use, I'll go on to finding out
if your Heroic Persona is a Full Practitioner.

To be a mage, the HP must first have the dweomercrafter,
specific school Vocation and second have a Mental TRAIT of
101 or better. If both are true, you then roll against Mental
Mnemonic Capacity (MMCap) at DR “Hard.” If the roll is
successful, then the persona is a mage. For example, an HP
with the dweomercraefter, Gray Vocation, a Mental TRAIT of
101 and an MMCap of 19 would have a 19% chance to be
a Gray Mage.

To be a priest, the HP must take Priestcreeft, Specific Ethos,
and have a Spiritual TRAIT of 101 or better. If such is the case,
a check against Spiritual Metaphysical Capacity (SMCap) at
DR “Hard” is made to find out if the HP is a Full Practitioner
in Priestcreeft. An HP with Priestcraeft, Ethos of Shadowy
Darkness, a Spiritual TRAIT of 102, and an SMCap of 19
would have a 19% chance of being a Full Practitioner, for

instance.

In the case of a “dual
class” HP, the procedure
gets a tad more compli-
cated.

To be a mage-priest, the
persona must take the
dweomercraeft, school Vo-
cation, take the Priestcreeft
and Religion K/S Areas and
have a Mental TRAIT of
101+ and a Spiritual TRAIT
of 91+. If that is the case,
you then roll against the
lower of MMCap or
SMCap. In the case of a
Priest-Mage, the HP must
have the Priest, Specific
Ethos Vocation, a Spiritual
TRAIT of 101+ and a Men-
tal TRAIT of 91+, take the
Dweomercreeft and Magick
K/S Areas, and then suc-
ceed in a roll against the
lower of MMCap or
SMCap. In either case, the rolls are against DR “Hard.”

If you feel the above methods for determining Full Practice
are a bit restrictive, then all an HP needs for magedom or
priesthood would be the appropriate K/S Areas (Dweomer-
creeft and Magick for Magi, Priestcreeft and Religion for
priests), high enough Mental and/or Spiritual TRAIT, and a
low enough die roll. Using this method, a soldier with
Priestcreeft and Religion, and a Spiritual TRAIT of 101 or
better, could be a Full Practitioner with a low roll on 1D100
(an army chaplain, perhaps?).

Finally, let’s look at those Heka-generating K/S Areas that
supply Heka for limited use.

With the following exceptions, K/S Area Heka may be used
for any casting, Power and/or operation. In other words, if
your HP needs to use a Dweomercreeft, White Casting and has
only Astrology Heka left, then he can use Astrology Heka to
power a Dweomercreeft, White Casting.

The exceptions are: Astronomy K/S Area Heka can only be
used for Astrology Castings and operations. Musical Compo-
sition and Poetry/Lyrics K/S Area Heka can only be used for
Spellsongs Castings.

Before | close, Smithing/Welding does generate Heka. The
formula is: Smithing/Welding STEEP+'/2(PMPow+PNPow)=
K/S Area Heka. Smithing/Welding K/S Area Heka can only be
used for Heka-forging Castings and operations.

Well, that's it for this installment. Next issue I'll discuss the
corrections for the OPs’ Heka for the “Condemned as Galley
Slaves” adventure in the Mythus book. And maybe a few
other clarifications as well.

Keep the questions coming in.

By Alan Kellogg

You can send your Dangerous Journeys rules inquiries to Alan
Kellogg c/o GDW, PO Box 1646, Bloomington, IL 61702-1646.
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Here is some
special informa-
tionforgamemas-
ters which | am
most anxious for
those worthies to
share with play-
ers and utilize in
their campaigns.
As l've always
stressed, the ma-
terial in this col-
umn is by no
means confiden-
tial, let alone se-
3 cret. The goal of

improving and
enlivening the

many new Dan-
gerous Journeys

= MGRPG system
g, & campaigns is
nearer, but from

the tremendous response we‘ve had, it is clear that you want more!
More new rules, further details, greater quantification. | spoke with
Mr. Grumbold not long ago, and he passed along some comments
made to him by M. Marcelus Francois, Grumbold’s erstwhile
companion and guide in Francia. It seems that the actualities on
Arth are not accurately reflected in the game rules as regards to
the versatility of three special Knowledge/Skill Areas. Read on . . .

itcheraeft Jon't just for
Bad Guys Anymore

Why, one might well wonder, would a Heroic Persona not of
Evil persuasion—a decent and upright sort, not in the least
desirous of making a pact with some monstrous being from the
Netherrealms, let alone employing malign practices—have
knowledge and skill in sorcery and/or witchcraeft? What right-
thinking HP would have any truck with Necromancy?! All of that
is shocking to consider! Yet we have sages and wisewomen/
wisemen and even witch doctors possessing the Witchcreeft
K/S Area. Furthermore, any persona can acquire these abilities
at any time. What is going on? Now there are some other
seemingly malign K/S Areas which can be employed for Good.
Forinstance, we know that Conjuration is employed for many
benign and useful practices, and neutral ones as well, albeit it
is also the principal tool of the Evil sorcerer. Again, Demonology
is an aid in Exorcism, and likely useful in any general investiga-
tion of supernatural evil occurrences. Very well, is there any like
application of the three, seemingly offensive K/S Areas men-
tioned—Necromancy, Sorcery and Witchcreeft? Yes. The non-Evil
persona is able to employ the abilities held in these areas to fight
against the malign. The following rule applies:

e
.y

Counter-Necromancy, -Sorcery & -Witchcraft
To knowthe Necromancy, Sorceryand/or Witchcreeft Areais to
have the opportunity to identify such practice and possibly

6 Journeys 6

counter the practices involved. Here is how the counter-K/S
practice works:

The persona need never have used or actually be able to
employ Castings, Powers and other practices of the K/S Areain
question in order to manage identification and possible coun-
tering. The knowledgeable but nonpracticing persona can
employ the STEEP possessed in the Evil K/S Area by checking
against it as follows:

1. Identify use of the K/S Area: STEEP at base DR of “Easy.” Has
anecromancer (sorcerer or witch/warlock) been at work here?
If the check succeeds, then the persona will know for sure.

2. Identify specific practice within the K/S Area: STEEP at base DR
of “Moderate.” Was a Casting, Power or some other sort of action
employed by the offender? If not a Casting, the Power or other
activity can be identified by succeeding in the check. Otherwise...

3. Identify an Archetypical Casting employed from within the K/S
Area: STEEP at base DR as if the persona were actually using such
agrade of Casting. Ignore prohibitions regarding use above STEEP.
That is, one able otherwise to employ Castings of given a grade at
DR “Hard” can identify those above that grade by three steps, at
DRs of “Difficult,” “Very Difficult” and “Extreme” respectively. With
practice found, and a Casting indicated, pinpointing the exact one
requires a successful roll as indicated.

4. Negate an Archetypical Casting employed within the K/S
Area: There are two methods of attempting to accomplish this,
depending on the circumstances:

® |n the event that a Casting is active and operational, the
individual checks against his STEEP at base DR as if the persona
were actually using such a Casting, but at one grade higher
than the Casting in question is in actuality—Heka cost for
negation paid before check but at same grade as the Casting
is in actuality, however.

Theincreased DR hereis because thisisadifficultthing todo,
identifying and negating all in one, and at the same time
expending Heka to manage the negation. A Special Success
means that actual Heka extended was one grade below that of
the Casting negated.

® |n the event that the individual wishes to disjoin or negate a
Casting being employed prior to or at the moment of its activation
within the K/S Area, a K/S versus K/S contestis held. In addition,
the personaattempting todisjoin or negate the Evil practitioner’s
Casting must expend Heka asif for a Casting two grades higher
than the Evil Casting in question, such cost paid before the
K/S versus K/S contest takes place. However, the disjoining/
negation is attempted as if casting the grade of Casting in
question, not at the higher Heka point cost demanded, so the
task isn‘t impossible!

Here the persona is attempting something really difficult,
identification and countering of a Casting in progress. The
Heka cost reflects energy at play during the contest.

Victory: If the individual wins the K/S versus K/S contest:

Special Success indicates the Casting is disjoined/negated,
and the Evil practitioner suffers as much D10 damage as the
grade of Casting paid for by the individual who succeeded.
Damage is according to the nature of the Casting, Mental,
Physical or Spiritual—Physical if there is any doubt. For ex-
ample, a Grade IV Casting is disjoined/negated, and the non-
Evil persona so doing paid a Heka cost equal to Grade VI (125
points) to so do. The caster suffers 6D10 points of damage of

Dangerous Journeys
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some sort in addition to having his Casting attempt ruined and
losing the Heka employed for that purpose.

Success means that the Casting is disjoined/negated, and
the Evil practitioner suffers as much D3 damage as the grade
of Casting paid for by the individual who succeeded (i.e., 3D3
to 12D3). Damage is according to the nature of the Casting,
Mental, Physical or Spiritual—Physical if there is any doubt.

Defeat: If the Evil persona triumphs in the contest:

Special Success by the Evil practitioner means that his
Casting activated successfully at no Heka cost to the Evil
individual while the would-be disjoiner/negater suffers as
many points of Physical damage as he expended above the
normal cost for the activation of the Casting in question. For
example, the Grade IV Casting referred to above costs 75 Heka
points, and the Grade VI expenditure is 125. In this case, the
would-be disjoiner suffers 50 points of Physical damage in
losing the struggle.

Success by the Evil practitioner means his Casting activated
successfully at no Heka cost to the Evil individual. The would-be
disjoiner/negater suffers a Heka backlash of as much D6 Physical
damage as the activated Casting’s grade (i.e,, 1 to 9 or 10).

As you can see from the above, this can be risky business.

Examples

Now for some examples of these of the Counter Evil K/S use:
The mage, Lucan, possesses STEEP in all three Areas—Necro-
mancy (at57), Sorcery(at43) and Witchcreeft (at 33). Of course,
being right-minded, he would never utilize the actual abilities
of these dark, malign practices. He has studied them in order
to thwart those foul creatures who would stoop to such
wickedness. Someone has been brutally murdered, and there
are few clues, save that Heka was used. Lucas tries counter-
Sorcery. Was that K/S employed? His base chance of success is
41, and the rollismade at DR “Easy,” so there’sa 129% chance
of Success. Let’s assume that Necromancy was at work, though.
Lucan rolls a 12, which indicates Special Success. He knows that
Sorcery wasn't used, and the GM decides that he believes it was
indeed Nearomancy, for he has that K/S at 57 STEEP.

Lucan now tries to discover what sort of Necromancy
practice was employed—a Casting, Power or some other
thing. The DR is “Moderate” for this, so a score of 114 or less
is needed. The roll is 59, a Success. Lucan discovers that some
undead thing was involved, one sent by the persona employ-
ing Necromancy.

Later on, Lucan and his comrades track down the
nethercraefter-necromancerwhois guilty of the hideous crimes
they have been investigating. This malign foe has utilized a
Summon Deadspirits Spell, Grade VIl Casting to place deadly
spirits on guard in his stronghold for his protection. Lucan can
theoretically use Grade V Castings at DR “Hard.” As this is a
Grade VIl Casting, he must use a DR of “Very Difficult” to
identify it. Since 0.25x57 yields a 14, Lucan’s chance of success
is only 14%. He gives it a go, adding 2 JFs to help the process.
The GM considers. He could lower the DR to “Hard,” one step
easier for each Joss Factor, or he could allow a-10 per JF on the
dice score. He decides on the former, as he doesn’t want to
allow a big chance (score 01-21) for Special Success. The roll
is made, and the score is 52. Because the DR was considered
back at amere “Hard,” Lucan has succeeded, and he identifies
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the Casting and knows what is opposing his team (and the
good guys can counter those nasty things).

A bit later on they confront the villain—who of course has a
force of guards—and a major fight ensues. In the course of this
conflict, Lucan sees (via a successful Perception [Noticing] roll)
the vile foe doing something which seems likely to be involving
some Heka. Therefore, Lucan attempts to disjoin/negate this
activity. It turns out the nethercraefter-necromancer is using a
Necromancy Casting, Arowbones Charm, Grade lll, the mis-
siles to be directed at none other than Lucan. The Casting is
only Grade lll, which means that Lucan must pay Heka points
as if he were activating a Grade V Casting, so he expends 100
points, and the K/S vs. K/S contest begins.

Lucan is disjoining/negating as if casting at Grade I, the
actual grade of the Casting which it in question, so his DR is
“Easy,” and he has 171.

However, the Evil foe, the nethercraefter-necromancer, has
STEEP of 76, and his Casting is only Grade lll, so his DRis “Easy”
and a 228. The difference (171 minus 228) is a—47 in favor of
the bad guy! That means “Extreme” DR for Lucan, who must
then roll 17 or less, and “Easy” for the nethercraefter-necro-
mancer, who needs only a whopping 228—and to avoid
Failure on 99 or Special Failure with a 00 resuit.

Again Lucan expends his last 4 JFs to help himin this deadly
game. A pair go to mess up the Evil foe, while the other two are
used to obtain a better dice result for Lucan. The GM considers
alternatives, rules that the foe is in the midst of Casting
activation and is thus unable to himself expend Joss, and this
time allows a =20 on the result rolled for Lucan, a “Hard” DR
forthe nethercraefter-necromancer, so his chanceis back to 76.
Not bad, all things considered, and if it is a tie, then Lucan isin
big trouble. _

The dice roll for Lucan comes up 19, and that translates to
a Special Success! That for the bad guy must likewise be a
Special Success, or else. The roll is 33. A Success, but that isn’t
good enough. Special Success vs. Success equates to Success
and Failure. The Casting is disjoined/negated, and the
nethercraefter-necromancer suffers SD3 points of Physical
damage, because Lucan paid for a Grade V cost to countercast.

Let’s suppose that the result of the nethercraefter-
necromancer’s roll was a 91, a Failure. Then Lucan has man-
aged a Special Success, and not only disjoined/negated the
Arrowbones Charmbut delivered 5D10 rather than amere 5D3
points of Physical damage to the Evil foe.

Failure for Lucan is too gruesome to consider.

Conclusion

As can be seen from the above, there is a very good reason
for upright personas to know a whole /ot about the malign
practices in question. Identification and the foiling of their use
are strong and excellent motivations for acquiring knowledge
and skill to counter such Evil activities! However, unless the
persona has great STEEP, it is better not to attempt to actually
interfere with a bad guy through attempting to disjoin/negate.
A lot of Joss and plenty or real luck are in order in such cases.
If the HP doesn’t have greater ability than the EP, it's tough-
going indeed—but that’s as it should be. Q

©1993 Omega Helios Ltd. All rights reserved.
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This mystery adventure is setin the town of Beacon’s End, o
the southeast tip of Lyonnesse, butit can be placedinany small § !
town where there is a lighthouse and a port. Itis assumed that
the adventurers are just passing through, but they could be in
the town for almost any reason. The information is not &
presented in a linear fashion, which allows more freedom in

how the group progresses.

HISTORY’S MUSE 4
Beacon’s End is the best, most reliable lighthouse in the Five
Crowns, possiblyin all £ropa, and has been for over 100 years.
The town getsits name, not to mention its very existence, from 3
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the reliability and quality of the lighthouse, and the port which
has built up around it. Five generations, though, have not been
long enough for the town to grow to the status of city—itis still
a small port, and the lighthouse is used primarily as a naviga-
tional device to reach other, more important, ports. A single
family has cared for the tower since even before its reputation
spread, and that family was surnamed Beacon. The funds to
pay the keeper and maintain the lighthouse (as well as all others
in the Five Crowns) are taken from taxes levied to ships using
the kingdoms’ ports. The oldest son has traditionally become
keeper, and the other children have almost always gone on to
become important members of the town’s middle class.

Five generations back, the eldest son took over the light-
house upon his father’s death, and the second-born son went
to school to become a mage. This second son, &ron, discov-
ered that he had quite a talent for Elemental Magick, and
became a Full Practitioner Elementalist. There wasn’t much
market for an Elementalist in Beacon’s End, so he became an
adventurer and grew quite powerful. His older brother never
married and, when he died, it was left to Zron to become
keeper of the lighthouse. By this time, Zron was ready to retire
from the life of an adventurer, and he didn’t mind at all settling
down to the stable life of the keeper. But once a mage, always
amage, and 4&ron found a way to make use of his Heka skills
in his new position.

During the part of the winter season when no ships were
cominginto port, £ron cleared out thefire chamberon the top
of the lighthouse where a circle of 24 huge tallow candles were
enclosed in a large glass, Heka-forged to be fireproof. He
polished the granite floor and set to work to make the most
powerful, reliable source of light he could imagine. With a
Pentacle Wand of his own making, he created a permanent,
complex, inclusive Pentacle on the floor, but left it partially
covered so it would riot yet activate. He then rebuilt the glass
chamber around it and, as a final step before he set about his
real work, he covered the Pentacle with a couple inches of
water and removed all other obstacles. Not considering the
cruelty of his actions, Zron then summoned a Greater Fire
Elemental, who appeared within the chamber, bumed off the
water with his great heat, and found himself trapped in a
Pentacle.

When the shipping season resumed, the beacon from the
lighthouse was one of the brightest, most far-reaching beams
any sailor had ever seen (more than three leagues), and its
reputation spread, as well as rumors about its keeper. He was
known to have been a mage, even an adventurer, and the
beacon was obviously Heka-powered. Subsequent keepers
installed a clockwork mechanism to power arotating bull’s-eye
opening, making the beacon even more distinguishable from
any othervisible lights on shore, and occupied themselves with
caring for this mechanism, since they didn’t have much work
to do with the beaconitself, Except for £ron, no one ever knew
how the beacon was really powered, and, eventually, no one
cared. It became just a part of life in Beacon’s End.

WHO ARE THE PEOPLE IN YOUR NEIGHBORHOOD?
OPs likely to be important are described below. Some
statistics for minor characters are also included.
Adain Beacon: Adain is the current keeper of the lighthouse,
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and the town drunk. It is a testimony to the reliability of the
beacon that it continues to function under his care. It is also
testimony to the popular (and correct) assumption that it is
magick. Adain refuses to believe in Heka Castings beyond petty
and deceptive tricks. He has convinced himself that the beacon
is not magick, but simply the product of an ancestor’s ingenu-
ity, and he will argue this point violently with anyone who even
hints at the contrary. He has been in the constable’s cell many
times for attacking an unwitting visitor who remarked on the
“enchanted beacon.” He is 5’5", about 225 pounds, 27 years
old, has dark hair, a shaggy beard, and an affinity to slobbering
and screaming.

Adain’s delusions are not a result of stupidity, but of guilt.
Growing up, he and his siblings often played on the top floor
of the lighthouse (forbidden, of course, to touch the beacon
mechanism). He would sometimes go up alone, fascinated by
the light and heat, and try to catch a glimpse inside asit turned
in its circle. He must have had some of his ancestor’s gift for
working with the elements, because, not only could he look
safely into the beacon, but he could see the fiery shape of a
man, sometimes hunched down, head in its hands, sometimes
arms raised as if in pleading, and one time—the last time—
looking straight at the little boy, hands held out in a desperate
pleading.

The title “keeper” has taken on an ironic, accusing double-
meaningin Adain’s ears, and he has been driven to despairand
denial. In his own guilt, he began accusing anyone else he
could of any wrongdoing he could think of, and he has made
many enemies, especiallyamong those who wield Heka. It may
be that the action he will take in this story is an act of suicidal
despair, or possibly even of great courage—or both.

Rebecca Hearthman: Rebecca is Adain’s older sister. She
married the town’s innkeeper at 16, and since her husband'’s
death two years later, has run the Candle’s Call, the town’s only
inn (besides the rather disreputable ones by the docks). She is
29, about 5’3", and far too stubborn and confident for most
men to notice that sheis actually quite pretty. She haslong dark
hair which she keeps up in a bun, except at night, and which
she will not cut despite the trouble of keeping it, because her
late husband loved it so. Her inn is slowly gaining a reputation
equal to that of the lighthouse, both for food and comfort. She
has taken in anumberof orphansto help run the place (the only
people she said could be trusted) and has developed a skill at
throwing knives, which doesn’t suit a lady, but is quite useful
as a barkeep. She is usually treated as “one of the guys” and
would have it no otherway, but she has made sure to separate
her room enough from the rest of the inn so that only a few of
her adopted children can hear her crying sometimes at night.

Despite the pain of losing the one whom she deeply loved,
she is basically satisfied with her life (she says that pain is a part
of a full life), and there is only one thing she would change— .
herbrother, Adain. She doesn’t know whetherto pity him, hate
him or just ignore him, but she does know that he is no longer
allowedin herinn. When heisaround, fightsincrease exponen-
tially. He owes her a large sum of money, and this is not an
unknown fact, but she has so far not taken any drastic action
to collect.

She is, overall, a remarkable person. She is one of the few
literate people, maybe the only literate woman, in town, and
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makes sure that her children have this skill as well. She raised
her younger brother, Sebastian, after her parents died of the
same sickness as her husband (leaving the lighthouse to
Adain). She and Sebastian have an ongoing, equally matched
tournament of Fidchell, which they continue on his nightly
visits to the Candle’s Call—there are a number of Fidchell
boards in the inn, as it is a favorite among regulars, along with
darts for less intellectual competition. On top of it all, Rebecca
can do things with mutton that cause sailors’ mouths to water
from days out of port.

Sebastian Beacon: Sebastian, the youngest of the current
generation of Beacons, has set up shop in Beacon’s End as a
merchant. He is 21 years old, 5’11, has jet-black, wavy hair, a
smile that could melta polar cap, and a temper that could scare
atroll. He is very successful, very rich, very handsome and very
much the target of his brother’s jealousy. He despises Adain and
has no pity for him—only hatred. This could be seen as his only
fault besides his temper, except that many people don’t
consider hatred of the town drunk to be a vice.

His primary import is silk, supplied to all of the Five Crowns
and sometimes even to the mainland. His primary export is
Hekalite and celedonian wool. His roots as a merchant stem
from his days as a boy in his sister’sinn, where he was often sent
as a gopher or delivery boy by merchants staying there. He
started to develop his business sense immediately and this,
combined with his sister’s lessons in reading and writing, plus
the inheritance which he received upon turning 18, set himup
with the resources he needed to become the first merchant
based in Beacon'’s End, instead of just using it as a secondary
port. The town places its hopes in his business, and so does he.

Gerard “Smitty” Smith: Smitty is the town’s only smith—
blacksmith, silversmith, you name it, but if you don’t want to
go out of town to getit, you get it from Smitty. He isn’t the best
smith in the Isles, because he has had to spread his skill so
broadly, but he is still invaluable, not just because of his
accessibility, but because he is an accomplished Heka-forger.
He is jovial, friendly and generous, but very strict on his
apprentice. Smitty has an attractive daughter of about 16
(Kyriana), of whom he is quite overprotective because he has
trouble admitting she is growing up, and a wife (Elaine) who
is as overprotective of their daughter as he is because she iswell
aware that their daughter is growing up. Kyriana had taken to
talking to Adain, and Smitty has forbidden her to see him. He
and his wife are becoming quite concerned with her seeming
interestin Adain, and Smitty has even gone sofar asto threaten
him if he comes near their daughter again. This outstanding
threat is common knowledge in the town, as it was made in
broad daylight in front of his forge.

Kyriana Smith: Kyriana is the only person in town to show
any real kindness to Adain. Her parents’ suspicions are un-
founded, as sheis thoroughly smitten by his brother, Sebastian,
and the sentiment is not unrequited. She cannot understand,
though, how he can hate his own brother so, and she has set
out to find something good about Adain. In her conversations
with him, she can sense that he is horribly guilty about
something. Anyone who listens to him for even a few minutes
finds it obvious that he hates himself. She has sat and talked
with himmany an aftemoon infront of herfather’sforge, trying
to find out what makes him so guilty, and when her father
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forbade Adain to come around, she started going occasionally
to the lighthouse.

She hates the lighthouse—it is amazing how dark and dingy
itcan beinside aplace known foritslight. Thelast time she went
there, she found Adain on the top floor, screaming at the
beacon—until he saw the girl and turned his furious ravings on
her. She ran home, and, even though she knew he didn’t mean
what he said, she was crying miserably when she got to her
room. When her father found out where she had been, he
threatened Adain not to so much as look at his daughter again.

Darius Magus: Darius is the town “mage.” Heis not a Full
Practitioner, but has made a good living at supplying the
town with needed Castings, often cooperating with Smitty
to make items such as the town’s “witch lights.” He isasmall,
wiry man who either says nothing or repeats what he says
three or four times. Adain had been fond of standing outside
Darius’ shop, proclaiming the fraudulence and deception of
Heka-wielders, and has had to be removed by the constable
a number of times. Darius has even emerged from his shop,
wielding a Sceptre of Inferno, threatening to burn Adain to
a crisp if he doesn’t leave the legitimate customers alone.

Gawain Cuchucail: Gawain is the town constable, and he
is very good at it. He is retired from the King’s Army, and has
brought his military training to Beacon’s End’s small-town
guard. He isin his late fifties, in good shape, big, strong, and
a master Fidchell player. He taught Rebecca and Sebastian
how to play, and he is the only one in town who can beat
either of them (which he always does quite soundly). Gawain
is the nicest man you'll ever meet—unless you're a trouble-
maker. He is well aware of the trouble that Adain causes, but
doesn’t have time to deal with him, room in the jail to keep
him permanently, or sufficient reason to execute him. He has
often said that, if he weren’t the constable, he would take
care of Adain himself.

Simon: Simon is one of the orphans Rebecca has taken in.
He was living down at the docks and had picked up some
rough habits, but Rebecca usually works him too hard to
leave him any energy for violence. He is very vocal, when she
is not around, of his disdain for her lazy brother, and has said
that, if he had the means, he would “put that slob in his
place—sixfeet under.” He has also said that, having lived on
the street, if he didn’t have the means, he could steal it (he’s
quick to point out that he doesn’t do that any more—but he
could if he wanted to). He is in his mid-teens.

Elaine Smith: Smitty’s wife, equally ill-disposed toward
Adain, if less hostile, and more aware of their daughter’s age.

Henry: Smitty’s apprentice.

Sally, Richard, Harry and Ann: Other orphansin the inn,
ages9, 12, 13 and 14, respectively. They have heard Simon'’s
bragging.

Elizabeth: Adain’s servant (and his parents’ before him)
until she quit two years ago, due to his rantings and ravings.
He was never violent or even mean to her specifically, but she
couldn’t stand living in the same place with him. He would
wander around at night, drunk, saying things like, “You’re
notin there,” “l can’tlet you out” and “The fire is alive.” She
now works for Sebastian. She is a meek, old widow, very
reluctant to speak to anyone, and very loved by her em-
ployer, who has known her since he was born.
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THE GAME IS AFOOT

This section details exactly what the mystery is, who might
hire the characters or offer a reward and any other necessary
information for playing out the mystery.

Adain overheard some visiting travelers comment on “the
remarkable magickal lighthouse” as they walked into the
Candle’s Call. He followed them in, despite his sister’s forbid-
dance, and began yelling at them as coherently as a total drunk
can. “There’snomagickin thatlighthouse! You think ‘cause I'm
a drunk, | don’t know my own business? Ain‘t no magick
involved. My family don’t need no magick to run our light-
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house, never did. Simple ingenuity. I'm sick o’ you outsiders
walkin’ into town, pretendin’ you know everything. Locals ‘re
bad enough..."” and so on. He was promptly kicked out, but on
his way out he yelled, “I'll prove it, once and for all, there ain’t
no magick in my lighthouse!”

Adain then preceded to the lighthouse in a stumbling fury,
and went straight to the top floor—the beacon’s chamber—
pausing only to pass out once and to grab a wooden chair on
the way up. When he got to the top, he broke the glass
surrounding the chamber (and the Pentacle), and the shatter-
ing glass broke the Pentacle. The Elemental was freed.
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Overa century of captivity had driven thefire Elemental mad
with rage. He had watched the children play on the floor
outside his prison and recognized this man as the one who saw
him. The one who would come up (drunk) and yell at him,
“You're notin there. Nobody’s in there. There’s no magick.” Al
that was left of Adain (and the chair) was a pile of ash.

The Elemental ran down through and out of the lighthouse,
and set out across the sandy terrain toward the nearest place
he could sense his element—the embers of the blacksmith’s
forge on the edge of town. He moved slowly, overcome with
confusion and terror and freedom, but with rage more than
anything.

The blacksmith’sforge (and home)is located near the beach,
for easy access to water for cooling. The Elemental therefore
only had to cross over the sandy beach and through the
scorched working room, and crawl into the forge, leaving no
discernible marks except for chunks of sand his feet had fused
into glass.

Sebastian is expecting a major shipment on the night after
the next. Darius has determined that a great storm will begin
that evening. If the beacon is not up at full strength, the
shipment, and possibly the lives of many seaman, will be lost.

Suspects:For reasons apparent if you read their histories,
Sebastian, Smitty, Darius, Gawain and Simon all have good
motives to kill Adain, and no concrete alibis (even people they
were with were asleep). Of course, unless someone magickally
detects that the pile of ashes is Adain, he will be thought to be
missing. When the murder is realized, Gawain will accuse
Sebastian, and Sebastian will quickly accuse Gawain right back,
recalling his wish to take care of Adain himself. Everyone else
in town will have their own opinions, and the HPs will easily
hear the rest of the suspects accused if they ask around.

Problem:The HPs have two mysteries to solve: Who killed
Adain and how did the beacon work? The most urgent
problem is getting the beacon back up to full strength. There
is a moral dilemma in recapturing the Elemental (along with
the problem of simply getting him back up there). His insanity
can be cured by any castings which would cure itin a human,
and he is a reasonable, intelligent being if so cured. Smitty,
being an excellent Heka-forger, does know the Permanency
Casting, but finding a Casting which will produce the same
light as the Elemental did would be difficult. Remember, also,
that the increasing wind and rain atop the lighthouse will make
Castings more difficult as the storm increases through the
evening, and will make fire-building near impossible ( a Fire
Building roll is “Very Hard” at the beginning of the evening,
“Extreme” by night, one level lower to keep a built fire
burning). Anything the HPs can devise within their own means
and mores will suffice—the main point s to get the ships safely
into port.

SCHEDULE OF EVENTS
The following is the general order in which the main
events will occur unless their order is altered.

First Day
® Early Morning: Adain harasses the travelers, breaks the
beacon, and frees the Elemental. The Elemental kills Adain and
hides in the blacksmith’s forge.
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® Adain does not show up in town, which he usually does
during the day.

® Night: The beacon is not on. Sebastian comes to theinn (as
he usually does) and complains to Rebecca, “Our stupid
brother has the beacon closed, and it’s a good thing there are
no ships coming in tonight. I’'m going over to see him in the
morning and make sure this never happens again.

Second Day

® Morning: Sebastian goes to see his brother and discovers
the beacon broken. He puts out a reward for the capture of his
brother, posting notices and sending out the town cryer with
this message: “Reward for the capture and return of Adain
Beacon, who in spite and avarice sabotaged the beacon of the
lighthouse, as he has sabotaged and maligned the name
Beacon for yearsin his drunken insolence. To the manwho can
capture and return this scoundrel to justice goes 100 pieces of
silver, and to the man who can restore the beacon, to its full
strength, before the shipment arrives on the morrow’s night,
there goes 300 pieces of silver for the rescue of innocent
seamen and the salvage of their cargo.” If the HPs are repu-
table, he might hire them directly.

® Afternoon: The Elemental sees Rebecca, who goes to the
blacksmith on business, and recognizes her. He talks to the fire
in the forge, and finds out that she is at a place where Kyriana
goes at night. The blacksmith notices that the forge is burning
awfully hot, and he scolds Henry for it.

® Evening: The Elemental follows Kyriana to the inn, leaving
the same glass chunks in the sandy terrain on the outskirts of
town,and crawls into the inn’s hearth through a door on the
outside used for cleaning. Inside, Sebastian has an argument
with Kyriana about Adain, and then with Rebecca about his
reward notice being too harsh. ’

® Night: The Elemental burns down the inn. The fire startsin
the hearth and the kitchen, so it is noticed soon enough for
everyone to get out quickly (the characters were the only
overnight guests, because there are no ships in dock and no
other travelers). The fire seems by all evidence to have started
because too hot a fire was left buming in the hearth overnight.
Ann is absolutely sure she remembers checking the fire before
she went to bed. The Elemental returns to the forge.

Third Day

® The HPs are offered a place to stay in Sebastian’s home,
where they get a chance to talk to Elizabeth.

® The blacksmithisfurious at Henry because thefireis too hot
again—so hot it even melts some of what he’s working on.

e Afternoon: The dark clouds and ominous rumblings of the
incoming storm begin.

® Early Evening(Before Sunset): If the Elemental has not been
discovered, Sebastian will go visit Kyriana, whoisin herfather’s
workshop. When the Elemental sees him, he will lose all control
and flare up, setting the forge and workshop on fire. He will
then attack Sebastian and set out to find Rebecca, who will be
on her way to the forge when she hears that there is a fire. It
begins to rain, causing enraging pain, but no real damage, to
the fire Elemental.

e Night: The shipment arrives, amidst wind and rain, and
only the brightest lighthouse in the land will be good enough
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to get it safely aport. The increasing wind and rain will dispel
the Elemental if he is not inside and has not been destroyed.

GET A CLUE

This section contains various information, from things to
events to relationships, which will enable the characters to
solve the mystery.

® |t doesn't take a psychologist to figure out that Adain was
guilty over something, and that is what drove him to drink.
After talking to the townspeople, especially Kyriana, the HPs
should be able to figure out that something was eating at
Adain’s conscience and that it had something to do with the
beacon.

® There is a big Pentacle inside the shattered beacon (it could
have contained only Heka energy foralight, though, soitis not
an immediate giveaway).

® One of the two piles of ashes by the broken beacon, if
magickally inspected, will prove to be the remains of the
incinerated Adain (the other was a chair). Noticing the two
piles of ashes, separate from the rest of the wreckage, is a
“Hard"” Perception roll.

® Rebecca knows that there was a mage a few generations
back in the family. She’s never really stopped and thought
about the origins of the magick beacon, but if she did, she
would probably assume that the mage had something to do
withit. She hasin her possession a detailed record of the family
genealogy, up to her parent’s generation, which the oldest
daughter always inherits and updates. She hasn’t managed to
get around to reading it, much less updating it (she’s been
afraid of what she’d have to write about Adain), but she’d be
glad to let the HPs look. It contains detailed information about
every member back to the first keeper (five generations before
/ron), including Aron’s status asan accomplished Elementalist.

® Sebastian has in his possession the Pentacle Wand , which
has been passed down as an heirloom, and which he took
possession of because Adain was too irresponsible. They call it
“the sceptre,” and nobody really knows what it’s for, but the
fathers used to make a big deal out of givingit to theirsons, and
Sebastian treasuresitasa memory of hisfather. He is aware that
it is probably magickal.

® Where the Elemental walked from the lighthouse to the
forge, he left chunks of glass his feet had fused from the sand.
It is a “Moderate” Tracking roll to notice the glass if the
characters are looking to track someone away from the light-
house, and a “Hard" Perception roll if they just walk back and
forth to the light house (then an “Easy” Tracking roll to follow
it to the forge). Remember, the Elemental did not leave any
footprints in the forge area because it is already scarred with
burn marks. The granite surface of the lighthouse and its
interior stairs were not marked because the Elemental ran out
and did not make enough contact to leave any burn marks
(except where he incinerated Adain and the chair) He walked
slower to the forge because by then he was confused more
than frightened.

® Elizabeth has stories to tell about Adain’s ravings, and if the
HPs haven’t already talked to her, they will get a chance to hear
her account of life with Adain when Sebastian puts them up
after the fire.

® Henry, who went out to light the forge on the mornings of
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the second and third days, noticed that it was already lit, but
assumed someone else had lit it).

® Smitty’sforge is continually overheating from the Elemental’s
presence (if the HPs visit Smitty, they will hear him scolding
Henry for it).

PERFECT FIT

Below are hints on how to fit the adventure into existing
campaign or formats.

If you are running a detective campaign, this adventure
would fit in perfectly. Give Gawain a magick item which lets
him detect the ashes as Adain’s, and the HPs could be hired by
Sebastian to clear his name of the murder, figure out how tofix
the beacon, and determine if there is a connection.

If you want to start a detective campaign, this would be an
excellentwayfor the HPs to begin establishing their reputation.
It could also be a starting point for characters setting off to
become merchants or explorers, as it would provide a good
base of operations and some good contacts. The shipment
they (hopefully) save could even be setting off on some
dangerous journey and may welcome the HPs as hirelings or
comrades.

The HPs could also have been sent to town by officials
interested in the maintenance or documentation of the light-
house. This would give the HPs an official, sanctioned status in
involving themselves in the affair (and they could be the visitors
Adain yells at). Q

For backgroundinformation on lighthouses, see “Lighthouses of
Arth” by Eric Vance Curl in this issue.
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By Eric Vance Curl

The following is a letter written to the
emperor of Nippon from a servant who
was sent to the West in order to inves-
tigate the use of lighthouses. As Nippon
is an island empire, its rulers were very
interested when they discovered the
phenomenon of the lighthouse. They
do not have what we would consider a
navy, because no one else in their cor-
ner of 4rth does either, and all fighting
is done on land. They do need reliable
means of navigation, though, since
many of their islands are small or re-
mote, and many even smaller islands
can prove a bane to navigation. We
have printed this letter because we
think it will be of interest to those
curious about geography, seafaring or
even cultural relations on Arth.

To the Great Emperor, may his life
and reign last through the ages, from
his humble and gracious servant,
Tanaka Masahiro:

It is my deepest wish that this
correspondence finds you in the best
of health, and your family as prosper-
ousand growing as yourempire. lam
well and have found great interest in
the lands of the West, although llong
for the island of my home and my
family.

I have nearly completed my task of
documenting the use of lighthouses
in the West, as you assigned, so that
you and the Shogun can consider
their use in Nippon. Itis my humble
opinion that we will be able to make
great use of this navigational aid in
our own shipping and, with the re-
sults of my humble research and the
excellence of our engineers, it will
require minimal contact with the
West. Even as this letter travels the
seas to your hand, Great Ruler, I will
begin to formulate my recommen-

dations for which type of lighthouses
we should build and where to place
them. My purpose in this letter is to
inform you of my discoveries and of
how the West has made use of the
lighthouses they have built, so that
you, in your wisdom, can begin to
consider the information and share it
with the Shogun.

Pharos,

the Patriarch of Beacons

My account of lighthouses must
begin with the first and greatest of
lighthouses, which is in the land of
magick, the mysteriousland of £gypt.
It is named Pharos, and it is to be
found on a small island which gives it
its name located on the western en-
trance to the harbor of the fabulous
city of Alexandria. The idea of build-
ing a fire on a high place to give a
beacon to seagoing vessels is an an-
cient one and, indeed, ancient sailors
here in the West often used the fire
and smoke of volcanoes such as the

great mountains in our land to guide

o, But Pharos is the first known
Noalladitaedlt specifically for the pur-
e felielVle[fiteps beacon light for

has outlasted empires and know
edge, and it still stands to lend its
beacon, much as the royal house of
Nippon. It was designed by a man
named Sostratus from a place called
Cnidos located somewhere in what
the westerners call Middle Azir (why,
| do not know, since this land is lo-
cated on the far west of Azir, so as to
nearly adjoin with Afrik). He must
have been a man of great ingenuity,
but very little is known about him, as,
indeed very little is known about his
tower.

The Agyptianswho know anything
of Pharosare very secretive with infor-
mation about the tower, and those
who do not know anything are nearly
as secretive with theirlack of informa-
tion. It seems there is more to this
tower than a beacon for ships, and
rumors abound. One rumor is cer-
tain, especially in /&gypt, that the




light at the top of the tower comes from no ordinary fire.
Although it is assumed that the beacon was originally pro-
duced by a great bonfire, kept burning by the labor of slaves,
this arrangement is unlikely now, seeing as no one is ever
actually seen entering or leaving the tower. Accounts range
from tales of a mages’ school (not unlikely in that land), to an
exiled deity (unlikely in any land), to a hermit granted eternal
life in exchange for seeing to the beacon. Adding to the
mystery of Pharos is the fact that in recent history it withstood
an earthquake. This is sometimes attributed to the skill of its
legendary builder, and sometimes to one of the various rumors
in circulation, but either way, it only served to strengthen the
reputation of Pharos. All things considered, | learned little and
much about the use of lighthouses from the patriarch of
beacons—little about how to run or build one, but much about
its importance.

Roman Lighthouses

Whereas Pharos came from the ingenuity of the Hellens,
during their expansive but short-lived empire, the majority of
the ancient lighthouses | have encountered were built by the
Romans (both of these while the decadent and idle empire of
Atlantl sat by and milked the greatness of ingenious whelps—
indeed, Ifind no evidence of ancient beacons built by these first
of the seafarers). The Romanswere (and are) a practical people,
and they were not as inclined to the use of Heka in the building
of their empire. But they did build solid and dependable
structures, and began the development of the lighthouse as an
important navigational aid.

There most well known lighthouses were a pair, built on
either side of the Avillonian Channel—a hazardous but vital
passage. The tower on the Albionian side was erected in Dover,
and on the Francian side, in Boulogne-Sur-Merin. They were
built during Rome’s reconquest of Avillon, during the height of
[ulPdentian Empire, nearly 1000 years before its fall. All that
RN iR ower at Dover is ruins, but the tower in Francia
NIINER I NAWENezed right before the fall of Atlantl. The
practicality of the Roman EmMpPiSie et MR G
towers, in that they were built atop hiG ™e[[{RReRIsF: M)
though the actual structure is a mere 80 feel; “alga (e l]
actually stands 400 feet high. The beacon functions thro®aly

(although replacing candles, feeding fires and carrying wolsl]
to the tops of towers are considerable difficulties as well).
The largest of Roman lighthouses is appropriately located at
Portus, the port of Rome. It was built during the decline of the
unified Roman Empire (only a few years after the pair on the
Avillonian Channel were built), during the decadence of those
whom they undeservingly called emperor . Indeed, in front of
towers at both Francia and Portus, the reigning emperor had

a statue of his own countenance erected—a tribute to their
vanity. Other Roman and Italic lighthouse locations include
Leghorn, where stands a stone tower 165 feet high; Ostia,
where a tower was erected between breakwaters shortly after
the harbor was dredged and constructed, in order to mark its
entrance; and Messina, Sicily (which, like Avillon and Francia,
is no longer a Roman province), where the volcano Mt. Etna
assists the beacon in its duty to mark the harbor.

Beacon’s End: Most Intriguing of Lighthouses

As is evident, the Italics are still among the most prevalent
builders of lighthouses, but they are joined by most seafaring
or harbor dependent countries, such as Francia, Saxony, the
nations of Gallia and Iberia, and the kingdoms of the Five
Crowns of Avillon.

It was in Avillon that | encountered the most intriguing of
lighthouses. It is located on the southeast corner of the Island
of Lyonnesse, in a town called Beacon’s End. Whereas Pharos
tookitsnamefromitslocation, the town of Beacon’s End seems
to have taken its name from its position near the lighthouse.
Indeed, not only its name, but the town’s very existence, seem
to be a result of the lighthouse. The inhabitants of this town
were much less secretive with their information, but unfortu-
nately, no one seemed to know anything that wasn’t based on
rumor. And of rumors, there were plenty. There were more
rumors of the lighthouse in this little town than there were
people, | think, and if your humble servant were not in service
of the Emperor himself and the Shogun who serves him, |
would have wearied greatly of the task of sorting them out.
One thing is certain, though, for even if | only heard tell of itin
rumor, such rumors would not all agree so well if the point of
their agreement were not a truth: The lighthouse is magick—
possibly a great magick and certainly a secret one. The similari-
ties to Pharos seem great, but | would say the magick is in the
lighthouse at Beacon'’s End, and not in those who run it, and the
secrecy seems more a result of ignorance than conspiracy.

The purpose of this lighthouse originally was not to mark a
port, but to'give a reference for navigation, much the same as
the twin towers further up the Avillonian Channel. Its impor-
tancein navigation is twofold: Firstisits location at the west side
of the entrance to the perilous Avillonian Channel, and second
its visibility to those traveling along the southern coast of
BYelala 340 the port at Shellot, for there are many dangerous
e Il s am\vinds and storms. But, in what seems a
particular occurrence, a pOrdatEyelteliiaRv e:1{e10]aTo KM (oI M1 sF:13
come among seafarers to be calideRipaNaaleMi[F:]ol=R1alo!

likes of which | have seen nowhere else. This was done becaust
there is another lighthouse further west on the southern shore,
and sailors lost in a storm often confused the two beacons, and
even other fires and lights on shore. When one beam rotates,
though, it is distinguishable from all other lights.
ge tower itself is not remarkable. It is only a little over 100
nd a dwelling for the keeper stands near it. It is
[IEuElEE ek e brilliance and clarity of the beacon—which
(@R ol BT R (el [FTsres out to sea—and not for the structure
(S ETofslieE:Teatle kgl 0, for does it not make sense to talk
(CRGIE GRG0 learn about the lighthouse
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Characters for “Elemental, My Dear Man”
By Gabe Usadel hekeeps? It stood near the shore of asandy beach (whichis also

&y . — unusual, since most lighthouses are on rocky outcroppings or
Rebecca Hearthan Sebastian Beacon practically in the sea themselves), and as | neared, even in the
3 Ay light of day, | could see a light—as near to the light of the sun
herself as | have seen—turning atop the tower. | knocked at the
door of the house, and a drunkard, not even bothering to open
the door, put his head out a window and asked me what |
desired. Taking him to be an unruly servant, | asked to see his
master, the keeper of the beacon. Imagine, great ruler, my
shame to discover that he was the keeper. | then understood
one of the things I heard in town, “The beacon must be magick,
if it still works while he’s the keeper.” | wished him good health
and his family prosperity, and he did not respond, not even
with one of their simple good days, and seemed to just wait for
me to continue. | had no more than said, “I wish to inquire as
to the workings of your fabulous and magick lighthouse” when
he broke into a fury. “There is no magick!!” he screamed, then
slammed the window shut. | never was able to find out more
about this lighthouse, and | regret the loss of the knowledge.
| thank the gods, though, that the rest of my quest was more
successful.

Common Traits

I learned that certain traits were shared by most all light-
houses. Most all of the structures | came in contact with were
solid stone masonry towers, which we are quite capable of
building.

The beacons are produced one of three ways: wood or coal
fire, which also produced a column of smoke for guidance in
daylight; a large amount of candles, often with reflecting
devices to concentrate the light; or oil lamps. Due to the fact
that the lighthouses are located in areas in which they will be
subject to highly corrosive elements (spray, saltwater, wind,
etc.) their construction often makes extensive use of the metal
bronze. Also, the towers are often in highly secluded areas.

Thislast quality proves to make some of the greatest difficulty
in the construction and maintenance of lighthouses, but their
seclusion can also be a strong point. | encountered a number
of beacons which were adjoined to a monastery, providing a
secluded place as well as a needed occupation for the religious
communities. A number of hermits found residence in light-
houses, as well as retired military officers, looking to end their
livesin peace, but still near the sea. (Much of the warfarein the
West happens in the water, on boats, and although it is a
strange way to fight, there are many honorable warriors, well
trained in the art of combat at sea—this is possibly one reason
why they have put such effort into developing the use of
beacons in the West.)

This was a wise quest, my Emperor, and it has proved afertile
ground for the bettering of the empire. You were wise in
sending your servanton this mission, and your Shogun shrewd
toadviseit. | am eager to share my recommendations with you
in person. Until | am once again with my Emperor and my
family, | wish you health and wisdom.

Your humble servant, Tanaka Masahiro Q

For an adventure utilizing this information on lighthouses, see
“Elemental, My Dear Man” by Eric Vance Curl and Ryan McRae in
this issue.
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Articles may be no more than 4000 words in lengthunless previously approved by the editor. All articles are subject to editing.
Unsolicited manuscripts and art become the property of GDW and cannot be refurned unless accompanied by a large SASE.
GDW is not responsible for articles lost in the mail. Never send your only copy of an article, diagram or illustration.

Status: You will normally be notified within 90 days of your article's acceptance, rejection or need for a rewrite. If you have
not heard from us within 90 days, you may inquire in writing. Accepted articles are placed in a stockpile to be used as needed.
Authors are not allowed to submit changes to an article once the article has been accepted, except under the most extreme
circumstances. Journeys may without penalty release its claim to previously accepted articles.

Payment: Journeys pays 2¢ per word upon publication (not upon acceptance). You will be paid for the number of words
published, not the number of words submitted. If a submission is a collaboration, we need to know who gets what portion of
the payment. Payment is for all rights, unless other arrangements have been negotiated in advance. You will not be notified
of which issue your article will appear in, but will receive your payment and a complimentary copy about 60 days after the issue
is released. Do not callto check onthe status of your payment until at least 90 days after the publication of your article. Payment
will not be made unless we have your social security number (foreign contributions are not subject to this restriction).

Format: All manuscripts must be typed, double-spaced, on standard-sized white or off-white paper. Staple each article
separately. The first page must containthe author’s name, address and social security number, as well as the title of the article,
the game it refers to, the publisher of that game and a word count. Each page must be numbered and contain the author’s
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Articles use three levels of headings (refer to past issues for examples). The first level is the article title. Next, any divisions
within the article need section headings, which are all caps on their own line (like Subject Matter, below). Any further divisions
within a section need subsection headings, which are upper and lower case, followed by a colon and text (like Format, above).

References: Always include clear, precise sketches of maps, diagrams or pieces of equipment for artist reference. If you
send photocopies for artist reference, always indicate the original source or publication. If your article includes tables, send
aprintout of each table the way it should appear. Always send a copy of your technical design spreadsheets, if applicable. Also,
please include a bibliography of your sources, especially with historical or geographical submissions. Mark both technical
design sheets and bibliographies “for reference only.”

Computers: Submissions ondisk are encouraged and will expedite the publication process. Send disks in a suitable mailer,
along with a printed copy. Disks will not be returned unless accompanied by a self-addressed, stamped disk mailer. Always
keep all printer commands, page numbering and so on out of the text. We are able to take submissions only from Apple
Macintosh, IBM PC and compatibles. Apple Macintosh files may be saved only as ASCI| text, MacWrite or MS Word files. IBM
PC and compatible files must be MS-DOS and must be saved as ASCII text.
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FAX: FAX submissions must be sent after 6 p.m. CST. FAX submissions of more than 20 pages must have prior approval.
Disk/hardcopy submissions are preferred (see Computers, above).
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Journeys genre, GURPS, the Hero System, Torg, Amber, Dream Park, Rolemaster, Stormbringer, TimeLords and other
games, as well as cross-genre articles and some few pieces of general interest. (We will not provide coverage for any products
produced by or licensed to Palladium Books, at the request of Palladium Books.)
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GM's notes should give hints to GMs on how to increase interest in the game, make their life easier or spark their imagination.
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Art: Artists may send copies of their art portfolio to the Journeys art director. Never send an original or your only copy.

If you have any questions, send them with a SASE to:
Michelle Sturgeon, Managing Editor, Journeys Journal, PO Box 1646, Bloomington, IL 61702-1646 USA.
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We were again
somewhat sur-
prised to find an-
other envelope
from this author
in our mail. How-
ever, upon read-
ing its content, it
seemed a natural
companion to his
information re-
garding a manor.
To be certain,
however, we re-
quested Gary Gy-
gax to examine
thearticle. Hewas
kindenough toin-
formusthatitwas
accurate, and to
suggest we direct
readers to The
Plan of St. Gall (in

By Ernst Grumbold

brief), published by the University of California, Berkeley, 1982, for their
confirmation of Mr. Grumbold’s work and further enlightenment as
well. Please do so, readers! Now, on towhat thisinveterate travellerand
author has to tell us!

Organization of an
Ecclesiastical Stronghold

The hierarchy within such a place, along with
some miscellaneous details of what is kept and
raised there.

When discussing the castle manor, | mentioned that some
were held in fief by a temple. In this regard, | would be remiss
not to show how an ecclesiastical stronghold, then, is
organized, much as | illustrated for readers that detail
regarding a noble lord’s castle. In order to be as general as
possible, | have kept exact details to aminimum. Why so, you
might well ask. The answer is as follows. | understand that
readers of this publication are interested in playing a game
whose setting is based on 4rth. If | were addressing an
audience of readers whose potential aim was to travel £rth,
| would, naturally, be far more specific and precise so as to
make the work a worthwhile guide.

The basic information herein presented is intellectually
worthwhile, but it is aimed at utilization as a basis for
gamemasters to develop make-believe places in their cam-
paign extraction of the real Zrth, for players to understand
the workings of such a place in actuality and as abstracted for
the game. In this regard, the stronghold can have a basis of
monastic, socio-political, militaristic, or just about any other
kind desired and workable in the scheme of things.

The ecclesiastical stronghold is a fortified place not unlike
a castle, possibly an actual castle, although in all cases
religious structures within it will predominate over every-
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thing save needed fortifications. The place might be similar
to a medieval walled abby or priory. It will always contain a
shrine and chantryin addition toits chapel. It mightvery well
contain a full-scale temple instead of those lesser religious
structures.

In times of trouble, those dwelling on stronghold lands
will seek refuge in the place. Able-bodied men amongst the
refugees will, of course, serve in the defense in such a case.

The reader is alerted to the fact that the head of the
stronghold will have a master. That is, the chief cleric will
report to some greater one, and that greater one to a yet
higher one in all likelihood. If the chief cleric is of lesser sort,
the lands controlled by the stronghold will not have any
great extent—a village and a few manors, perhaps. As rank
of the chief cleric increases, so too should the holdings and
estates of the stronghold. Averyimportant ecclesiastical lord
might command a town or small city plus various lands.

It must be borne in mind by the reader that not only will
the offices be held by individuals who are priests or monks,
but that most others within the stronghold are likewise
priests, monks or those training to become one or the other.
Itis generally a self-sufficient place. Priest/monk members of
the stronghold community will handle most tasks of artisan,
craftsman and labor function. Only a few secular persons
(individuals not under a vow) will be employed by the
stronghold.

Chief Cleric: This might be a chief monk (in the strict £rth
sense of the word, that is a failed priest under a vow), with
some great degree of ability in many areas of knowledge and
skill. More probably, though, itis an office held by a priest of
some considerable status and power. In terms of socio-
economic class, the individual holding this office will be an
aristocrat, possibly in the middle tier. Put into Earth'’s histori-
cal terms, an abbot ranked in the lower tier of the aristocracy,
just above a knight, | would think; a bishop fell into the tier
of the lesser nobility, coming ahead of a normal baron,
possibly; while an archbishop stood in the highest tier above
all but the greater princes and their ilk. The chief cleric will
sit as chief judge in trials where major religious law has been
violated.

Provost: (Four to 116 staff, soldiers separately accounted
for.) This is the office of the deputy chief cleric. Its holder will
be the second in command. The office combines the func-
tions of the three major offices of a castle: steward, seneschal
and constable. Temporal affairs—almost all everyday affairs in
general in the stronghold—fall under the supervision of this
office. Activities of spiritual nature are exempted, as are some
other specific activities. The provost will sit as judge in trials
where major religious law has been violated.

Stronghold, lands and the military are indicators of how
complete the provost’s authority is in regards to most
matters. The list of concerns shown under the boxes indi-
cates the scope of the office. What is eaten, made, sold and
so forth is under the provost’s purview. Also, who is there to
defend the stronghold is his concern. Of course, most such
places will be manned by warrior priests or monks, and few
indeed will need to hire mercenaries in this regard.

Dean: (Four to 20 staff.) This is the next most important
office. The individual holding it is third in command. This
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office is in charge of spiritual and medical services such as
religious observances, ceremonies and rituals, and also strong-
hold ports and visitors. In addition, this office conducts the
court for trials of offenders who have broken minor religious
laws. Major laws are tried by the chief cleric, provost and
dean in conjunction.

Monitor: The office of an assistant dean who observes the
residents of the community to see that their spiritual and
physical health is sound. Conduct and discipline are a major
oversight of the monitor.

Proctor: The office of an assistant dean who travels to the
lands of the stronghold, especially hospices thereon, to see
that spiritual and physical health of those who reside there
is sound.

Porter: The office of the cleric or monk charged with gate
security and watch, who greets visitors, allows themto enter
(or not), and sees to their welfare and proper conduct while
within the stronghold.

Magister: (Four to 16 staff.) This office ranks fourth in the
hierarchy. The individual who is magister is fourth in com-
mand of the stronghold. The office is concerned with educa-
tion, research and services. Education extends to all levels,
from the lowest to the highest, including the training of
aspiring priests, further education for monks and/or priests,
the schooling of commoners, and the teaching of aristo-
cratic pupils. This office maintains the library, conducts re-
search as is appropriate to the stronghold, and oversees such
attendant functions as acquisition of new works and Materia
needed for Heka use, save for such material and Materia
obtained by the office of the provost (minimal) or dean
(ceremonial and healing).

Again, the boxes under the office of magister simply show
the extent of concern. Few strongholds will have official titles
for the assistants to the magister who are designated to see
after each area. Note, however, that the list of materials and
sorts of work performed under this office are very broad. For
example, in addition to apotropaism, astrology and so forth,
Heka-forging, mysticism, demonology, conjuration, necro-
mancy, etc., could well be areas which are studied, re-
searched and experimented in.

Community Proper: Above and beyond members serv-
ing in or under a specific office, there will be general
members of the community. There will, then, be some
number of priests/monksin the stronghold, those training to
achieve that status and possibly some laity as well. A small
community might number in total only 25 to 50 such
individuals, but in such case the number in and serving
under offices will be less than shown above. Alarger one will
have 50 to 100 or more. The greatest in size range well into
the hundreds, say from 600 to 800.

Notes on Stronghold Livestock, Gardens, etc.

Livestock maintained within a stronghold will include
some or all of the following kinds, the range and number
depending on the size of the place: bees, cattle, chickens,
ducks, geese, goats, horses, pigeons, rabbits, sheep, swine.

Within the stronghold will be both granaries and fodder
storage facilities. Granaries will be extensive where beer or
ale is brewed, less so if wine is vinted, although there will
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then be a vinting house and grape press instead of a
brewhouse and great mortars for cracking grain. There will
be a mill for flour.

Note that in siege conditions, grain will be saved for
human consumption and for horses used in warfare. Other
livestock would be slaughtered and preserved in afairly short
time period after their specific fodder was consumed.

Livestock manure is used to assist in the fertilization of
fields, orchards, vinyards and gardens.

Gardens are laid out in beds only five feet wide for easy
working. Similarly, beds are raised above ground level by use
of timbers or the like. Typical garden crops are:

Medicinal: Basil, cannabis savita, climbing bean, costmary,
cumin, foxglove, fennel, garlic, greek bay, horehound, iris,
lilly, lovage, mint, mustard, pennyroyal, peppermint,
pepperwort, poppies (two varieties), rose, rosemary, rue,
sage, tarragon, thyme, watercress, wintergreen.

Regular Consumption: Asparagus, beans (green & wax),
beans (various for drying), beets, cabbage, carrots, celery,
chard, chervil, coriander, cucumber, dill, fennel, leeks, let-
tuces (many kinds), lima beans, maize, melons, onions,
parsley, parsnips, peas, potatoes, pumpkins, radishes (all
kinds), salsify, shallots, spinach, squash, tomatoes.

Bushes bearing berries are sometimes cultivated within a
stronghold. These would typically be blackberry, currant or
raspberry.

Only small grape arbors are maintained within the for-
tress. Vineyards are found outside the stronghold.

Orchards within an ecclesiastical stronghold consist gen-
erally of trees of one or more of the following kinds:

Cool to Cold Clime: Apple, cherry, chestnut, pear, plum.

Warmer Clime: Almond, apricot, lemon, lime, olive, or-
ange, peach. Q

©1992 Omega Helios Limited. All rights reserved.
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It’s cold, dark, and raining. The perfect night to be lost on a back road in Tennessee. You haven't seen another detour sign for 40
minutes. Then you round a sharp bend and just glimpse someone standing in the path of your headlights. The body hits the front of
your car with a sickening thump. You get the car stopped without hitting anything else and jump out to check on the person you just
nailed. The stench of a long dead animal fills your nostrils. You finally locate the body. Even in the pouring rain, you can tell the lady
is dead. It’s only after you check closer, looking for some ID, that you notice the decay—this girl has been dead for a long time. Sowhat’s

she doing walking around the countryside?

A bit of bad luck introduces the PCs to Gilmer Forge,
Tennessee in this modern-day GURPS Horror adventure. This
sleepy, halfforgotten crossroads can be a very dangerous place
forvisitors. An anthropologist named Dr. Singh moved into the
area several years ago to study some East Indian artifacts. He
recently culminated his research by summoning a bhuta, a
hideous creature that feeds on humans—dead or alive. Know-
ing that the bhuta needs human bodies to flourish, Dr. Singh
has begun to abduct the visitors at the Gilmer Motel. He
doesn’t do.this himself. The “children” of the bhuta, the
darbas, do it for him. And the PCs are next on their list.

(The bhuta and the darbas are both adapted from GDW's
Dark Races sourcebook.)

DETOUR

The PCs were detoured off the main highway 40 minutes
ago. It's night, and the heavy rain is making driving difficult.
They come around a small hill and there, directly in the car’s
path, is someone walking across the road. The driver should
make a Fright check. The vehicle slams into the person,
throwing the body up and over the vehicle. The driver should
make a Driving skill roll to bring the car to a safe stop. If the
driver missed his earlier Fright check, adjust his Driving skill roll
by that amount. The PCs will notice an awful stench in the air—
like that of a long dead animal. They find the body of a young
woman laying crumbled in the road. The woman is dead. Her
clothes are worn and ill fitting. If any of the PCs have medical
skills, have them roll against them. A success tells the PCs that
this woman has been dead for a lot longer than a few minutes.

Checking the car will reveal that it’s not going much further.
Theradiatoris cracked. Looking down the road, the PCscan see
lights, possibly from a town, on the horizon.

There has been no other traffic on the road, so the PCs must
resort to walking. If the PCs have a two-way radio in their
vehicle, the storm will be causing too much static to get
through to anyone. After they have walked for several minutes,
they can see that the lights are coming from a cluster of
buildings about a mile away. The PCs should make a Hearing
roll. Those PCs who are successful hear something moving in
the woods. The sound is becoming louder and getting closer.

GURPS Horror

Whatever is making the noise sounds big. Suddenly, a large
creature breaks from the woods and heads straight for a
random PC. All the PCs should make Fright checks. Success
means that the PCrecognizes the creature as ahorse. The horse
has been frightened by the storm and will try to run down one
PC. Horse’s Attributes: ST 29, DX 9, 1Q 4, HT 12, Speed 12,
Dodge 6. It can rear and attack doing 1D crushing damage. It
will only do this if cornered.

GILMER FORGE

The PCs cross a short bridge, and a weathered sign greets
them, “Welcome to Gilmer Forge.” It appears that Gilmer is no
more than a small truck stop built at a crossroads, although you
can’t imagine why any trucks would be travelling on these
roads.

One corner has a two-pump service station and a small food
mart. Across the street is a building with a few cars parked in
front. The old electric sign above it used to read “Hart’s Diner,”
but the n and r in the word Diner are no longer lit. You can see
the flashing vacancy sign from a motel just past the diner. An
18-wheeler is parked at the motel.

If the PCs go to the service station or the food mart, they see
that the lights are on, but the doors are locked. A sign on the
door to each says, “Go to diner for service.”

Thedineris arelicfrom the 1950s. The tables and booths are
made of dull chrome and worn plastic. A large sit-down bar
spans most of the diner’s back wall, complete with spinning
stools. Everyone will stare at the PCs when they enter. A pretty
young woman in a pink polyester waitress uniform will come
out of the kitchen area. She heads over to the PCs and asks
them if they’d like some coffee. Her name tag identifies her as
Sarah. The othersin the diner are Betty Hart, Eddy Burke, Hank
Billard, and Dave and Sandra Martin. From here, the PCs can
arrange for their vehicle to be towed and repaired. They’ll also
need a room or rooms for the night.

About the Body: If the body is shown to any of the residents
of Gilmer, they will want to call Sheriff Varney. The woman will
look familiar, but no one can place her. (She was passing
through Gilmer two weeks ago and stayed in the Gilmer Motel.
She was abducted by the darbas.) Once the sheriff arrives, he
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will want to inspect the body. He’ll tell the PCs he is going to
take the body to Crossville for an autopsy. (He is really going to
takeit back to the cemeteryand feed it to the bhuta.) The sheriff
will take some information from the PCs and tell them that he
may have more questions for them in the morning.

WHO'’S WHO IN GILMER FORGE

Below are partial stats on the people in and around Gilmer
Forge. The referee should feel free to add or change informa-
tion as he sees fit.

Betty Hart: Betty and her husband opened the diner 30
years ago when the traffic on these roads was pretty steady. Her
husband died four years ago. Betty still runs the diner and does
all the cooking. Attributes: ST 10, DX 10, IQ 11, HT 10, Speed
5, Move 5. Skills: Cooking 14, Merchant 12. Advantages:
Common Sense. Disadvantages: Duty (to diner), Honesty.

Sarah Cantrell: Sarah was born and raised in this area. Most
people think she is crazy for staying here. She has a small house
that belonged to her folks before they died. She also owns a
couple of horses. She loves country music and dancing, and is
a fair shot with a rifle. She keeps herrifle, a .30-30 Winchester,
in her car. Attributes: ST 10, DX 12,1Q 11, HT 11, Speed 5.75,
Move 5. Skills: Brawling 10, Guns (Rifle) 11, Fast Talk 12, Riding
(Horses) 12, Savior-Faire (Rural) 12. Advantages: Appearance
(Pretty). Disadvantages: Gullibility, Stubbomness.

Eddy Burke: Eddy loves cars and girls, not necessarily in that
order. He runs the service station and food mart for his uncle.
Eddy is usually at the diner when Sarah is working. Saturday
night, he drives into Crossville to pick up girls and street race.
Eddy can tow in the PCs’ vehicle in the morning. The charge
is $25 for the tow. Fixing the radiator will cost $55 and take him
half the day. Eddy lives at a house in town that he rents from
his uncle. Attributes: ST 12, DX 13, 1Q 10, HT 10, Speed 5.75,
Move 5. Skills: Brawling 13, Carousing 12, Drive (Car) 13,
Mechanic (Cars) 15, Sex Appeal 12. Advantages: Double-
Jointed. Disadvantages: Overconfidence, Lecherousness.

Sheriff Otis Varney: Varney has been sheriff in White County
for over 20 years. He has always been a courageous and honest
man. Unfortunately, this is not the real Otis Varney. The real
sheriff was one of the bhuta’s first victims, thanks to Dr. Singh.
This Sheriff Varney is a darba under the control of Dr. Singh and
the bhuta. The sheriff is rejoined with the bhuta and reborn
every five or six days, before his decomposition starts to be
noticeable. He has terrible body odor. Sheriff Varney carries a
Smith and Wesson .44 Magnum in his holster. He has a 12-
gauge shotgun and a night stick in his car. Attributes: ST 14, DX
12,1Q 10, HT 15, Speed 6.75, Move 6. Skills: Area Knowledge
(White County) 14, Brawling 12, Criminology 12, Detect Lies
10, Driver (Car) 13, Fast Draw (Pistol) 12, First Aid 11, Gun
(pistol) 13, Gun (shotgun) 13, Interrogation 11, Short Sword
(Night Stick) 12, Stealth 12. Advantages: Same as for darbas,
plus legal enforcement powers (to anyone who thinks he s the
real sheriff). Disadvantages: Same as for darbas, plus Overcon-
fidence, Sense of Duty (to Dr. Singh).

HankBillard: Hank is a truck driver. He thinks Betty’s cooking
is the best he has ever tasted. Sowhenever heisdriving through
this area, he swings by the diner. Attributes: ST 12, DX 11, 1Q
10, HT 10, Speed 5.25, Move 5. Skills: Brawling 12, Drive (18-
wheeler) 14, Gun (pistol and rifle) 10. Advantages: Alert +2,
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Toughness (DR +1). Disadvantages: Honesty, Skinny, Stub-
bornness.

Dave and Sandra Martin: The Martins are biking (the
pedaling kind) around Tennessee. They stopped here for the
nightand have taken aroomat the Gilmer Hotel. They are both
in their late twenties.

Bob and Lois Gruner: The Gruners retired several years ago.
They bought the Gilmer Motel and settled back to enjoy the
peace and quiet. The few customers they get are just enough
to keep the place going. (The Gruners may or may not be
involved in the abductions at the GM’s discretion.) Both of the
Gruners have the Hard of Hearing disadvantage. They wear
hearing aids to compensate for this. A room at the Gilmer
Motel is $21 per night. Be sure to give one of the PCs room
number 13.

Dr. Juanita Bedford: Doc Bedford has spent most of her life
treating the poorer folks in the back country of Tennessee. She
always said that if she wanted to be rich, she would have
married a doctor; not become one, She is retired now, but old
patients still show up at her door from time to time. Doc
Bedford still has her old hunting gun, aRemmington 12 gauge.
Attributes: ST9, DX 11, 1Q 13, HT 9, Speed 5, Move 5. Skills:
Area Knowledge (Tennessee Back Woods) 13, Diagnosis 15,
Fast Talk 14, Gun (Shotgun) 11, Naturalist 14, Physician 15,
Riding 11, Savior-Faire (Rural) 12, Surgery 13, Survival (Moun-
tains/Woods) 11. Advantages: Common Sense, Strong Will +2.
Disadvantages: Age (68), Bad Sight (wears glasses), Sense of
Duty (to anyone she can help), Stubbornness.

Dr. Jonathan Singh: Dr. Singh is a well educated anthro-
pologist. He has spent years doing research in Africa and India.
During this time, Dr. Singh uncovered some mystic Indian
tablets. After years of studying them, he just recently sum-
moned a bhuta. The summoning has broken Dr. Singh’s mind,
driving him to believe the bhuta is a god. The bhuta lives under
the White Pine Cemetery. It hungrily desires more bodies to
fuse untoitself. Dr. Singh sees thatit has them. Attributes: ST 10,
DX12,1Q15,HT 12, Speed 6, Move 6. Skills: Anthropology 16,
Archaeology 14, Area Knowledge (Africa/India) 13, Botany 11,
Climbing 12, Detect Lies 12, First Aid 13, Gun (Pistol,/Rifle) 12,
Hunting 11, Karate 12, Languages (Various African/Indian
Dialects) 15, Occultism 14, Research 15, Stealth 11, Survival
(Desert/Jungle) 13, Tracking 13, Traps 12. Advantages: Intu-
ition, Language Talent (+3). Disadvantages: Bad Temper, Fa-
natic, Major Delusion (Believes the bhuta is a god), Paranoia
(from headdress). Grimoire: (Skill with each is 13) Beast
Soothing, Continual Light, Fear, Flash, Itch, Ignite Fire, Light,
Purify Air, Sense Emotion, Sense Foes, Simple lllusion, Sound.
Equipment: Beretta 9mm. Artifacts: Headdress of the Ancients,
Shaman beaded necklace, Mohenjo-Daro Tablets.

WAKE UP CALL AT THE GILMER MOTEL
The PCs should decide how many rooms they will need. The
GM can assign them room numbers. The Martins are staying
in room 8. Hank Billard is in room 5. At 1 a.m. the darbas will
break into everyone’s rooms. Unless someone in the room is
awake, roll a contest between the PCs’ 1Qs and the darbas’
Stealth skill. Successful PCs are awakened. The number of
darbas attacking each room should equal the number of PCs

in the room. The darbas are all carrying baseball bats.
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Any PCs entering the hallway will see the Martins’ limp
bodies being carried off by a couple of darbas. The PCs may
choose tofight the darbas or follow them back to the cemetery.
The door to Hank Billard’s room is open. From inside the room
comes the sounds of a scuffle. Inspecting the bodies of the
darbas will reveal, of course, signs of decay, but will also show
that the darbas have keys to all the rooms. This may or may not
implicate the Gruners (GM’s discretion). The darbas may have
stolen the keys, or Dr. Singh could be paying the Gruners to
keep quiet.

MORNING AFTER

The following incident will occur if the bhuta has not been
discovered.

Sheriff Varney calls on the PCs the next morning. He wants
them to come with him to Crossville for some additional
questioning. If the PCs refuse, the sheriff will pull his pistol and
force the PCs into his car. Once in the car, he will drive the PCs
to the cemetery. If the sheriff did not have to force the PCs to
come, he will now pull out his shotgun. He directs the PCs to
the caretaker’s shack. Inside the shack wait a number of darbas
equal to the number of PCs. They will ambush the PCs. On the
way to the shack, the PCs can make a Vision roll to notice
someone standing on the porch of the house near the cem-
etery. This is Dr. Singh.

THE HOME OF DR. SINGH

When Dr. Singh discovered this area eight years earlier, he
knew it would be perfect for his research. He purchased the
property and converted the large country church into some-
thing of a country manor house.

Dr. Singh spends much of his time doing research in his
basement. The basement contains an extensive library, com-
puters and many exhibits from Dr. Singh’s past exploits. If
found here, he will be wearing his headdress and shaman
necklace. The Mohenjo-Daro tablets are laid out carefully on a
table. Dr. Singh has summoned one other creature as his
personal protector—a marut, a particularly nasty air spirit.

CEMETERY

The cemetery covers about two acres and is dotted with
large, old trees. Many tombstones, large and small, cover the
grounds. The cemetery has two mausoleums and a caretaker’s
shack. The shack contains old shovels, picks, an ancient riding
lawnmower and various other tools. The man who used to take
care of the place is now part of the bhuta, so the cemetery is
beginning to look overgrown.

THE BHUTA'S WARREN

The bhuta lives at the center of a maze of tunnels under the
cemetery. The tunnels have entrances in both mausoleums,
the caretaker’s shack and Dr. Singh’s basement. Each tunnel is
roughly five feet wide and six feet high. Anyone travellingin the
tunnels will see lots of evidence of grave robbing from the
graves above. The rotted remains of caskets and their occu-
pants litter the tunnels’ floors. The entire warren is filled with
the putrid smell of the dead.

The warrens are guarded by the darbas who roam the
tunnels. Anyone travelling in the tunnels should make ccca-
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sional Stealth skill rolls to avoid these guards. Upon failing a
Stealth roll, the PCs will encounter 1D6 darbas. Half will be
carrying firearms (pistols, rifles, shotguns), while the rest are
armed with knives, clubs or machetes. Asthe PCsdraw nearthe
bhuta, the darbas will become more hideous and bizarre.
These darbas will have multiple sets of arms and heads.

The bhuta sits in the large central chamber among piles of
old bones and skulls. PCs approaching this room from the
tunnels will hear all sorts of gibbering, wailing and occasional
screams coming from the chamber. These sounds are coming
from the various heads of the bhuta. Upon entering the
chamber, the PCs will witness a badly decomposed darba
being fused back into the bhuta’s writhing mass of shifting
limbs and heads. The PCs should make Fright checks at -5.

BHUTA, DEVOURER OF THE DEAD

Attributes: ST 20, DX 10, 1Q 13, HT 15/60, Speed 7, Move 3,
Dodge 3, Parry 8. The bhuta is a grotesque mound of hideous
flesh made up of fused corpses. The arms, legs, heads and
bones of its victims move within it and extend out from it.
Anyone seeing a bhuta must make a fright check at -5. The
bhuta is not silent. Each of its many heads will jabber, scream,
wail or even talk in unison. The bhuta has a natural DR of 2. It
has novital organs. The bhuta gets six attacks per turnin melee
combat due to its “multitude of biting heads, skeletal limbs,
andslashing pseudopods of bone-encrustedflesh.” (See GDW's
Dark Races supplement.)

Biting Heads: Each head can bite for 1+1 crushing damage.
Someheads are attached tolong stalks. This allows them to bite
at an opponent up to three hexes away.

Skeletal Limbs: The limbs of the bhuta can pound on an
opponent for 2-2 crushing damage. Their range is also three
hexes. Any stalk or limb can be severed by 7 points or more of
cutting damage.

Stalks of Flesh and Bones: The bhuta uses these pseudopods to
grapple with a victim up to three hexes away. Once grappled, the
victim may try to free himself at the beginning of the next tum. If
the victim fails to break free, the hapless person is pulled into the
bhuta’s writhing mound of flesh. On subsequent tums, the victim
will begin to be fused with the bhuta.

Fusing with the Bhuta: Once a victim is pulled into the
bhuta’s mass, he begins to be fused, taking 3D6 damage per
turn. Roll three random hit locations and take 1D6 damage to
each location. The DR from any armor protects that areafor the
DR number of points damage and is then destroyed. Natural
DR (Toughness) protects the person only on the first tum that
the area is fused.

Gas Attack: The bhuta has one last attack it can use. It can
expel a putrid cloud of gas. The cloud can cover up to a 20-hex
radius, centered on the bhuta. Just seeing the cloud will cause
PCs to make Fright checks. Those PCs not wearing gas masks
must avoid being overcome by the fumes. Anyone who
breaths the fumes must make a HT-2 roll. Personsfailing the roll
will become incapacitated by coughing and vomiting. They
also will suffer disorientation and confusion—treat this like a
physical stun. If the PCs are removed from the cloud, they can
make HT rolls each turn to recover. The cloud remains for 3Dé
minutes. It takes an hour for the bhuta to build up for another
gas attack.
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DARBAS, BHUTA’S CHILDREN

Attributes: ST 14, DX 10, 1Q 9, HT 11/15, Speed 5, Move 5,
Dodge 5, Parry 6. The bhuta fashions the darbas from its own
body, using the parts from its earlier victims. The darbas can be
as bazaar as the bhuta wishes, or, with a little makeup, can pass
for human. Although similar to other walking dead, a darba
retains much of the memories and intelligence of the head
used in its creation. The attributes given above are for a typical
darba. The darbas have a natural PD 1, DR 1. A normal darba
willhave Brawling 12, Stealth 12, and aweapon skill of 12. They
also have the disadvantage of being odious—they can’t seem
to rid themselves of their foul smell. Darbas have the same gas
attack as the bhuta. The attack can be unintentional (any
puncturing of a darbas’ body will cause it), or the darba can
expel the cloud fromits mouth. The effects are the same aswith
the bhuta, except the radiusis only two hexes, and the duration
is 1D6 minutes.

MARUT, AIR SPIRIT

Attributes: ST 17, DX 12, 1Q 9, HT 22, Speed 6, Move 12,
Dodge 6. The marut is a vaguely humanoid mass of swirling air.
The only substantial part of itis its heart, a small organ nestled
in the marut’s body that resembles a brain in shape and size.
Only the heart is subject to physical attack. It is -7 to hit. The
marut can use the Air Jet spell with no roll required to cast it.
Its skill to hitis 16. It can also focus on a part of its body so it will
become momentarily substantial. This allows it to bludgeon an
opponent for 1+1 crushing damage. When a marut dies, it
dissipates, leaving only its heart.

THE ARTIFACTS OF DR. SINGH

Headdress of the Ancients: The headdress is adorned with
feathers, polished stones and small gems. One stone s actually
a 15 point powerstone. The stone has a quirk that only allows
it to regenerate its lost power while in darkness. Due to a flaw
in the stone, long contact with it bestows the Paranoid
disadvantage to its owner. The headdress s also endowed with
the Planar Summons spell at a power of 15. This is how Dr.
Singh was able to summon the bhuta and the marut.

Shaman Beaded Necklace: Dr. Singh got the necklace from an
African tribe which believed the necklace contains the souls of its
great warriors. The necklace grants PD 2, DR 3 to its wearer.

Mohenjo-Daro Tablets: The Mohenjo-Daro people livedin
India over 4500 years ago. Dr. Singh was at some Mohenjo-
Daro ruins, studying the artifacts being uncovered there, when
he discovered a sealed chamber. The chamber contained a set
of thin, stone tablets. After studying the writings on the tablets,
Dr. Singh has gained the spells he now possesses. He has only
deciphered half the tablets,

CONCLUSION

If the PCs are successful at destroying the bhuta, the darbas will
eventualrotaway and die. Whetheranyonewill believe the PCs’ tale
of a gibbering mound of flesh that eats humans is another story.
More than likely, authorities will explain it all away by blaming some
cultist group. If Dr. Singh escapes, he'll mysteriously disappear. If
possible, Dr. Singh will take the Mohenjo-Daro tablets with him.
The PCs have made an enemy here. Who knows what loathsome
creature Dr. Singh will summon up next? Q
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This is a short adventure for Time Lord, a Doctor Who time
travel RPG from Virgin Publishing. Use with other systems is
discussed at the end of the scenario. Any Doctor and compan-
ions may be used in the adventure, but at least one character
should be familiar with 20th-century Earth. The Doctor must
have a fully functional TARDIS, within the normal limits of
TARDIS reliability.

Referee’s Overview

History can be distorted, but it is almost impossible to make
long-term changes. Unfortunately, there are moments of
unusual sensitivity, eddies and loopsin the time stream, and the
TARDIS is about to hit one.

In 1955, John Wayne promised to make a film directed by
Dick Powell, and called in at RKO studios to discuss possible
projects. He arrived early and happened to pick up ascreenplay
called The Conqueror, which was accidentally left on Powell’s
desk. He liked it so much that he insisted on taking the starring
role as Genghis Khan. During filming in the Utah desert, the
cast and crew were exposed to fallout left by atomic tests at
Yucca Flats. Eventually, 91 members of the cast contracted
cancer, and 46 died, the victims including Wayne. Or that's
what should have happened.

Butin the time loop the TARDIS has entered, Wayne reached
Powell’s office in a bad mood and barely looked at the script
before rejecting it as “garbage.” He didn‘t appear in the film
and was never exposed to radiation. The role of Genghis Khan
eventually went to Ronald Reagan, who suffered the fate that
should have been Wayne’s. Meanwhile, Wayne became inter-
ested in politics, wasn’t handicapped by repeated illness and
went on to become the 40th president of the United States.

Wayne was in mostways an exemplary president, but wasn’t
prepared to leave “our boys” at a disadvantage in the SALT
disarmament talks. America retained its full arsenal of nuclear
weaponry and started to develop “Star Wars” weaponry. The
obvious threat of American military dominance unified the
Warsaw Pact, which never showed any sign of collapsing. In
1988, with tensions running high, a Russian submarine shad-
owing a NATO exercise was harried by American destroyers
and retaliated by torpedoing the carrier Nimitz. Within an hour,
the Third World War had begun.

In 1991, all animals larger than rats are extinct. The world is
shrouded in nuclear winter, and the ozone layer has been
destroyed. The ruins of London are buried in radioactive snow,
illuminated by the eerie flicker of the Northern Lights.

The team should eventually learn that Wayne’s dislike of the
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script changed history, but the exact reason will be a mystery.
When they go to 1955 tofind out, the jaws of a major paradox
will close; on that crucial day, Wayne arrived at the RKO studios
and found a peculiar blue box in his usual parking space. By the
time he found another space, parked and reached Powell’s
office, he was in a bad mood and rejected the script.

To prevent disaster, the team must somehow ensure that
he’llbein agood mood when he reaches Powell’s office, orstop
him seeing the script that day. If all goes well, he’ll go on to
make The Conqueror and will later be too ill for serious involve-
ment in politics. This may seem callous, since it eventually
resultsin Wayne's death, but that was fated to happen anyway.

Despite its gloomy premise, this adventure can and should
be played as a light-hearted romp. Imagine John Wayne
meeting the Doctor. Imagine K9 meeting Lassie. If playersseem
to be too weighted down by the seriousness of their mission,
there are ample opportunities for the referee to cause endless
confusion and silliness, and keep things moving to a rapid
climax.

Players’ Information

Alarms ring and chime as the TARDIS spins through
transdimensional space. Running to the control room is diffi-
cult, and as you get closer, you feel as though you're swimming
through Jell-O.

The Doctor yells, “We've hit a time vortex!” His voice sounds
deep and slow as he stretches out his arms in a desperate
attempt to reach the controls before it’s too late. With agoniz-
ing slowness, his hand creeps across the panel and presses a
switch. The TARDIS spins, blurringfast, and you're thrown back
to the control room walls as it gives a last lurch and materializes.

The scanner shows a ruined city, crumbling walls covered in
snow. The sky is black, streaked with the flickers of electric blue,
and the TARDIS control console clicks loudly. You know the
noisemeans that the radiation out there wouldkill youin hours.

Someone says, “Where are we?”

The Doctor presses some switches, pulls tape from one of the
consoles, then moves to another panel to check more instru-
ments.

“Apparently, this is Earth. London. In the year AD 1991. |
think we have a problem.”

Cue theme music, and cue action.

The Morning After
The adventurers should soon guess that something changed
in history. Recorders reveal that the TARDIS hit a time vortex
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while passing 1955, and that it is still powerful in 1991. This
may be a coincidence, or it may pinpoint the date that history
changed. More information is needed.

There aren’t any radiation-proof suits aboard the TARDIS,
but there are Skaro antiradiation drugs; each dose gives full
protection for several hours, and the TARDIS carries several
doses per character. If adventurers don’t take them before
venturing outside, start injuring them (as a slow-acting, one-
wound poison that doesn’t stop causing damage until charac-
ters are dead) after 20 research rounds. A dose of the drug at
any point before death will repair all damage. The TARDIS
environmental systems will keep out radiation, even while the
doors are open, and will automatically decontaminate any
object bought in from outside. If K-9 is a character, he doesn’t
need drugs, but will need recharging after a few hours, less
time if he uses his weapon.

Callifreyan instruments can easily establish that London was
hit by several multimegaton warheads sometime between
May and August 1988. They will also show that conditions are
extremely unfavorable for any sort of controlled time jump;
don’t reveal the difficulty, butimply that it would be very high.
In fact, all rolls must fail, and the TARDIS will always end up
when and where you want it!

The TARDIS has materialized to one side of a large London
square. Most of London has been reduced to rubble, but to one
side a steel-railed entrance and the remains of a smashed red
sign indicate the entrance to a station below the square. There
are some other openings, but the rest are rather less obvious.
All are chock full with snow and wreckage, but something
about them seems to suggest that they might need closer
investigation.

Underground Station

Stations of the London Underground (the American term
“subway” isn‘t used) have often appeared as sets in Doctor
Who. They can be eerie, and this one is no exception. The plan
shows the ticket hall and escalators down to the tunnels. All the
staircases are littered with debris, including the remains of
skeletons, but the stairs are usable with care. The skeletons are
stripped clean of flesh, and close examination suggests that
something has gnawed the bones. If you are using K-9 as a
character, someone must carry him on the stairs.

Thestation is completely dark, apart from glimmers from the
entrance corridors, and any lights the adventurers are carrying.
Snowdrifts and rubble (from parts of the ceiling that have
collapsed) cover the floor in several areas, and more bones
protrude from the drifts. If anyone crosses any of the areas of
rubble, dirt and shards of concrete shower down from the
weakened ceiling. If the area isn’t left within one round, alarge
chunk of concrete breaks loose, causing 1D4 wounds if it isn’t
dodged (difficulty 3 to dodge). This only happens once.

The escalators aren’t working and are littered with skeletons.
Anyone venturing down will find that the tunnels are awash
with water, and marks on the walls suggest that they are
sometimes completely filled. Flood devices were destroyed in
the war, and much of Central London and all the deep tunnels
are flooded at high tide.

A ticket office and four kiosks are in the station. Nothing
usefulisin the office, apart from a few hundred pounds in coins
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and badly rotted notes.

Kiosk 1 is a heel bar, and skeletons are sprawled beside the
stools and behind the counter. The leather and heels behind
the counter are ragged and look chewed.

Kiosk 2 was a florist, and a few dried stems are still in some
of the pots. Another skeleton is behind the counter.

Kiosk 3 was asandwich bar. Itis occupied by several hundred
rats, which stream out and attack intruders if the door is
opened. Companions with the Screaming skill may want to
take this opportunity for practice.

Rats: Hordes of rats look like a horrible threat, but only one
to three animals in the pack will try to bite each charactereach
round. The pack will retreat if 10 or more rats are hurt. Bite
damage is 1 wound, but rats should be played for their horrific
effect, not to cause serious damage. Their bites can’t penetrate
leather boots or thick trousers. Strength 1, Control 0, Size 6,
Weight 1, Move 2, Knowledge 0, Determination 0.

If the adventurers leave this kiosk alone, you may still want
to treat them to a rat attack elsewhere in the station.

Kiosk 4 sold books and newspapers. An old newspapersignreads
“Wayne: Time to Talk Turkey.” This shouldn’t mean much to
anyone, even adventurers with some knowledge of the 1980s,
which suggests that it might relate to the change in history.

Most of the shop is a mess, a tangle of unreadable decayed
papers and rat litter, but some publications in the back room
are intact, stored in tough shrink-wrapped packages. They
include novels, cook books, astrological yearbooks and film
books. The most important discovery is a bundle of copies of
the European edition of Newsweek, for July 4, 1988, which have
a cover picture of John Wayne in a hard hat, captioned
“President Wayne: Home on the (Missile) Range.” The story
describes avisit to the White Sands missile testing grounds, and
emphasizes Wayne's robust good health and commitment to
nuclear defense and SDI, the Star Wars program. In passing, it
mentions “This week’s NATO exercises, which the president
will monitor from the NORAD missile tracking facility under
Cheyenne Mountain.” Asmallinformation box accompanying
this story compares American and Soviet missile capabilities,
and makesit clear that there has been no nuclear disarmament.

The books include a copy of Western Movies, a huge coffee-
table volume which has a picture of Ronald Reagan, with a
black eye-patch, on the front cover. Anyone with a knowledge
of 20th-century cinema will soon realize that Reagan starred in
many of the films they associate with Wayne, including “True
Grit” and “The Alamo.” It should be obvious that Reagan and
Wayne somehow swapped careers. The snag is that neither
clue explains when and why it happened.

Characters may assume that the cause of the disaster must
be in 1955, when the time vortex began, and decide to travel
back to the 1950s immediately. If so, run the 1955 sequence
that follows, with the optional They Blew It endings (below) if
they aren’t very lucky.

All The President’s Men
President Wayne and a few hundred other Americans are still
alive in the NORAD communications complex, a “hardened”
site capable of withstanding near-miss missile strikes. They are
sure they won the war, and since no one else is alive, they are
possibly right. The Newsweek story is the clue that suggests that
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Wayne might have been there when the war started. This will
be noted by anyone looking for clues in the story.

Optionally, if the team has a radio (as carried by Ace and built
into K-9), they might hear a message transmitted by a search
party which is looking for survivors in a city near the NORAD
complex. By an atmospheric fluke, it's receivable in Britain:
“Search party 9 to NORAD control. No survivors in area G-10,
moving on to H-1. Message ends.” There will be no other
messages, and no reply to any messages sent on thisfrequency.

The TARDIS instruments can home in on the NORAD
complex, if someone thinks of it, and a spatial jump with no
time change is comparatively simple; it will succeed on a
TARDIS roll overcoming difficulty 1.

NORAD is a huge tunnel complex, run with firm military
efficiency. For three years, it has been occupied by the last
survivors of the human race, who have been living on stock-
piled rations and know it will be decades before itis safe to leave
the mountain. Parts of the complex are dark and deserted,
evacuated to save energy. The TARDIS materializes in one of
these areas, near a series of gigantic crates labeled “A-10
Antitank Aircraft. Some assembly required.”

The team members can spend as much time exploring as
you like. The first exit they’ll find is a huge tunnel, 50 feet wide
and 30 feet high, leading several hundred feet to a gigantic
steel door and a switch box with buttons marked “open” and
“shut.” Ifthe”open” button is pressed, motors humloudly, and
the steel door slowly rises, with a gust of cold air and snow
blowingin asit clears the lower frame. Simultaneously, a klaxon
starts to beep, and a mechanical voice shouts, “Radiation alert!
Radiation alert! External door four open!” Repeat this as loudly
as you can, and make whooping noises, until someone presses
the”shut” button; the tunnel does indeed lead outdoors, and
there’s nothing outside but more radioactive devastation.

There are several other smaller tunnels; all lead to long, dark
corridors, occasional deactivated computer terminals and
more huge rooms with sealed crates (mostly electronic com-
ponents and spares). The air is dry and cold, not radioactive.
There is no noise, apart from sounds made by the team.

At a dramatic moment, the team members start hearing
furtive rustling sounds. Try to screw up the tension, then pin the
characters in several spotlight beams. Even though this part of
the complex is evacuated, the security systems are still active
and notice little things like a 200-ton door opening. Addition-
ally, the characters have crossed dozens of alarm beams and
pressure pads, and have appeared on numerous monitors, so
guards have been sent to capture them.

The guards are typical modern soldiers, four squads of six
armed with submachine guns and TASER pistols. They ride
near-silent electric carts, equivalent to Land Rovers, and will
comer the team from either end of a tunnel or in a dead-end
corridor. The carts are equipped with searchlights, loud-hailers
and other useful items. The guards are naturally eager to
capture the intruders and find out how they got in. They will
assume that the team members are Russian agents, since no
one else had the really deep shelters needed to survive the war.
Acting and Con skills may appear to be useful here, but no
story, however good, will convince the guards that the charac-
ters should be released.

TASER Pistols: Special one-shot guns, range 2, firing a fine
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electrified wire at the targets for Wounds 4. If you use the
optional Safe Combat rules (Time Lord Appendix 2) they cause
Shock 8 instead.

The characters may be tempted to fight or run, but capture is
actually the easiest way to reach President Wayne. Eventually, after
a full search and screening, prolonged probing with radiation
detectors and other instruments, decontamination and confisca-
tion of any weapons or unidentifiable equipment (such as K-9), a
heavy guard escorts the team to President Wayne. The route is a
bewildering maze of curving corridors, ramps and branching
tunnels; the adventurers will soon be thoroughly lost, and won't be
allowed to make notes or draw a map.

Wayne was once leader of the most powerful nation on Earth
and is now effective ruler over what'’s left of the human race.
Unfortunately, he’s over 80, short sighted and just becoming
a little senile.

President Wayne (1991): Age: 84, Human, Earth. Equipment:
None carried. Strength 3, Pain Resistance 3, Control 3, Brawling 1,
Marksmanship 1, Size 3, Weight 4, Move 2, Riding 2, Knowledge
3, Wildemess Lore (Wild West) 3, Law 3, Determination 4, Indomi-
table Will 4, Command 4, Awareness 2, Bureaucracy 5.

So, Where Do You Hail From, Pilgrims?

Wayne speaks with a slow, deliberate drawl and has a habit
of calling everyone he meets “pilgrim” or “little lady,” depend-
ing on gender. Let the characters say what they like. Wayne
doesn’t seem to be paying much attention, but stares intently
atthe Doctor ora companion, eventuallysaying, “I've seenyou
somewhere before, pilgrim” (or “little lady”).

Thisshould encourage the characters to find out more. If not,
Wayne will eventually decide that he played poker with
someone who looked just like the character “In “Frisco in ‘43.”
It should soon become apparent that Wayne has never really
met any of the characters, and doesn’t believe any nonsense
about time travel or alternate histories. He will not agree to
detailed questioning or hypnosis, and the guards will stop
anyone who tries to capture or harm him.

If anyone mentions Reagan, or Wayne sees the cover of the
film book, he says, “Shucks, | remember poor Ron. Died in ‘79.
The big C got him. They called it the curse of The Conqueror.”

Perhaps someone will ask what “the conqueror” means. If
not, Wayne tells them anyway: “A film about what's-his-name,
Attila the Hun. No, it was Genghis Khan. A real stinker. RKO
madeitbackin ‘55, filmed it on some patch of desert that was
loaded with fallout. They even brought sand back to the studio
for continuity shots. Cancer got poor Ron and half the crew
eventually. Lucky it wasn’t me.”

Someone should ask why; if not, Wayne seems to be in a
reminiscing mood: “The script was on Dick Powell’s desk, and
I had a contract to make a film with him. Good thing | hated
it when | read it.”

If the team members don't follow up on this, try holding up a
large neon sign saying, “Thisis animportantdue!” If they still aren’t
interested, try finding some new players. If they do ask the obvious
question, Wayne just says, “It was a lousy script, and I was in a bad
mood thatday. Can’t rememberwhy.” No amount of questioning
will drag out any more, and he can’t remember the exact date of
theincident, except that if was February or March. He will soon lose
interest and tell the guards to take the characters away.
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Meanwhile, the guards have decided to trick the team
members into revealing their real route into the complex. On
the way back, their escort will be small, and the guards’ guns
will be loaded with blanks. They expect the team members to
make a break, steal weapons, and head for their “tunnel” or
whatever other route they used to get into NORAD.

If the characters don't try to escape, the guards escort the
Doctor and companions to captivity. Eventually, they pass
through the room where they were searched; their equipment
is still laid out on a bench, and if someone stages a diversion,
the other characters can each pocket any one small device or
weapon, such as a sonic screwdriver or a can of Nitro-9.
Attempts to take several items will fail; the guards will notice the
action and confiscate the equipment, then search the party
again. If K-9 was confiscated, he will be in this room; this may
be a good moment for him to use his stun gun.

If the PCs reach a cell, it has a ventilation grille just large
enough for the smallest to escape; naturally, thisshould involve
along squirm through claustrophobic ducts, which lead to the
corridor outside the cell area, and a “dozing” guard who has
conveniently propped his gun (also loaded with blanks) against
a wall.

If another escape route is wanted, some shouting and acting
should trick one of the guards into opening the door and
turning his back for a few seconds. Remember that the guards
want the team to escape!

Once out, adventurers will probably recover the rest of their
property and head back to the TARDIS. Whichever route they
take winds up back in the warehouse, even if they just choose
corridors randomly; this is in the best tradition of the TV series.
Don't let the adventurers reach Wayne again; he will be
defended to the death, and he doesn’t have any more useful
information. If possible, run this as a prolonged chase through
the tunnels. Just as the team members reach the TARDIS and
think they’re safe, guards with real guns step out from behind
one of the crates and demand that they show how “this box
thing” works. Aview of the inside of the TARDIS should confuse
the guards long enough for the characters to jumpin and slam
the doors. Bullets ricochet off the TARDIS doors as it demate-
rializes; if there is much delay, the guards start to use bazookas
and other heavy weapons, also without effect.

If the characters don’t try to escape, the guards eventually
take the team members to the TARDIS and insist that someone
open the door. If your players can’t find some way to turn this
to their advantage, they don’t deserve to own a TARDIS. Leave
themstranded in 1991, while agroup of heavily armed security
guards set off on a totally uncontrolled journey through space
and time. The Time Lords will eventually note the problem and
deal with it. See They Blew It, on page 37.

Observer Effect

Characters should eventually be en route to 1955. If they
have otherideas, such as heading for Andromeda and leaving
Earth to rot, it’s time to hit them with the effects of an
unresolved paradox. They’ll start to age extremely rapidly, then
time will run backward until they’re back at the moment when
they made the wrong decision.

The players will probably prepare some elaborate plans to
find out what happened. It’s likely that these plans will involve
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the TARDIS materializing early, and in some quiet location. You
can safely ignore such plans, since the TARDIS isn’t renowned
foraccurate navigation, and there’s a time vortex to foul things
up even more than usual.

The TARDIS materializes in the RKO studio parking lot.
Seconds later, before the adventurers have time to take any
action, a Pontiac station wagon driven by John Wayne tries to
park in the space that is now occupied by a large blue police
box. He blows his horn twice and then reverses out, smashing
his rear light against another car, and screeches off to look for
aparking space further away from the studio buildings. Wayne
is seriously annoyed by the damage to his custom-built car.

The Doctor and companions have approximately 20 min-
utes to intercept Wayne and improve his mood. In the first five
minutes, he’ll park, walk back to the studio building and tell a
studio guard that “some low-down hombre from the props
department” has left a heap of (expletive deleted) in his
parking space. The next five minutes will be spent inside the
building en route to Powell’s office, in a warren-like maze of
twisty corridors and sets. Some of the sets are in use, and if any
action develops at any stage, it can be fun to take it in front of
the cameras. Think of Blazing Saddles, and you'll get the idea.

If nothing happens before Wayne reaches Powell’s office, the
remaining 10 minutes will be spent in conversation. Then,
Wayne looks at the script while Powell completes other busi-
ness.

John “Duke” Wayne (1955): Age 48, Human Earth. Equip-
ment : Ten gallon hat. Strength 5, Pain Resistance 4, Control 4,
Brawling 4, Marksmanship 4, Size 4, Weight 4, Move 2, Riding
4, Knowledge 2, Wilderness Lore (Wild West) 4, Determination
4, Indomitable Will 2, Awareness 2.

Wayne is an active adult in excellent health. He speaks with
a slow, deliberate drawl and has a habit of calling everyone he
meets “pilgrim” or “little lady,” depending on gender. He
drives a customized Pontiac station wagon with the roof raised
to make roomfora 10-gallon hat (vehicle performance as Land
Rover).

Now Here's My Plan

At this point, matters are up to the ingenuity of your players.
They are certain to come up with a plan, and if it is remotely
plausible, it should be allowed to work. Here are a few sample
plans and their likely outcomes.

1: Beat Wayne to Powell’s office (which is conveniently
empty at that moment) and hide the script of The Conqueror.
Wayne doesn‘t see it that day and turns down anotheridea. He
eventually sees the screenplay later in the week, when he’s in
a better mood.

2: Hypnotize Wayne and put him in a better mood. Difficult
in a busy building, but characters can catch Wayne in an
elevator or empty corridor.

3: Entertain him with street theater, mime, juggling, etc., to
put him in a better mood. Make the players act this out!

4: Stop him, apologize for leaving the “prop” in his space
and offer to buy him a drink. Get him so drunk he misses the
meeting. You can resolve drinking contests by treating booze
as quick-acting poison causing shock instead of normal dam-
age. Wine, beer and lager are treated as 2 Shock poison, spirits
as 3 Shock poison. Wayne's Strength and Iron Constitution
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mean that there s little or no chance of drinking him under the
table.

5: Stage some sort of diversion and hope it distracts Wayne.
If it's a fight, there’s a good chance that Wayne will join in,
which is likely to be painful for everyone else involved.

6: Persuade Wayne to make the film. In playtesting, the
Doctor pretended that he was Leela’s agent and that Leela was
aforeign actress auditioning for the role of a barbarian princess
in the film. Wayne liked the idea of appearing with “the little
lady” and looked at the script more favorably.

Any plan which delays Wayne by five or more minutes will
work; he won't have time to look at the script, will reject
something else, and will eventually see the script for The
Conqueror at a later meeting.

Any plan which involves the team doubling back on their
own movements, so that the TARDIS never takes Wayne's
parking space, should fail. The TARDIS was built to prevent this
sort of tampering, and that part of its circuitry still works well.
If someone can suggest a way of beating these problems, the
characters must then meet themselves. This causes more
paradoxes, and the time storm will be so violent that it rips
reality apart and destroys the game universel!

Assuming that the characters do somehow switch history
back on course, there is one minor problem to resolve. While
they are away from the TARDIS, a crew from the props
department arrives to recover their “property.” By the time the
team returns, the props men have put a chain around the
TARDIS and are winching it onto a truck. As the characters duck
under the chin and step inside the TARDIS, the workmen'’s
puzzledfaces should be their last glimpses of 1955 and the end
of this adventure.

They Blew It

If the team members don‘t find a way to return history to its
original course, it isn’t necessarily the end of the world.

One way to restore history with minimal changes would be
to stop The Conquerorfrom being made at all. Howard Hughes
owns RKO and can stop it with theflick of a peniif the characters
can find a way to persuade him to help. Reagan isn‘t handi-
capped by years of illness and eventually becomes president,
filling the historical niche which might have otherwise been
taken by Wayne. The results aren’t ideal, because hundreds of
lives will be changed, but the long-term historical effects are
minor; the lives of a few actors and actresses are extended, and
some younger performers fail to make their mark because there
are fewer roles available. There is no war, and Wayne retires
with three Oscars.

If the players don’t think of this, perhaps they’d like to make
Wayne a better president. If he moderated his views slightly,
Wayne's career might resemble that of Reagan, and in a few
hundred years, only a few historians would know (or care)
which film actorspenttime in the White House. The easiest way
to persuade him to cooperate would be to take him to 1991
and show him the remains of America, then prove that the war
was at least partially America’s fault. Give him the details of
“real” history, and he can change his behavior to be more like
Reagan. The Doctor Who TV series has never named the
American president; perhapstimeisalready irreversibly changed
by the activities of the Time Lords.
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Players may think of other solutions, such as feeding Reagan
some Skaro antiradiation drugs to ensure that he survives The
Conqueror; he'll have one more bad movie on his record, and
Wayne will live to a ripe old age, but Reagan will still be
politically active, and Wayne will never take his place.

Finally, if all else fails, the Time Lords have the technology to
put matters right, but will exact stiff penalties for the team'’s
carelessness. The Doctor can expect to spend more time exiled
on Earth, with his knowledge of the science of time travel
removed, while his companions will be returned to their
origins, with all memories of time travel erased. Optionally, his
companions are exiled to Earth as well,

Use With Other Roleplaying Games

This adventure avoids the use of game-specific details. It
should work reasonably well with any system that uses time
travelling vehicles and has some flexibility in its approach to
historical reality.

The Doctor Who RPG (FASA): All skills mentioned, apart
from screaming, have parallels in FASA’s system. FASA's
Celestial Intervention Agency should not be used; the “CIA”
was originally a casual joke in one episode, has no real place
in the continuity of Doctor Who and makes it far too easy for
players to receive powerful help.

GURPS Time Travel (Steve Jackson Games): This adven-
ture works best in a universe in which time changes are
possible but difficult and in which the “Observer Effect” (GTT
page 47) is a major limitation on time travel. In other words,
players should not be able to change their own actions, or
anything that they have seen, except by intervention in prior
or subsequent events.

Paranoia (West End Games): The Vulture Warriors of
Dimension X supplement contains the grammatically correct
Time Laird Dr. Whom, who should fit into this adventure
extremely well. Given the normal behavior of troubleshoot-
ers, it seems unlikely that they will be able to prevent WWIII,
but this just means that history switches to a time track in
which the Alpha Complex was originally NORAD. This might
even be an improvement!

Dream Park (R. Talsorian Games): Simply run this as The
Conqueror Game, substituting crotchety Professor
Thrintwhistle (from The Key of Time) for the Doctor.

ItCame from the Late, Late, Late Show (Stellar Games):
For this and other cinematic RPGs, run the adventure as an
episode in a TV series. Emphasize details like the props man
scuttling out of camera shot to move the robot, the fake
snow, actors running from side to side, technicians rocking
the camera to simulate the motion of the TARDIS and so
forth. John Wayne doesn’t really appear; a stand-in is seen
from behind, with suitably matted clips from Wayne’s films
and dubbed-in dialogue creating a rather shaky illusion. Q

For more information on Time Lord, see the review in this
issue.

Thanks to Roz Kaveney, Alex Stewart, Mary Gentle and others
for their help with cinematic details, to lan marsh for his help
with Doctor Who lore and Time Lord game details, and to play
testers at the 1992 Gamesfair, llluminatio, and Contraption
conventions.
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Hunting High-Tech
is Fun and Easy

By Sandy Addison

Many Torg players feel that characters from the higher-tech
realms such as the Cyberpapacy and Tharkold are too powerful
in combat, unbalancing the game. Granted, in shear fire-
power, characters and villains from the high-tech realms have
an advantage when it comes to combat. However, this does
not make them undefeatable. More than any other game, Torg
allows for characters who are not extremely powerful in
physical combat to play animportant part in combat. If players
and gamemasters are patient and plan well before combat,
they can defeat villains from high-tech realities.

The main strengths of high-tech characters in combat
revolve around three areas: weapons, armor, and cyberware or
bioware. The weapons allow them to kill a player character or
villain in one shot, better than almost anyone else. The armor
makes themimmune frommany of theiropponents’ weapons.
Cyberware can give them tremendous advantages in both
combatand noncombat situations. In order for such characters
to be beaten, these strengths must be turned into weakness.

Combating High-Tech Weapons

On D-Day during WWII, aCanadian general was approached
by a soldier in combat for the first time. The soldier reported to
the general that he had leamed the most important secret to
modern infantry combat: Keep your head down. While the
soldier did not have to face a rampaging Tharkoldu, his
revelation isjust as relevant to Torg players. In orderfor the most
massively damaging weapon to kill your character, it has to hit
first.

There are several ways in which a character can improve his
chances of not being hit.

Dodging Skill: The most important means is by having a
high Dodge skill. If the defender’s Dodge is just 2 points higher
than the attacker’s Attacking skill, then the attacker must role
a 15 orbetter; ifit's 3 points higher, the attacker must rolea 16,
etc. Therefore, even having a marginally higher Dodge skill
than normal can be of a great advantage when facing an
opponent.

The use of high-tech sighting equipment gives people from
the Cyberpapacy, etc. some important advantages, but the
basic concept can still apply. If your opponent has a high skill
either naturally or through a tech advantage, always use your
first action to duck for the best cover available. Actively dodge
when necessary, perhaps in an attempt to get into or out of
melee combatwith your opponent. The opponent might have
a great energy weapons skill, but how about hand-to-hand?
Use flurry actions with Haste, Opponent Fails cards to counter-

Torg

attack in the same round that your character is actively
defending. Always give your opponent multiple targets so that
while one gets shot at the other can make a counterattack. And
mostimportantly, never be afraid to spend possibility energy—
it and the card pool are your two biggest advantages within
Torg.

PC Armor: An alternative to dodging high-tech weaponry
is, of course, to have good armor yourself. This choiceis abetter
option for some more so than others. Aysle characters can get
magical armor which can be just as effective as the high-tech
equivalents. Nile Empire characters can get weird science
armor, like the Guardian’s woven steel coat, which also pro-
vides good protection. Other types of armor are available to
character from other realms, including armor from the high-
tech realms that the characters find themselves in. Characters
can improve their Armor Value just by including limb protec-
tion and a helmet. This aspect of the Torg armor rules are often
forgotten by both players and gamemasters and can be a
potential life saver.

Breaking Through High-Tech Armor

Even if the characters are able to avoid being hit by the laser
beams of plasma explosion by dodging or using armor, this is
only half the battle. They still have to remove the high-tech
opposition so that they are able to continue their objective. This
can be rather difficult because the armor of Tharkold and the
Cyberpapacy is often able to stand up to their own weapons,
and is therefore very resistant to, say, a 9mm Beretta, There are,
however, ways in which this advantage can be overcome.

Improved Firepower: The easiest way to counter improved
armor is, of course, through improved firepower. This can be
accomplished through various means.

One means to increase firepower is through the use of the fire
combat rules within Torg. Remember that simple round weapons,
like the .45-caliber automatic, can fire three rounds in an attack
instead of the nommal one, increasing the damage by 3. Use a full
auto weapon like an Uz oran M-16 and you not only increase your
damage by 3 butalso yourbonus to hit. f acharacterhasaveryhigh
combat skill, then consider a vital blow attack. While such an attack
decreases your chances to hit, it does increase your damage by a
significantmargin. Asagamemaster, | also allowmy playerstomake
avital blow attack to bypass armor against opponentswhich donot
have a full suit of armor, such as when the armor just covers the
torso, but not the limbs and/or head. If the attack succeeds, no
armor is added to the opponent’s toughness, but the bonus for
damage is not added to the attack.
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A low-tech character’s firepower can also be increased
through the use of amor-piercing ammunition listed in the
Kanawa Personal Weapons Guide, or simply by using more
powerful weapons. The concept of what constitutes a more
powerful weapon may vary depending on where the character
is from. For some it might mean a weird science weapon; for
others, a magical weapon of some sort. Of course, it can also
mean using an M-60 instead of an M-16. While increasing a
character’s firepower can be relatively easy, it also can lead to
problems because these more powerful weapons tend to be
rather oblivious. (The church police my not notice the Uzi
SMGs that the characters have under their cloaks, but they will
notice the general-purpose machinegun.

Interaction Skills: An option unique to Torg for overcoming
tough armor is the use of various interaction skills. Characters
may try to Maneuver or Trick their opponents into a position
for a blind side attack. Intimidate and Test of Will can be used
to force a high-tech opponent into surrender. Taunt could be
used to force an opponent into taking a rash action which
could be to a character’s benefit.

Miracles and Magic: A final option to counter high armor
values is to not even make a physical attack by instead using
miracles or magic. Many miracles use spirit or faith to defend
against or do not even have a defense. Therefore, they are
excellent means by which to take out tough opponents.
Magically charming an opponent and reversing gravity are also
quite effective in these cases.
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Cyberware or Bioware

Cyberware is often the ace in the hole for high-tech villains.
With it they are often equal or superior to player characters in
attributes and skill levels. Add this to superior weapons and
armor, and a character’s life could be measured in seconds.

Possibility Energy and the Drama Deck: Often the only
equalizer in such instances is possibility energy and the
drama deck, and players should not be reluctant to use
either.

Cyberpsychosis: Cyberware does have one major disad-
vantage—cyberpsychosis. In Torg, cyberpsychosis is caused
when a character with cyberware suffers a setback whether
because of the conflict line or due to character interaction.
When a person makes a cyberpsychosis roll, it will have some
effect. With any luck, it will cause a systems failure or lost
action, which means that the opponent is open to attack.
Whatever the result, causing cyberpsychosis is an excellent
means to turn the tables on a heavily cybered opponent.

Conclusion

Opponents from the Cyberpapacy, Tharkold and the Space
Gods are, by their access to high-tech weapons and equip-
ment, very dangerous opponents. However, if characters
plan ahead, make effective use of their own equipment, use
the rules to their advantage, and realize that straight fire-
power is not always the answer, high-tech opponents can be
defeated. Q
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Rally 'Round the Flag '93, Oct. 8-10 at the Columbus
Convention Center, 400 North High St., Columbus,
OH. Contact HMGSNT, PO Box 14272, Columbus, OH
43214.

Rudicon 9, Oct. 15-17 at the Rochester Institute of
Technology in Rochester, NY. Send a SASE to Rudicon
9, c/o Student Directorate, 1 Lomb Memorial Drive,
Rochester, NY 14623.

P.E.W.KAHN-U I, Oct. 16-17 atthe Embersin Carlisle,
PA. Contact M. Fonier's Games Only Emporium, 200
Third St., New Cumberland, PA 17070.

U-Con 93, Oct. 29-31 at the University of Michigan
Union in Ann Arbor, MI. Contact U+-Con '93, PO Box
4491, Ann Arbor, MI 48106-4491.

LagaCon 16, Nov. 6 at the Fraternal Order of Eagles,
116 North 8th St., Lebanon, PA. Contact the Lebanon
Area Gamers Association, 806 Cumberland St., Leba-
non, PA 17042.

Nuke-Con Ill, Oct. 9-10 at the St. Bernard’s School in
Omaha, NE. Contact Nuke-Con Ill, PO Box 1561,
Omaha, NE 68005.

Rudicon 9, Oct 15-17 at the Rochester Institute of
Technology in Rochester, NY. Send a SASE to Rudicon
9, c/o Student Directorate, 1 Lomb Memorial Drive,
Rochester, NY 14623.

Orktoberfest '93, Oct. 23 at Greenwood Park Mall,
Greenwood, IN. Write to Orktoberfest, 1251 N. US 31,
Greenwood, IN 46142.

Pocon '93, The Rematch, Nov. 12-14 at the Holiday
Inn, Bartonsville, PA. Contact Ed Dowgiallo, The Pocono
Encampment, PO Box 390, Effort, PA 18330.

PentaCon IX, Nov. 13-14 at the Grand Wayne Center,
downtown Fort Wayne, IN. Contact Steve and Linda
Smith, 836 Himes, Huntington, IN 46750.

ShaunCon VII, Nov. 19-21 in Kansas City, MO. Con-
tact The Role-Players Guild of Kansas City, c/o
ShaunCon VII, PO Box 7457, Kansas City, MO 64116.

RuneQuest Con, Jan 14-16, 1994, at the Columbia
Inn in Baltimore, MD. Contact David Cheng, 313 East
85th St., Apt. 2C, New York, NY 10028.

PrezCon, Feb. 10-13, -
1994. Write to PrezCon,

PO Box 5123,
Charlottesville, VA
22903.

SheVaCon 94, Feb. 18-
20, 1994, atthe Sheraton
Inn, Harrison, VA. Con-
tact SheVaCon 94, 120
Church St., Verona, VA
24482.

OrcCon 17, Feb. 18-21,

1994, atthe LAAirportHyatt

Hotel. Contact Strategicon,

POBO0x3849, Torrance,CA V\w/dfdtteteBujkng
90510-3849. jlvivivb;lpwpp

VisionCon, Feb.24-26, 1994. Contact VisionCon, Box
1415, Springfield, MO 65801-1415.

Egyptian Campaign ’'94, Feb. 25-27, 1994, at the
Renaissance Room of Southern lllinois University’s
Student Center in Carbondale, IL. Send a SASE to the
Strategic Games Society, Office of Student Development,
Third Floor Student Center, Carbondale, IL 62901-4425,

Concentric, March 11-13, 1994, at the Ramada Hotel
O’Hare in Chicago, IL. Contact Concentric, 114 Euclid,
PO Box 287, Park Ridge, IL 60068.

Madison Games Con ’'94, May 14-15, 1994, at
Edgewood High School in Madison, WI. Contact Pe-
gasus Games, 6640 Odana Road, Madison, WI53719.

Gamex '94, May 27-30, 1994, at the LA Airport Hyatt Hotel.
Contact Strategicon, PO Box 3849, Torrance, CA 90510-
3849.

Gateway 14, Sept. 2-5, 1994, at the LA Airport Hyatt Hotel.
Contact Strategicon, PO Box 3849, Torrance, CA 90510-
3849.

Convention announcements cannot be included un-
less received a minimum of four months in advance of
the event. Journeys is not responsible for errors in
convention announcements. Write to Journeys Con-
ventions, Managing Editor, PO Box 1646, Blooming-
ton, IL 61702-1646 USA.
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Time Lord

A Doctor Who time
travel RPG from Virgin
Publishing.

Review by Greg Unger

The second incarnation
of the Doctor Who RPG is
here!

The sterile and uninvit-
ing FASA edition of the mid-
1980s has been replaced
by a juicy, compact,
affordably priced softcover
from Doctor Who Books.
This is definitely a treat for
fans of Doctor Who, butrole-
players who are looking for
something new will no
doubt beimpressed aswell.
For those not familiar with
Doctor Who, it is a long-
running science-fiction series originating in England in the
early ‘60s, continuing almost nonstop until 1991. Its central
character is the enigmatic figure of the Doctor, one of a race
of near-immortal Time Lords, from which this game’s title is
derived. The Doctor is a good-willed renegade, travelling
with his various companions throughout the universe in the
TARDIS, a space/timeship in the unlikely shape of a blue
British police call box. In histravels, he encounters allmanner
of strange races and technologies, periodically saving the
universe from destruction at the hands of one deranged
megalomaniac or another.

Time Lord is as much a reference work as it is an RPG, so
those who couldn’t tell the Doctor from Trapper John, M.D.
will quickly become acquainted with the Doctor Who phe-
nomenon.
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Characters

In designing Time Lord, the authors chose a far different
approach than FASA, focusing on established characters in
the Doctor Who universe. As a result, Time Lord contains no
rules for character generation, usually a staple for any RPC.
Players are expected to portray the Doctor and his compan-
ions, which can present problems concerning most players’
inherent dislike of pre-made characters, as well as potential
for disagreement over who gets to play the Doctor. Appen-
dix One gives guidelines for translating real people into the
Time Lord system, an interesting concept that is vaguely
reminiscent of the old Villains and Vigilantes game. Also
lacking are rules for experience and advancement over time,
though this is explained by the fact that the small scale of the
skill system renders even a single-point gain in an ability
equal to several year’s worth of experience.

Characters have eight abilities—Strength, Control, Size,
Weight, Move, Knowledge, Determination and Awareness.
These are supplemented by special abilities representing
skills, talents or special characteristics such as Acute Hearing.
Time Lordplaces key emphasis on detailed descriptions of the
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pre-made PCs. Each incarnation of the Doctor and his many
companions are colorfully detailed, giving arange of options
in what at first might appear a quite limiting game.

Mechanics

Game mechanics are simple, employing 2D6 exclusively.
The dice are used unusually, with the lower die score being
subtracted from the higher in all cases, giving a range of 0-5
with unconventional probability.

Task resolution involves the referee assigning a difficulty
rating from O to 10. The character then subtracts his appro-
priate ability (plus applicable special abilities) from this
difficulty. The remainder must be exceeded by a dice roll.
This system is employed for everything from combat to
damage resolution, giving beginners an easy handle on the
game. A notable result of this system is its tight probability
curve, with many results being automatic successes or
failures. This intensifies the value of specialized skills, with an
increase of only a few points denoting a major shift in ability.

The mechanics seek to simulate the reality presented in
the series, thus containing abstractions which place the
emphasis on roleplaying and common sense instead of
rules-crunching. The best example of this is the lack of
initiative rules. Since fast-paced activity uses action turns of
variable time, the flow of combat is rendered an arbitrary
function of the referee. This is a big incentive for referee
neutrality, while also being a powerful way for the referee to
influence the game. Despite this, the mechanics are simple
enough to allow for tinkering without the danger of unwit-
tingly destroying integrity.

Campaigning
The potential for extended campaigns is obvious, consid-
ering the wealth of resource material (from books and
television) supporting the game. Time Lordincludes descrip-
tions and statistics for all the various doctors and his com-
panions, and key monsters and races from the series. Brief
sections outline the basics of time travel, the TARDIS and the
game universe. The unlimited flexibility of the TARDIS as a
plot device makes it easy to launch players into adventures
or just as a pick-up game. The Templar Throne, the sample
scenario included, delineates both the flavor of a typical
Doctor Who episode and the potential for expounding on the

basic concepts in the game universe.

Evaluation

Time Lord is long overdue and is the first to bring the
imaginative premise of Doctor Who to the gaming commu-
nity. It is perfect for beginners or fans of the series, though
those looking for a numbers-heavy game will be disap-
pointed. Its campaign suitability might be limited by the
unfamiliarity with Doctor Who on the part of the players and
the lack of a character generation system, potentially rel-
egating it to novelty status.

Still, the mechanics are sound, and the game universe is
large enough and creative enough to be appreciated by the
gamer. Time Lord will prove a fresh and engaging addition to
anyone’s gaming library. As the Doctor says, “Travel broad-
ens the mind.”



The Primal Order

Wizards of the Coast.

By Peter Adkinson, et al.

Published in 1992.

Review by Jimmie W. Pursell Jr.

Gods can be such pesky entities. Everrun
a game where the players are to encounter
a deity, and some ingenious or lucky player §
comes up with something you didn‘t think
of? Whammo! It seems that no matter how
high the stats go, no one—deity or mor-
tal—is fully invulnerable. But shouldn’t the
gods be pretty much immune to mere
mortals? That’s the contention of The Pri-
mal Order, a capsystem released by Wizards
of the Coast. The term “capsystem” is used
by WOTC to describe a supplement not
meant for one single system, but for nearly
all roleplaying games. The supplement is a
“game designer’s handbook,” a guide for
the creation of deities and religions in any
fantasy system.

The Primal Order opens with a short story
which relates from both sides of reality (the
GM’s and the PCs’) an encounter between
a group of powerful characters and Set, a
more powerful evil deity. The story de-
scribes the cenflict, then describes the same
scene again, using The Primal Order. The
differences are quite logical and amusing.

The remaining chapters of the book de-
tail the workings of deities and religions in
afantasy realm from a gaming perspective.
The first and foremost concept established
is the distinction between god and mortal.
What separates a mere mortal, of finite
power and limited existence, from an infi-

nitely powerful and eternal living deity?
Primal energy. You either have it or you don't. If you got it,
you're immortal. One point of primal energy is more pow-
erful than an infinite number of mana, spell or magic points.
A spell laced with primal energy will shatter lesser defenses
like the proverbial hot knife through better, and the primal
laced defense is invulnerable to lesser attacks.

In The Primal Order, the “normal” characteristics and
attributes of the deity are defined using whatever game
system you choose. The god-like powers of a deity are
described in primal terms. Ever wanted to be omniscient? No
problem. Spend the points, and you got it.

Primal energy is divided into two types, primal base and
primal flux. Primal base is that energy which is the “body” of
the deity. Dearly earned and spent wisely, it is extremely
potent. Only powers which are of a grand scale require the
expenditure of primal base, and they are costly and rarely
cast. Primal flux is a pool of primal energy which can be used
as the deity sees fit. It is gained daily from worshipers and
sacrifices, and is cast about with much abandon.

Though intended primarily for the gamemaster’s use in

creating deities for his campaign, The Primal Order also
provides options for converting a player character to “god-
hood.” Thoughts on the manner of ascension, as well as the
newly formed deity’s following, are determined. On the
whole, the process is logical and rewarding.

Quantifying the deity is not the end of the process,
however. What is the use of having god-like powers to rule
over mortals if one has no realm to rule. The second half of
the book deals with the design of planes and civilizations.
Options are given for temples, number and fanaticism of
followers, and church organization.

The final section of the work deals with conversion to
many fantasy game systems. Conversion notes are given for
such systems as AD&D 1st and 2nd editions, Ars Magica,
Warhammer, Shadowrun, Torg, and a host of others too
numerous to list. Making this process easier is the fact that
the system uses its own stats and attributes, and converts
them to those of other systems, as opposed to being written
for a specific system and converted from that system. The
conversions are well thought out and complete.
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Evaluation

The production value of The Primal Order is excellent.
Though some of the humorous “cartoon-style” pictures are
little more than sketches, the quality of the serious artwork
is well above average. Many of the cartoons are quite funny
while driving home a rules concept. The tongue-in-cheek
writing style manages to convey some heavy rules concepts
on a serious subject while maintaining reader interest.

One of the more serious drawbacks of the work is its
complexity. The basic concepts are rather simple, but the
calculations of primal base and primal flux can be rather
involved, especially when one considers that primal flux is
accumulated daily in some cases.

Despite the complexity, The Primal Order is an excellent
sourcebook for the GM, no matter what system is preferred.
For GMs who put much stock into internal consistency and
believability in their campaigns, The Primal Order offers a
smorgasbord of food for thought.

Pawns: The Opening Move

Wizards of the Coast. $15.00.

By Nigel Findley.

Published in 1992.

Review by Jimmie W. Pursell Jr.

Hot on the heels of The Primal Order, Pawns: The Opening
Move provides a plethora of minions for use in any roleplay-
ing campaign. Like The Primal Order, this supplement uses its
own statistics, then converts them to those of other games.

The creatures presented run the gamut from the benign
to the malevolent, from the beautiful to the hideous, from
monstrous to all-too-human. All are well developed and, like
everything in The Primal Order, logical. Every creature has a
silhouette illustration showing comparable human size, plus
a picture showing the creature’s appearance. Some of the
illustrations are quite stunning. Check out the Knight of
Justice, for example.

The information in Pawns: The Opening Moveis useful and
logical, and any gamemaster can probably put it to good
use. The supplement can also be used as a straight monster
book without owning The Primal Order.

If you're looking for more monsters, especially unique
ones, Pawns would be a good investment. The quality is
good, and there are few, if any problems with the product.

Normals Unbound

Hero Games. $13.00.

By Brannon Boren and Patrick E. Bradley.

Published in 1992.

Review by Jimmie W. Pursell Jr.

Let’s have a show of hands. Based on the title, how many
out there can‘t guess what this bookis 7 Yep. A compendium
of normal level characters for Champions.

Held between the covers of Normals Unbound are more
than 50 NPCs for your Hero System campaign. The charac-
ters are grouped by category. For instance, characters deal-
ing with the legal system (police officers, judges, etc.) fall in
the chapter called In the Name of the Law. Every character
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comes complete with picture, full game statistics and a
complete background. All power levels from incompetent to
heroic are represented.

The uses for such characters in a Champions campaign are
obvious. Ever need a DNPC on the spur of the moment? How
about a snitch? A cop? You got it.

Another use which is not so obvious lies with the Hero
System Genre Books. While the characters given are relatively
insignificant on the grand, superhero scale of things, when
used as villains, allies and extras in a lower-level campaign,
the characters take on a whole new light. Many in the book
would be quite at home in a Ninja Hero or Cyber Hero
campaign.

The book'’s single drawback is the lack of “generic” char-
acters. The NPCs are well fleshed out and complete, but a
dozen or so goons, cops, gang members, etc., would have
added greatly, though officer Patricia Garrett is an excellent
example of a rookie cop, what if six or eight are needed? Re-
use her stats? It works, but the detail given Patricia makes her
distinctive; it would be a shame to waste her individuality by
making her the norm.

On the plus side, the supplement does have the characters
cross-referenced in several different ways. For instance,
you'll find Patricia listed in the section In the Name of the
Law, under competent Normal, and under Cop Rookie,
depending on which list you use.

All things considered, Normals Unbound is an excellent
sourcebook and a valuable reference guide which will en-
hance any Hero System campaign.

Creatures of Thark_old

West End Games.

Edited by Greg Farshtey.

Published in 1993.

Review by Jimmie W. Pursell Jr.

Introduced in Storm Knights, the first Torg novel, the cosm
and realm of Tharkold has fascinated players endlessly.
Following up numerous Tharkold supplements, Creatures of
Tharkold provides the Torg gamemaster with a horde of
unique entities to harry players.

The cosm of Tharkold is one of eternal conflict. Battle-
hardened humans, known as Race, are locked in mortal
combat with technodemons for control of their world. Now
that cosm spills over into Core Earth, and the “City of the
Angels” is transformed into a realm more suited to the
creatures of Tharkold.

Creatures of Tharkold contains 60 monsters unique to the
realm. Ranging from microscopic to gargantuan, these
creatures have one common bond: cybernetics. Every crea-
ture, from the Ferrovirus to the Horgon, has numerous
cybernetic implants. Each creature’s entry contains a narra-
tive description and explanation of the creature’s abilities,
along with game statistics, size references and habitat maps
for both the realm and cosm of Tharkold.

Creatures of Tharkold is a valuable sourcebook for game-
masters interested in running games in or around the
Tharkold cosm. The originality of the entities is sure to keep
players on their toes. Q
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Name of Card: Each card
has a unique name which is
used to identify it in gaming
and collecting circles.

Illustration: High quality
color art from over two dozen
artists nationwide. Each

artist's style broadens the set's

diversity without destroying
the overall unity of the series.

Card Type: Cards are
grouped by color for easy
identification during play.

Card Description: Provides
special rules for each card,
or adds descriptive elements
to enhance game play.

Payig Cost: Describes §

the price of bringing this
card into play.

Graphic Design: Great care
has been taken in creating the
visual effect of the cards.
Each of the seven card types

has a unique design, though
they all share a similar three-
dimensional appearance.

Power and Toughness:
Only creature cards have
these stats. The numbers

describe the offensive
and defensive strengths
of the creatures.
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Classified ads are free and
run for at least one issue,
longer as space permits.
Journeys reserves the right
to edit or refuse any ad.
There is a 100-word maxi-
mum, and ads must be
typed.

Journeys will not be held

liable for errors occuring in
advertisements. If you find
an error in your ad, please
send a corrected version to
3 Journeys.
Please send your classi-
A fied ads to Journeys Classi-
fieds, Managing Editor, PO
Box 1646, Bloomington, IL
61702-1646 USA.

For display ads, write for
our free rate card.

PLAYERS WANTED

VANGUARD HOBBY CLUB meets once a month. Strategy, roleplaying and
miniatures games played. Club tournaments, newsletter and other benefits
to members. Contact K. Howe, 88 Riverfield Road, Taunton, MA 02780. (71)

THE SOCIETY OF FANTASY & SCIENCE FICTION WARGAMERS was formed
to further the sciencefiction and fantasy period of miniatures gaming within
and outside our hobby. Members receive six issues of Ragnarok and free entry
to the SFSFW AGM/Show. Contact SFSFW, Treasurer Simon Evans, 72
Avonleigh Road, Bedminster, Bristol, UK BS3 3JA. (71)

PLAYERS AND GMS wanted for Shadowrun, Star Wars, Dark Conspiracy,
Championsin the Tampa, FLarea. Please contact Robert Cotner, 3707 Spring
Way, Apt. 103, Tampa, FL. (70)

MYTHUS PLAYERS wanted in the San Antonio, Houston area. Please contact
Jonathan Justice, PO Biox 200582, San Antonio, TX 78220-0582. SASE ensures

prompt reply. (70)

ABNORMAL/NONMAINSTREAM penpals. Send SASE to Forrest Folieadeux,
DEPTD, RR9-274, Oswego, NY 13126. (70)

FOR SALE

COMPLETEPRODUCT LINES: Traveller, MegaTraveller, 2300 AD, Vampire,
Rolemaster, Spacemaster, Cyberspace, Silent Death/Metal Express (all minia-
tures, all blister packs), Space Opera, Miccle-Earth, Champions, Chill, jorune.
Plus various Challenge magazines, BattleTech (1st Battledroids edition also),
Dark Conspiracy, DC Heroes, miniatures, Japanimation (and related mate-
rial). Contact Ray Woy, 5396 28th Ave. N., St. Pete., FL 33710. (71)

S&T MAGAZINE issue 71-147, most unpunched. Wargamer vol. 2 issues 1-
25, plus some Wargamer vol. 1 issues. Some boxed games from 5Pl and
GDW. Send SASE for list to Gene Zuratynsky, 3202 Fernwood Ave., Alton, IL
62002. (71)

ATTENTION SHADOWRUNNERS: Introducing Shadow Files, a list of 20 of
the leanest and meanest NPCs on the street. All characters come with stats,
skills and everything else you need to throw them into the thick of a
campaign. For information, send a SASE to Shadow Files, Apt. 1001, 840-9th
St. SW, Calgary, Alberta, Canada T2P 2T1. (70)

COMPLETE PRODUCT LINES: Traveller, MegaTraveller, 2300 AD, Vampire,
Rolemaster, Spacemaster, Cyberspace, Silent Death/Metal Express (all miniatures, all
blister packs), Space Opra, Middle-Earth, Champions, Chill, Jorune. Plus various
Challenge magazines, BattleTech (1t Battledroids edition also, Dark Conspiracy,
DC Heroes, miniatures, Japanimation (and related material). For prices and list,
contact Ray Woy, 5396 28th Ave., N. 5t. Petersburg, FL 33710. (70)

LARGE COLLECTION of Dragon magazines going back into the 40s. Best
offer gets eachissue. Contact . Kinbrough, Box 520404, Independence, MO
64052. (70)

AD&D, Forgotten Real;ms, Dragonlance, Ravenloft, Greyhawk games, novels
and comics, plus Dragon, Dungeon and Polyhedron magazines, TSR trading
cards (1991 edition) and Star Trek trading cards. Send SASE for list to Kevin
Quashie, 2 Lamont Court, Sicklerville, N) 08081. (70)

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, 1039 W. Emerald, Mesa,
AZ 85210. (70)

ENTIRE GARY GYGAX Dangerous Journeys (Mythus) set. New/mint.
Includes screen. Also Entire Vampire set. Inclkudes all books from second
edition hardcover to newest sabbat. All books never used. Contact Alex
Krampis, 3845 Woodside Ave., Woodside, NY 11377. (70)

JERSEY ASSOCIATION OF GAMERS meets twice monthly to play miniatures,
board, beer & pretzel and roleplaying games. The club also puts out a
monthly newsletter. Membership includes the use of the hall during game
day, a membership list and use of the club game library. (70)

LOOKING FOR gaming group in the NYC area, plkaying D&D, Stormbringer,
Pendragon, Call of Cthulhu. Experienced but rusty. Contact Howie Schoenfeld,
PO Box 1525, NY, NY, 10011. (70)

PRISONER/GAMER looking for pen pals. Alsoasking forany photocopied material
for any RPGs. Enclose stamp. Eddie Stahl, #21101, PO Box 208, Indian Springs,
NV 89070. (70)

IWOULD LIKE to correspond with any referees still running original Traveller
campaigns like myself. Write to James Shipman, RR 1, Box 81, Flat Rock, IL
62427-9735. (70)

A NUMBER OF RPGs and supplements: World of Synibarr, Renegade Legion:
Legionnaireand Interceptorwith lead ships, Warhammer FRP and Warhammer
Campaigns, plus lots of other games and supplements. All items are in
absolute mint condition, and prices are reasonable. For a full price list, write
to Larry Moreno, 197 North Cottage Road, Sterling, VA 20164. (70)

NEW SIX-PART Traveller Referee’s Screen for original Traveller. It contains
many new weapons and other items that the Judges Guild referee screen
didn’t have. Contact StarQuest Games, RR 1, Box 81, Flat Rock, IL 62427-
9735. (70)

LOTS OF OLD Traveller material from GDW, FASA, Gamelords, Judges Guild
and others. Alsovarious itemsfor Call of Cthulhu, RuneQuest, Torg, AD&D, etc.
Willing to trade for certain Traveller and RuneQuest items. Send a list with
a SASE to Kevin Knight, 2820 Sunset Lane Lot 116, henderson, KY 42420.
(70)

RPG ONLINE: Land O’Sky BBS is seeking players for modem RPCs. Three games
going atmost times. Log on and check usoutatnocharge. 2400-8-N-1 704-254-
7800. (70)

EXTENSIVE GAME COLLECTION must go! Traveller, Civil War, WWII-Il,
AD&D, sci-fi, magazines. Mint items, collectors’ items. For list, write to
Andrew Pierce, 7825 SW 57th Ave., Apt. C, Miami, FL 33143. (70)

THE FRESNO INTERACTIVE gaming society is looking for new members in
the Fresno, CA area. All types of games are welcome. For more information,
write to FIGS, 3294 E. Dakota #105, Fresno, CA 93726. (70)
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MEGATRAVELLER, Traveller, Twilight: 2000, AD&D and D&D sourcebooks,
magazines, nobels, miniatures, dice, some computer games and more. For list,
please send 31 postage to Tim Gamble, PO Box 92, Weirton, WV 26062. (70)



FORGOTTEN REALMS and Ravenloft AD&D campaigns. Extensive, unused
collection (many still in original wraps). 100+ issues of Dragon. Sell as
collection(s). Send SASE for list tio Eric Shaw, 6427 Forward Pass Trail,
Tallahasse, FL 32308. (70)

TRADE

MODERN DAY RPG adventures and sourcebooks, particularly for Daredevils
and 007. I'll pay reasonable prices for originals, but prefer to swap photo-
copies from my large collection of game stuff for all genres and most non-
TSR systems. Also looking for any data on Chinese myth and folklore,
particularly religious Taoism as seen int he films of Sammo Hung. Tom B.,
2500 E. 109th St., 2nd floor, Chicago, IL 60617. (71)

SECOND EDITION D&D materials, from encyclopedia to modules. Pendragon
rulebook, Shadowrun GM screen (first edition). Have BTS, Robotech, MERP,
Top Secret and Warhammer rulebooks, and Shadowrun GM screen (second
edition). Write to Howie Schoenfeld, PO Box 1525, NY, NY 10011. (70)

WANTED

ISSUES 1-24 (except 20) of the Journal of the Travellers’ Aid Society, either
originals or photocopies. Send details to Ryan Dooley, 1743 Goldenlake Ct.,
Chesterfield, MO 63017. (71)

ADVENTURES for any RPG. Royalties paid for published submissions. For
more information, send a SASE to Adventure Submission, PO Box 37081,
2930 Lonsdale Ave., N. Van., BC V7N 4MO0. (70)

Any Star Wars related items, including miniatures, sourcebooks, adventures,
etc., and magazine articles concerning Star Wars. Send information to Todd
M. Hersey, c/o Mary Ann Scarfpin, 47319 Pramik Road, St. Clairsville, OH
43950. (70)

LOOKING TO BUY Chaosium'’s Ringworid and Ringworld Companion supplement.
Will pay reasonable price and shipping costs. Please send offer to Craig Berendt,
1715 Rochon, Apt. 6, VSL, Quebec, Canada H4L TW9. (70)

and rules. | am willing to pay for the copies and postage, plus time and
trouble. Send details to Edward Markle, PO Box 3324, St. Augustine, FL
32085. (70)

DIGEST GROUP’S MegaTraveller Journal No. 1 (with Deneb map), 101
Robots, back issues of Challenge magazine and any Judges Guild Traveller
aids. Please send condition and price to Kevin Combs, 6307 Dawn Day
Drive, Columbia, MD 21045. (70)

LOOKING FOR any modules or supporting material for FGU’s Psi World. Will
pay reasonable price for materials in good condition. Please contact L.).
Moreno, 197 North Cottage Road, Sterling, VA 20164. (70)

CO-WRITER for £gyptian Panteology. Must know all about £gyptian gods.
Contact Trigee Enterprises, PO Box 388, Lake Geneva, WI 53147. (70)

FANZINES

GAMERS FORUM was Apart newsletter. It still covers a wide range of games.
Send your request for a free copy. We are open for articles and art
submissions. Write to David P. Kufner, 800 Emory St., Apt. B, Imperial Beach,
CA91932. (71)

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

DARK TIMES, a quarterly newsletter dedicated to Dark Conspiracy, features
new proto-dimensions, equipment, adventures and darktek. The Darklords
and evil minions will also be covered in detail. Each issue will have a complete
adventure ready for play. Contact Mike Kelly, 10710 Evergreen Way, C-308,
Everett, Washington 98204.

THE GAMER'S CONNECTION™ is fast becoming the best fanzine. With
readers from coast to coast, Canada, Australia and Guam, we've got to be
doing something right. Contact TGC, PO Box 278331, Sacramento, CA
95827.

AZHANTI High Lightning Technical Manual (photocopy okay), Grenadier
25mm Traveller miniatures (sets or individuals, preferably unpainted). The
sets include Adventurers, Alien Mercenaries, Imperial Marines and Alien Life
Forms. Send SASE with terms to GM Goffin, 41 Sutter St. #1643, San
Francisco, CA 94104. (70 only)

COPIES OF ANY ARTICLE to do with Steve Jackson Games’ OGRE. Any article
with background fiction, scenarios, maps, etc. Any from Space Gamerwould
be appreciated. Will pay for postage, copies, time and trouble. Please send
details to Edward Markle, PO Biox 3324, St. Augustine, FL 32085-3324. (70)

SEEKING ANY PROFESSIONAL or personal work, arti‘cle, background, etc.
dealing with Star Treks Klingons. No facism, no betishism, but political and
social reflection. | also practice 2300 AD, MegaTraveller and Space: 1889.
I'm seeking any materials about these RPGs. Write to Eric Morel, 5 Place Du
Commerce, 14123 Cormelles-Le-Royal, France. (70)

TRAVELLER MATERIAL: GDW: Adventure 8: Prison Planet, Supplement
12: Forms and Charts, Adventure 12: Secret of the Ancient, Best of [TAS
24 or JTAS 1-19, Alien Modules 2: K’'kree, 4: Zhodani, 5: Droyne, 7:
Hivers, 8: Darrians, Fifth Frontier War. DGP: MegaTraveller Referee’s
Gaming Kit. Willing to buy or trade photocopies of other Traveller material.
I have most GDW and DGP material not listed above. For a list, send a SASE
to |. WEharton, 144-88th St., Newaygo, M| 49337. (70)

SEEKING DESIGN and layout services from and individual or company for
a beginning RPG design group. Similar to vanity publishing, except we
would handle the solicitation and printing. The layout and design would
need to be camera ready. For more specific information, contact Michael
Todd, 833 N. San Juan, Stockton, CA 95203. (70)

COPIES OF Steve Jackson Games Shockwave and Battlesuit counters, maps

THE JOURNAL OF THE BRITANNIC TECHNLOGICAL SOCIETY, a newsletter in
support of the Space: 1889 game system, is now available and is seeking
submissions. For inquiries and submission guidelines, send a SASE to TJBTS,
21W127 Tee Lane #3, Itasca, IL 60143, (70)

CYBERPUNK GAMING FANZINE: Features adventures, source material, fiction,
etc. Covers most cyberpunk game systems. Submissions welcome. Send a
SASE to BIOSCAN, 833 N. San Juan, Stockton, CA 95203. (70)

SOUTHERN AURORA: Australia’s only fanzine dedicated to comics and
roleplaying gamers. Looking for subscribers and writers. Send an A4-sized
SASE for a free copy (Australia only). Non-Aussies please write for details to
Chris ]. Scull, 7 Rupert Court, Thomastown, Melbourne, Victoria, Australia,
3074. (70)

SILVER GRIFFIN: A roleplaying magazine. Now in its third year and getting
better, this publication offers game articles, game reviews, book reviews,
fiction, a superhero universe that you can submit superheroesor supervillains
to, and highly detailed pencil half-tine covers. Contact Silver Griffin, PO Box
1751, St. Paul, MN 55101. (70)

INQUISITOR: Warhammer 40,000 newsletter/forum for experienced players.
Open forum and resource for all players. Scenarios, Titan rules, Q&A, army
calculation worksheets, unit stat cards and more! Write to Inquisitor, PO Box
14485, Santa Rosa, CA 94502-6485. (70)

IMPERIAL NEWS SERVICE seeks writers and artists. Our fanzine is devoted
entirely to original Traveller (not MegaTraveller or any new version). We
publish adventures, supplements and campaign aids. Please contact Star
Quest Games, RR 1, Box 81, Flat Rock, IL 62427-9735 for subscriptions and
guidelines for writers and artists. (70)
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IS AMUST HAVE!
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STEVE JACKSON GAMES
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GURPS was the l‘irst true ‘‘universal’’ system and W
it’s still the best. The most playable. The best supported.

There are 25 different worldbooks, 10 sourcebooks, [ =
~ and dozens of adventures and other supplements . . . over g+
. 60 GURPS releases in all. And more are coming out every . & |
month. But the only one you need is the Basic Set.

If you play GURPS, you can do anythmg . o

STEVE .JACKSDN GAME




Imagine three distinct worlds, all of which you can lmmedlately 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:

x> TRAVELLE.R THE NEW ERA

An infinite ‘universe to explore! The Imperium, Humaniti’'s most
- gloriousregime, 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 specnﬁc
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

Lester W, Smith w1 DARK CONSPIRACY
1 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

forces of darkness? GDW: 2100

Pl PRRT TLIGHT:
' 2000

- Roleplaying
A ' in the Devastation
\ of World War Il

GDW

—

TWILIGHT: 2000

The nuclear warheads finally lew—now_what?

Chog& reigns. Your last orders from command were,
1 luck; you're on yeur own!” =]

Twilight: 2000 takes you into_the devastation of
WWIIIL. 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

—

Frank Chadwic

S

system? Set in the near future, the world of Dark Conspiracy
is fraught with peril and challenge. Can you turn back the

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



