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, RUNES IN SPACE - o
by Hicolal Shapero, 8886 Barhart Ave., Los Angeles, CA S0045 213-HI-1-DUXY

As RUNES IN SPACE is a space zoing dFG, a certain minimum background in
pthysics 1s necessary in order to properly G or prepare a .scenario. ot every-
one, of course, has the background to start unaided. (For those interested; the
data to follow came from Stephan H, Dole's Habitable Planets zor Han , suitably
corrected to account ior the tact that our sun is now classiiied a G2, as
opposed to G¢ as assumed by Dola,)

For the would be system builder, the following data will be of considerable
use, Mass, luminogsity, and.radius are all given, by the way, in units relative
to Sol, Farth's primary. (Assumes stars are on the nain sequencef)

Effectige Surface
Spectral Class lass Radius Luminosity No. per cubic parsec Temp. ( K)
T

F5 1.3 1.24 2.70 3.20 xxio:i 6640
76 1,28 1.22 2.32 3.66 x 0., . . 6425
B 1.24  1.19 2.07 o 392x10, 6320

. 78 1.4 1.10 . 1.55 bo12 x 10, 6120
g 1.06 1.05 | 1.22. 4,25 x 10 5990

.. 1,02 1,02 1.20 4.36 x 107} © 5900
GL " 1.01  1.,0% 1.04 bA43 x 0, 5780
3 . 985 .99 956 ho52 x 10, 5640
(il 955 W97 B4 .55 x 10, 5545
G5 910 .95 . 720 4.99 x 10_, . 5380
6 900 .92 . «610 5.35 x 10_). © 'A300
G7 W87 .90 +525 6.40 x 10_, " 5160
a8 850 .88 501 6.90 x 10_, 5120
9 825 .86 408 7.60 x 10 . 4955
X0 .800 .84 .363 7.90 x 10:3 4870
K1 CL775 .82 . 316 8.35 x 10_j L7860
X2 .750 .80 T.282 874 x 10_,, L4685
3 730 .78 252 9.1 x 10_, 4610
Kl J705 76 .216 9.72 x 10_,. L4560
K5 680 74 4200 1.01 x 10_3 L4770
K6 655 .72 L 162 1.11 x 1077 1300
X7 630 .70 U 1.19 x 10 3 4240
X8 600 .68 ".123 1.30 x 10-;3 4430
K9 570 W652 .105 1,47 x 10 - bos0
10 S0 L635 .0912 1.65 x 10:% 3965
M1 505 608 0726 1.98 x 10_ 3830
M2 L0700 .585 ¢ L0596 2.42 x 10_% 3720
i3 J35 w560 L0488 3.00 x 10;3 3600
M 380 .525 0317 4,31 x 10_3 3350
H5 2330 490 0232 6,39 x 10_3 3210
M6 270 L4555 0152 9.50 x 10_3 2290
17 220 420 .0120 1.23 x 10 2935,

G type stars, # per pcg = 5,36 x 10:%; mean separation ¥ 5.17pc = 18.61y
F type stars, # per pc” = 1.92 x 10 7; mean separation ¥ 8.05pc = 26.21y

(Note: 1 parsec - abbreviated pe - equals 3.26 lijzht years-abbreviated ly)
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Illuminance, pericd, and Stellar luminosity and wass.

Assuming that a satellite.follows a circular oxrbit, and from ‘ormulas for -
gravitational and centripetal accelcration, it is possivle to determine the
perlcd of the satellite. Given & = universal. rav1tat10nal constant, and ass-
uming, 2 stable circular orbit, . we have;

EE bl 5 B

() Moty Moatellite | = Meateltite Vsabellite
Rorbit o Rorvit |
and V. 19440 S2UR . /T 3T = period.of fotation

and from these we conclude
'T&?(@TEZRB/prrimary) *% (%)

thus given a hody cgbltlng an W? star at 1. 05 Astrononlcal units, the period
of orbit is ((1.05)7/1.24) ** (3) = 0.966 years . )

The Illuminance at a -glven ofbital distanée is proportional to the lumin-
osity of the primary and inversely proportional to the square of the orbital
distance. Thus, taking the illuminance at Earth orbit as 1.000, we see that2
the illumirance at the erbit of the preceeding example body is 2.07/(1.05)
= 1.878. Assuming black body conditions, the mean temperature for such a body
can then be calculated by taking the fourth root of the illuminance and muli-
iplying by the expected temperature at Earth orbit. Of course, albedo (the
reflectivity) of the body shculd be taken into account, but assuming a base
Farth type world (mean day 295°K) at 1 AU from a (2 star gives a not too in-
accurate resuli. Thus 1n our earller example, the meancday-femperature will be
approximately 3450K 72°C = 162 ¥ (assuming a roughly 24 hour day).

Creating the Characters

The first order of business in rolling up a character for Runes in Space
is the determination of the spe¢ies of the character.’ Decimal dice are rolled,
and the Tollowin. table is consulted

Table I: Spe01es Determination of Characters :
Ele Roll Specles e Die Roll Speci es

01 - 15 Altani 70 = 81 Uquoi ;
16 -~ 29 Bjota . . 82 - 90 Ata‘a |
30 - 43 Human 21 - 99 Silithii

4y — 56 H'Reli 00 L'Drey
5? - 69 Kbrll .

Having determined the character's species, 1t is now pcssible to determine
individual ‘¢characteristics for the character,. .

Speclies Characteristics 1 Altani . il

Strength Lni0 1 fective Strength = 2/3 ¥ Strength roll
Intelligerice 410 Effective Intelligence=2/3 Intecll. roll
Bagic Health 4D10 Constitution = 0.35 X(Basic Health +
Idiirance 4D10 ' Endurance)

Reaction Speed 5510 - trfective Dexterity 2/3 x React sP. roll
Harksmanghip 4Di0 o g @

Leadership 4010 Charisma 2/3 x Leadershlp el

Size ((12D6)/4) -1
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Specles Characteristics: Altani (cont.)

Fhysical Size 32" + 3" per point of size (exnected 60 5” = 5‘1“)
- Telepathic Strike ~4D10
Telepathic Resistance 4D10

The Altani are a bipedal wulpanoid race born on a high g world (surface
acceleration 1.48 tervestrial gs) that orbits an F5 primary at a distance of
1.64 Astronomical Units, Thelr world is in the midst of a glacial epoch, though
is otherw1se fairly earthlike. They are descended from a purely carnivorous
specles sinmilar to the terrestrial wolf in social organizatlon and. behaviour
patterns. Descent is matrilineal and the females tend to rule the society (in
much the same way that males rule in current US. 5001ety, womens 1iv notwlth-
standing)

They are MONOZanous by NATURE (as opposed to by cultural decree, as with
humans), mating for life. Sexually active (at'a low level) all year round
the major sexual arousal cycle 1s periodic (roughly every{60 days). '

Bost (though not all) individuals are telepathic, able to transmit and
receive thoughts both of their own and other species. A large Traction of the
population is able to use this telepathic capability as a weapon (see section
on psionic combat),

The current social struciure is simllar in some ways to feudal Japan -a
face oriented culture: The government is a military dictatorship.

Sex determination of Altanl characters: 01 - 60 Feﬁale, 61-00 Male.
lote: hales have a -1 social modizier in Rank determination rolls.

Home world determlnatlon Tor Altani:

01 - 50 Han (homeworld) born ‘
51 - 80 Inner Ring Colony (add 3 to die roll when determlning Paclk)
81 - 00 Cuiter Ring Colony (add 12 to die roll when determining Pack)

Pack (or family clan) determination:

“: 01-05 | D6:1-3 Au 4-6 Tuu Pack Social factor=H
06-12 D6:1-2 Iarn 2-3 Y¥Ysan 5-6 Tau-Riene Pack Social factor=5'
13-21 D6:1-3 Akal L6 San : Pack Social factor=l
22-32 Susha Pack Social factor=3
33-45 Kin Po - Pack Social factor=2
46-60 Tiaocu = Pack Social factor=l
64~ 100+ Other . Pack Social factor=0

Altani Rank determination: Roll D100, subtract Fack Social factor, then add

1 to roll if character is male and consult the following table (treat values
below 01 as 01):

Officer Senior Enlisted Junior Hnlisted

Han Born 01-30 31-80 81+
Inner Colony born 01-27 28-79 80+
Outer Colony born 01-21 22-69 70+

Now to determine the actual rank level roll D100, add Pack Social factor,
deduct'1 if male, add twice the leadership roll, deduct 44 and divide the
result by 100. ¢Call this value P. Consult the following table to determine
Precise rank:
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. _ Officer Senior Enlisted Junior Enlisted
Han born 80430P Lo+4op 50r
Inner Colony 89427F 49+40F 50P
Outer Colony 89+421P Lo+HI0P ‘50P

vhere, as stated above P=(Di00 + Pack Social factor (-1 if male) + 2x leader-
ship - 44)/100. If P rolled is negative, replace P by mero in the above
equations. :

EXAMPLES - - - = . , o

Je have an Altani character, and we roll 65 ~ the character Is male. ¥e roll
for system of birth, and roll 65 - born on ohe ¢f the Tmner Ring colonies.
Then, rolling for Pack, we get 43, but bécause the ‘character was boérn on an
Inner Ring colony, we add 3 to the roll giving us 46. Thus the character is
of Pack Tiaou (with a Pack Social Factor-of 1). To determine rank group, we
again roll D100 - a 27. We add 1 because the character is male, and subtract
the Pack Social factor (also 1 in this particular case) so we still have 27
- officer. Supposing the Leadership to be 23 for this character (slightly
above average), we roll to determine precise rank level - rolling 42, we get
P=(42+1-142x23 - 44)/100 = 0.44 so that rank is 89427P = B9+11.88 = 100.88
rounded to the nearest integer is 101 (as it bappens, rouphly the equivalent
in authority to a newly promoted Lieutenaht (JG)). f

Altani Naming Conventions:

there (P1) is ‘the Tack name of a givéhﬂindi%iiﬁal,'(PB) is the:giyéh;name,
and (P2) a zender varticle (Ir for male, Tra for female) the Tull name of a
character is of the form (P1)}(P2)(E3).

EXAMPLE: Tuu Ir Lieaou. The Pack is Tuu, the individual is male, giveh hame
being Iieaou. In normal speech (familiar form) all save the first consonant (
(or consonant cluster) of (Pi) is dropped,. (F2) is dropped,.and the given name
(P3), is retained unaltered. Thus in the familiar form of address, Tuu Ir
Lisaou becomes T'Lieaocu. :

The HegemonigrRank,éystem:

the ranks 0 ~ 89 are voughly eguivalent to USN enlisted ranks on the follow-
ing basis 01-09=E1, 10~19 = B2, 20-29 = E3, ete, o o

The officer ranks (90 and above) are roughly egulvalent to USW ranks as
follows: , :

Rark .. USN equivalent

90 - 99 -, . Ensizn
100 - 109 . Lt.(Fee.)
110 - 119 .. Lt,
120 - 129 " Lt, Cmdr. ‘ A ‘ -
130 - 139 Commander 7 S B
140 - 149 . i Captain ie o ‘
150 - 159 Commodore {or Rear Admiral junior grade)
160 - 179 _ _ Rear Admiral
180 - 199 . Vice Admiral
200 - 229 . Admiral
230 + leet Adwmiral

The rank name for a given rank number is derived by adding appropriate
suffixes and prefix to stems given belew that add to correct rank number.

Iy
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Prefixk :(none) add 16 steps Suffix:1 : ob - add 4 steps

1

Mil ~ 444 8 steps (none)- add ¢ steps
Sul - add ¢ steps ' :
Suffix 2 steron - add 2 steps Suffix 3 1.4r - add 1 step
(none) - add ¢ steps - (none)- add ¢ steps
Stems 1 Questor - ~ add 240 steps o |
B Quaron - add 216 steps
Quantor - add 192 steps
—_—- Komday . © = add 168 steps
Dihad - add 144 steps
Pentar - add 120 steps
ComRichtor - add 96 steps
Xorant - add 72 steps
Trinor |~ add 48 steps
Binax - adgd 24 steps
Inon -~ add ¢ steps

The final rank name will be of the form (Prefix)(Stem)(Suffix 1)(Suffix
2)(Suffix 3)

EXANPLE: An individual with rank 131 would have vank:
Prefix’” . = Mil (add 8 steps)

Stem: = Pentar (add 120 steps)
Suffix 1 = (none) (add ¢.steps).
Suffix 2 = teron (add 2 steps)
Suffix 3 = ir (add 1 step)

or MilPentarteronir (rank 8 + 120 + 3 + 1 = 131),

There are 5 branches of service available:
Paratemporal Arm (time traveler types)

Star Arm (most of the characters will be in this group ~ the
military and scientific starfleet) 2

Mr Arm (Airforce eguivalent)

Ground Arnm (the infantry)

Support Arm (everybody_else)

Pay scalés'are a8 follows:

To determine ray rate, add base level pay for the Arm in question to the
rank pay increment for the appropriate rank and Arm, - '

Base Pay: . .. . : ; -
Paratemporal Arm 9212 smi/Han year
Star Arm 8160 smu/Han year
Alr Arm 7680 smu/Han year
Ground Arm 7450 smu/Han year
Support Arm 7228 smu/Han year
Increment:

For each step in rank ahove Z6ro, pay is increased by the following amounts:
Paratemporal Arm 165 smu/Han year per step above zero

Star Arm 145 sma/Han year per step above zero
Ay Arm 136 smu/Han year per step above zero
Ground Arm 132 smy/ﬂan Year per step above gzero
Support Arm 128 smu/Han year per step above zmero

For' individuals on‘Combaflbr High Bisk-aésignments, total pay determined -
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above is multiplied by .17/16.

In addition, certain officers in Ground, Air, Star and Paratemporal Arnms
recelve higher pay rates: their above computed pay is multiplied by & factor
depending upon rani - rank 192+, multiply by 15/8, rank 160-191, multiply by
13/8,: rabk 128-159, multiply by 11/8, ramk 96-127 miltiply by 9/8., This is above
and beyond combat or high risk pay. This pay increment is limited to line officers
on active duty, and specialists in certain seientific and medical specialties
{(with a 90+ skill in specialty). B u AP

Iniisted personn&iisith =kill levels*above‘90% receive proficiency pay
bonuses: ; k ‘ f
97%+ in specialty - add 683 smu/Han year
Q4%+ in specialty - add 512 smu/Han year
Q0%+ in speclalty - add 384 smu/Han year
It is to be noted that 1 Han year is approximately 1.842026 terrestrial

Species Characterigtics: Bjors

... Strength 1086 ffective Strength = 2/3 x Strength roll
Intelligence i 30642 BEffective Intell. = Intelligence roll
Basic Health 10D10  Constitution = 0.35x(Basic Health-End.,)
Endurance 10010
Reaction Speed 306-1 Effective dex.=Reaction Speed roll
Marksmanship 4p10
Leadership 4D10 Charisma = 2/3 x leadership roll
Size (16D6)/2
Physical size 32"43" per point of size (Expected=116"=9'8")
Telerathic Strike Roll D6 ~ on a roll of 1-5, TSC=0, on a roll ofé6,

T8C=1
Telepathic¢ Resistance 2D6

The Bjora are, for all intents and purposes, intelligent kodiak bears with
starflight capability. They are omnivorous, Lelatively easy going sorts, and
by far the most understandable (from the human viewpoint)} of the non-human
hegemonic races, Their home world is an earth type world (superterrestrial type,
actually) with a surface acceleration of 1.37 g orbiting an 75 rimary. The .
Bjora are fully bipedal and plantigrade. As with the Altani, there is no parti-
cular sexual dimgrphism. Adzel (the Jodenite)in Poul Anderson's TRADER THEANM
and SATAN'S vORLD may be taken as an archtypal Bjoran personality types

Sex determination of Bjoran characters: 01-48 female, 49-00 male. note: males - -
have a +1 social modifier in rank determination rolls. %

Home:world determination for Biors

Homeworld 01-25
First generation colony 26~55
Frontier worlds 56-00

Bloran rank determination (deduet 1 from roll if male)
- Officer Senidoy Enlisted Junior Enlisted

Homeworld ' 01-21 . 22-69 70+
First generation colony 01-27 ... .28-79 80+
Frontier worlds _ 01-35 . 36-89 90+

Now.to determine the actual rank: Roll D100 {(adding 1 if male), add twice the
leadership roll, deduct 40 and divide the result by 100. Call this result P,
and determine actual rank as per Inner Ring Colony Altani from this point,
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Species Characteristics: Humans

Strength 306+ Effective Strength = Strength roll

Intelligence 3D6+42 Effective Intelligence = Intell. roll

Basic Health 40 Constitution = 0, 35X(Ba51c H, + End )

Endurance 4D10 C

Reaction Speed 3D6 .. Effective dex = reaction speed roll

lMarksmanship 4Dpio

Leadership 0 hDio Charisma = 2/3 x leadership roll

Size 3064 for men, 3D642 for women

Thysical size 32" 43" per point of size (Expected 6 BE"Hxxr
5'93" women)

Telepathic Sirike As per Bjora

Telepathic Rescistance D4+

The humans in RUNES TRCUSPACE are, for the most part, descendants of Israeli
space colonists. However, all human races are represented, 8001a1 varlation
is still as great as currently exists in humans on Farth.

Sex determination of Human character 50/ #] male/female

Home world determination for Humans:

New Jerusalem Colony 001-800
Other Human colony 801-999
Earth born 000

Hote: in this era, Farth is a radloactlve wasteland, and it is assumed that
any natlive terrans are from subsurface Clty/éhelter structures.,

Human Rank determination (Scientific branch)

01~-02 " L. Cmdr, i
03-05 Cmdr,

06-45 Titss

L6-92 Lt. jg

93-00 Ingim

Human Rank determination (Non-Science bmanch)
Roll as per Altanl female Inner Colony born of pack XinPo.

Species Gharacterlstlcs- H Rell

Strength 438 1 Effective &tPength=2/3xhstr,iroll
Intelligence 3D6+42 Effective Intel.= Intelligence roll
Basic Health 410 Constitution = 0,35x{Basic H.+ind.)
Endurance 4Dio _ A
Reaction Speed ' - - 48 Bff. déx = 2/3 x reaction speed roll
Marksmanship = " 4pilo
Leadership 4D10  °  Charisma = 2/3x Leadership roll
Size S 3D6
FPhysical size 32" + 31 ﬁer ‘point of size (expected size*631"
=5'31" ,
Telerathic Strike As per Bjora

Telepathic Resistance 1Dh+1

The H'Reli are for all intents and purposes, starhopping kittens. They look
like 5'3" bipedal grey and white striped tabbies, and have personallties char-
acteristic of 12 week old kittens in many respects.

The H'Reli Outlook

(1) There is a passion for physical pleasure and relaxation {they are hedonists
- and, by the by, polysamous.)
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The H'Rel Outlook {cont.)

(2):,

(3)
(&)

(5)

(6)
(7)

Five cardinal virtues are: humor {a sense of), wit (as in a quick wit),
-¢courage, honor, and curiosity.

Strength of will and character, and tenacity, are also considered important.

Ho virtue Justifies power over another being., Covernment is not reason,
nor eloguence, It is blind, unreasoning force.

(H'Reli are somewhat anarchistic by nature, being ewmolved from creatures
reseibling the terrestrial great cats)

Virtue is a means to an end {rot an end in itself) - the end being enjoyment
of ones self and ones environment.

There is a basic natural law governing all sorhonts,

Ang tnder this law, all sophonts are basically equal (but some are more
equal than others...)

asttitudes of the H'Reli upper/middle class {contrastedwwith current Americah
middle class attitudes) - ‘

Characteristic H'Rel upper/middle class American middle class

"human" equality Fallacy Axiomatic

Jorld view Optimistic (Hedonistic) Optimistic

Dignity, "asking to be deflated” "putting on airg "

Poverty -+ 7 unpleasant - vice

Mational memory Virtually non-existant Extremely short

"lorld" Domination Psychologleally unprepared  3till unwilling to accept
t0 accept

Attitudes of the H'Reli Hlite

Characteristic Attitude

Power evokes ridicule

Most great indivlduals receive ity . -

Hero image the jester (or the Harlequin)

Individualism exalted

frimitive masses are suckers

Sophlstlcated, educated aliens

" evoke | . . wariness

Amdition in others If strong enough, will vegard with the ‘same

seci

whimsical humorous attitude usually reserved
for the "dignified”

The areas of greatest prof101ency are: Art, and the thysical and mathematlcal

enceas,

: The greatest ‘weakness is in the area of unity.
Sex_determination of H'Aeli: 50/50 mele/female

Homeworld determination Lor H'Reli characters

Syind (homéworld) ;' 01-60 (add 10 to rank roll)
Inner Colonies 61-93, (add 3 to rank roll)

Frontier Horlds 94-00 (add 0 to rank roll)



-~ - RUNES IN SPACE =0 e - page 9

H'Reli Rank determination
D100 roll +modifiers

01-05 Command @rade 3 (rank 112 equivalent)

06-12 Command Grade 2 . (rank 100 equivalent)

13-21 Command Grade 3 (rank 89 equivalent)

- 22~40 Service Crade 6 (rank 80 equivalent) [
L1-60 Service Crade 5 (rank 64 equivalent) f
61-80 Service Grade 4 (rank 48 equivalent)

81-.5 Service Giade 3 (rank 32 equivalent)

96-105-  Service Grade 2 - {rank 16 equivalent)

106+ Service Grade 1 (rank 0 equivalent)

note: All scientific branch H'Reli add 15 to D100 roll.

Maming H'Rell characters:

common names: Yealurowluro
- Sriluraalilura
Yealurasa
Other names whould be in the same general pattern: polysyllabic, heavy
on vowels, ‘ L R ST

Species Gharacteristics{ Korli

Strength 3D6 Effective Strength = Strength roll .
Intelligence _ 3D6+4.  Effective Intel. = Intelligence roll
Basic Health 4p8 - Constitution = 0.35x(B.H. -+ Endurance)
Endurance ° ' LD8 . = :
Reaction Speed Lné Effective dex.= Reaction Speed xoll
Marksmanship o 4D10 :

Leadership ) 4D10 Charisma=2/3 x Leadership

Size . (3p6)/6. - TR
Physical Size 32" + 3" per point of size {Expected=37.25"=3'1,25")
Telepathic Strike Dh-1 o «§
Telepathic Resistance Diz42

The Korli resemble ground squirrels, outwardly (apart from their size, of
course). They are bipedal, omniverous, bisexual mammals native to an Earthlike
world {surface acceleration 1.01g, mean day temp about ?ioF, oxygen~nitrogen :
atmosthere, 78:21 N,:10,, 780mmds atmospheric pressure at sea level, stc.,etc.)
- Earth to a close dprfoximation.) orbiting a Gl star.

They are extremely intelligent, and thoroughly ill-tempered. Those readers
familiar with Poul Anderson's TRADER TEAM or SATAN'S WORLD might take Chee
lan as an archtype for the Korli personality. ’

Sex determination for Koxli: 50/50hma1e/female )
(note: unlike the Cynthians in Poul Anderson's polesotechnic league stories,
Korli societies are not matriarchal,)

Rank determination for Xorli:
Roll D6 to determine which of the following rolls to make to determine rark:

If 1 on D6, roll D100 to determine rank,

If 2 on D&, roll D100 and add 10 to determine rank,

If 3 on D6, roll D100 and add 20 to determine rarnk.

If°4 én D6, roll DI00, divide by 2 and add 50. to determine vank.
If 5 on D6, roll DI00, divide by 2 and add 60 to determine rank,
If 6 on D6, roll D100, divide by 2 and add 70 to determine rank.
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Species Characteristics: Uguoi T, :';“
Strength G Effective Strength=Strength roll

Intelligence (12D6) /4 Effective Intelligence=Intelligence roll
Basic Health 4piz Constitution=0,35x(Basic Health+md. )
Endurance Bpi2 '
Reaction Speed 30642 Bffective dexterity=Reaction Speed roll
Marksmanship 4p10
Leadership 4D10 Charisma=2/3 x Leadership
Size (12D6/L)+3
Physical Size 32"43" per point of size (Expected 72.5"=56"3")

J Telepathic Strike As per Bjora

Telepathic Resistance D+l

The Uguoi resemble bipedal Komodo dragons. They are, however, intelligent
mammalian omnivores.

Their homeworld is an Earthlike world (0.98 terrestrial gis surface acceler—
ation )} orbiting a G2 star (orbital distance & period virtually identical to
those of. Ehrth). ,

Sex determination for Uquoi: 50/50 male/female
Rank determination: Treat as Han born female of pack Tiaou

Species -Characteristics: Ata’a

Strength 506 Effective Strength=Strength roll
Intelligence 3D6+42 males, D6+3 females Effect. Intell,=Intell, roll
Basic Health &pio . .. .iConstitution=0.35x(Basic Health+End,)
Indurance ' LDA0 ]
Reaction Speed 30643 Effective dexterity= Reaction Speed roll
Marksmanship LD10

. Lieadgrship st 410 Charisma=2/3 x Leadership
Size ' ((166) /1) +12
Physical size 32”+3“ per point of size (Expected 110"-9 2")
Teberathic Strike As per Bjora
Telepathic Reslstance v;Do+1

The Ata'a resemble Centaurs with cocker spanlel heads {and long floppy ears).
Thelr society is strongly patriarchal. Needless to say, females are not often
in positions of scientific or military leadership (the intelligence difference
is genetic in origin, not'a result of societdl pressure of some kind).

The Ata a homeworld is ah Earthlike world orbltlng a. G3 primary.

Sex determlnatlon for Ata'a: 01-99 male 00 Pemale

Rank determination
liales: As pexr Altani female,Han born,of Pack Tiaou :
Females: Roll D6 and subtract 1., This is the rark level«
Note: Female Ata‘a may NOT possess a 501ent1f1c or command specialty
untess their 1nte111gence is 9. : ‘

Spécies Characteristics: Silithii

Stren; th 408 EBf{ective Strenzth=0.7x strength roll
Intelli ence 4D10(m),0(fm) Effective Intell,=0,5xIntell. roll
Jasic Health 4UDI0+2  Constitution=0 35X(Ba31c Health + End.)
Endurance LD10+2

Reaction Speed 3D6+42 Effective dexterity=reaction speed roll
tarksmanship LDio

Lezdership 4D10 Charisma=2/3 x Leadership

Size GDls+1
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Species Characterlstics Silithii (cont.) S '

Physical Size 32”43" per point of size {Expected=80"=6' 8")
Telerathic Strike As per Bjora
Telepathic Resistance D10/2 :
Female Silithii are non-sentient; Hale Silithii personalities are somewhat
similar to Kzinti (out of ".. v Niven's Known Space series ).

Silithii resemble bipedal weasels. They are mammallaﬁ, carnlﬁorous, andr ‘
native of a planet (Farthlike - surface acceleration 0.986 terrestrial g s)
orbiting an ¥9 primary.

Rank determination among the Silithii

(for males only - females have no rank)

01-05 Command grade 3 (rank 115 equivalent)

06-15 Command grade 2 (rank 400 equivalent)

16-30 Command grade 1 (rank 85 equivalent)

31-40 ¢ Service grade 6 (rank 70 equivalent)

L1-50"  Service grade 5  (rank 59 equlvqlent)

51-65 Service grade 4 (rank 44 equivalent) '
66-80 Service grade 3 (rank 31 equivalent)

81-95 Service grade 2 (rank 28 equivalent)

96-00 Service grade 1 (rank 5 eguivalent)

Species Characteristics: L'Drey -

Physically, the L'Drey are the same species as the Altani. However, as
there are considerable soclological differences between the two groups, they
might be: considered separate species (much as dogs and iwolves are considered
separate species - and as it turns out, for similar reasons).

L'Drey Naming system?

{pl)=Name of current. shlp

(p2)=Ship rank

(pB)HCategory of work aboard shlp

(pt)=Cender indicator (Ir/Ira for Male/Female)

{p5)=Pack name of female parent, followed by a dash, followed by birth
ship name of male parent t

(pb)=Name of Birth ship

(p7)=Indicator of "marital’status (Ll/Ya for Mated/Unmated)

(p8)=Indicator of number of living of fspring {present in female names only)

(£9)=Given name

Exanplot
Tsi Lao do Komdar az Kima Ira Tvel-Ashata kel Ka rai 11 syen Shoi
“2pt D2 p3 ol D5 6 p?7 8 19

Ship commander of the Tsl Lao, a Temale born on the Kapal of a female of the-
pack Tyel and a male of the Ashata, currently mated, with one living off-
soring. Normal form of address would be Komdar Kima Tyel-Ashata Shol. In the -
familiar form, the appropriate address would be Komdar Klma T'A'Shoi (single
appostrophes 1nd1cate glottal stops)
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Ship Ranks for L'Drey

Aprrox. USN equivalent

rage 12 :

CRA1Y Eank

001 Komdar Captain

002 Dihad Commander
003-010 . Pentar Lt. Commander
01i-110 ComBichtor Lieutenant
111-255 HilRichtor Lieutenant {J.g.)
256-399 Richtor Insign :
400-495 Koran CFO

496589 Comteron O 1

590-639 Milteron FO 2

6L0-699 Teron FO 3

700-799 Trinor E 3 {(Seaman)
800-899 Binar " B2 (Beaman App.)
900-000 Inor Bl

The descendants of telepaths escaplng from Han during the pogroms of the
first and second centuries BSFH, the L'Drey developed ft1 starflicht independantly
of their star torn brothers in roughly 110 PSFH. They developed a nomadic
culture, mercantile based, and they also develored a free and loose attitude
towards lawful authority (except, of course, for their own ship/clan councilg—-
toward which they retain some reverence, even to this more enlightened day).

Like their planet bound brothers, the L'Drey are sexually active throughout.
the year, the females under:oins periodic peaks in sexual excitement approximately
every sixty terrestrial days. (During this "heat” period--duration between
three and fifteen days—-the female will produce and release considerable
quantities of airborn hormones—va dlstlnct rroblem in g closed environment,
like a spaceship), -

But in one very important fashion, the L'Drey differ from the Altani. They
are no longer monoganous by nature. Unlike the Altani, who mate for life, the
L'Drey never do settle down to a single mate. Descent lines are traced through
the female line, the male line being, in general, a. matter open to considerable
guestion.

After a considerable pre-marital fling, the L'Drey do settle down with Iifelong
"partners". But even after that settllnb down, hoth rartners will continue to
play around, though to a somewhat lesser extent as time passes.

Apart from these behaviouraid: changes, though, therc is no obvious difference
between Vulpes Sapiens L'Dorai and Vulpes Sapiens L' Drey. And much to the dlsmay
of the Hainites, the {irst contact many species had with Vulpes Sapiens was
with the L'Drey. And many were the times when the Tirst Altan contact vessels
sent to a neuly starfaring culture had to flbht their way oub--nuch to the sorrow
of all concermed.

Needless to say, L'Dreyan ships are not to be found on Altan controlled
worlds--nor on the worlds of those races in closec alliance with the Altani.
Not with all the trouble thelL’'Drey have caused their rather conservative
brethren. . o

Their numbers and range are unknown. At the C'ai Tyen (the areat meeting) in
1380 PSFH, over 30,000 ships were present, And L’'Dreyan ships have been detect-
ed in all parts of this galaxy, as in Asawo and Ichuru galaxies.

Standing orders to the Star Arm: Capture any L'Dreyan vessel detected.
Failing this, order is to destroy L'Dreyan vessel., Considering the difference
in wearon's technology, a reasonably easy task--destruction, that is. And where
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the L''Dreyan ship ija:givéh.size will have a reason@bletéargo
space, the Altan warship will divert that cargo space tQ engines,
offensive bhatteries, and shielding gear. DL

But those orders aren't always, followed. At least on the smaller
ships. And there will, every now. and then, be contacts between
individual Altani and L'Drey., Not that word of this ever reaches
ComFleet. Not, at any rate, if the Altan is in his right mind.

And there have even been a few broken heartis resulting from these
meetings. On both sides of the fence. But wordi of this has yet

to receive official ears. Or,at any rate, no official notice has
been taken as of this date.

SKITLS

All Runequest skills are given,at Runequest base percentages.
However, skill bonuses. are calculated based on effective strength
effective intelligence, effective dexterity and charisma and no
power modifiers are allowed, Further, certain skills are omitted,
to wit: horsemanship (0% for all characters).

Certain skills have been added. All characters possess the fol-
lowing skills at the indicated percentages:. : :
Computer programming: 25%
Vehicular opsrations: 25%
Speak, write and read language (own and L'Doran Universal):95%
Handgun: Marksmanship + 25%
Rifle: Marksmanship

All species save Altani and Ata'a possess swimming at 25% (These
two have the skill at 0%). All Altani possess skiihg., at 25%, and
all male Ata'a possess mathematics skill at 55%.

No of Skills

In addition to skills listed above, all characters posséss a
specialization field (usually scientific) and one or more addition-
al skills. The precise npumber of additional skills that the charac-
ter possesses at the start is based upon die roll and effective
intelligence as follows:

ective Intelligence.

=
fh

Fen T A i t e ' .,
D& follL 1-4 5-8 9-i2- 13-16 17-20 21-23 24-26 27-29 30+
Low , 9 o, 1 1 v 2 3 3 4
.-y 0 0 1 2 2 3 .3 4, 4
3 0 1L 2 2 3 ! 4 4 5
4 0 12 3, .3 4, 4, 5 5
25 0 .2 3 " B 4 4 5 5 6
6 12 3. . 4 4 5 . 5 6 6
Expected 146 . 1 2 2.5 3 2 Bl 4 5

Table II Scientific skills list

(initial skill if chosen as specialization = Intelligence + 253 +
knowledge bhonus, otherwise consult table (A))
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. Agronomist . Archeodogist.
Astronomer ' Astrophysicist
'Biochemist Biologist
Biophysicist Botanist
Cartographer Chemist

' Computer Scientist choose 1 subspecialty from follow1ng
' ' o l)Data base systems
2)ADpllCathHS
3)}Real time systems
4)Operating systems
" 5)Security systems .
Contact'XenOIOglst (Archtypal first contact _type)
Cultural Anthropologist Ecclogist
Economist
Engineer: choose 1 subspecialty from following
1) Communications systems
2) Computer svstems ,
3) Contragravity systems
4) Jump drive systems . s g g .
5) Life support systems 5
6) Power systems
7) Sensor systems

Geneticist
Geolayist/Plahetologist
Historian

Mathematician:

Geochemist

Geophysicist

Linguist (known languages)

choose one subspecialty from following
1} Aralysis

2)
3)
4)
5)

Algebra
Ceometry
Topology
Metamathematics

Medical sciences (species specific - specify species)

Meteorologist Molecular biologist

Oceanographer Pathologist ;

. Pharmacologist Sociodynamicist (a Hari Seldon type)
5001ologlst

xenoblolpglst" _Xenolinguist (expert at "cracking"

new and unusual languages)

It is to be noted that specialists in a given field will in-
variably solve run of the mill, standard problems, and will Solve
unusual problems at the skill percentages acqulred (with the ex-
ception of engineers, whose repair problems are always assumied to
be unusual) Individuals with a skill in a scientific area not
their prime specialization must make a skill roll to solve a3 stand-
ard problem and two skill rolls at their skill percentage (ox
a % skill percentage for truly difficult problems) in order to
successfully solve the given problem. Engineers, Computer Scientists
and Mathematicians are assumed. to have skill percentages equal to
1/6. 1/5, "and 1/4th of their subspec1alty skill percentages in the
other categories of their broad spec1a1ty (these subsidiary skill
values do not increase when the primary subspeclalty rating incre-
ases-- after initial determination, they increase independantly as
per other technical skills). - " '
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Skill level in specialization = Intelligence+25%+knowledge bonus
8kill level in non- speo italty: Roll D8 and consult following L.l
table: ‘
TABLE A ' o
I so%
23 L35 i
45 35%
67 20%
3] 25%

Additional Srkiils in iritdal rell up way be used to add to per-
centages for -a skill. Applicable on"y once to specialization as
per followine tabler (1¢ll D) :

ko)

TABILE B

R add 25% B0 skill level
PR3 zdd 15% to sikill leovel
A~0 a2gdr. % to gill level

SelVﬂco Szihmsw
ially as an addi
expert)

zmiion - may NOT be taken init-
ihe exception of survival

Command training' (given @1l line cfficers): initial skill level
is Intelligence+232%+knowl2dge bonu 1otoratory bonu s+(leadership/2)

Security training: chocse on subspecialty from the following
1} Count insurgency '
2y Cotsinedintalligence
3} Iatelligence '
4) Criminal apprehensions
{(1/3 initizl skiil lewvel in other sub-

specialties from on= <

Communicaticns {includas abliity to perform repairs on commun1~
cations gear as per Pnginger of that skill level)

Weapons systems (includes repair -capabilities as per Engineer
of the same skill leval)

First contacdt {as pcr Contact Xenologist)

i,
o

Armorer: Int.+25%+knowledge bonustManipulation bonus is initial
skill level. Repair and maintsin space suits & combat armor, and
hand weapons.

survival expart

Taken as gpecialization, skill level is:
Intelllgence +(Stealth/2)+ <nowledge+t (perception/3)+25%
Taken o g '
P as skill, skill lavel is Intelligence +25%
£ I g Skills inciuded are: sense ambush, set ambush, climp,
sk:; sw1m, veh cular overatlons. move silently, and hlde 1n shadows.

Service SpeClallZathES may be augmented via applying additional
skills and rolling on TABLE B (once per skill applied).

Other Skillg

Art Critic {(Perce p,ion skill) :
Legal seman t* ciszt {knowledge skill)'
Astrogation (normal space] (kancwledga skill) J
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Astrogation (Jump spaée)(knowledge skill)
Piloting (normal space) (knowledge skill)

Pllotlng (Jump space) * {knowledge® 8kill)
Calligraphy ...’ =2/l {hahipulation skill)
Poetry (special)

Acting skill {special)

flawking (special)

gculpture {manipulation skill)

Musical instrument .(by instrument) (manipulation skill} .
NOTE: 25% in skill with musical instrument is necessary for.
others to listen without pain to any given performance.

Gambling A:noting cheating in others (perception skill)
Gambling B: cheating (manipulation skill)
Gambling C: Rapid odds calculatloﬁs ,

and judgement of probabilities (knowledge skill)
 Bribery.: . . {special) Forgery (manipulation)
Tactics . ‘ (knowiedge} "Streetwise" (special) .

Administrationi understanding the ins and outs
. of a bureaucracy . (knowledge skill)

Initiél‘skill level: roll D6 For non-artistic skills

1 55%
2-3 45% "
4-6 40% .

Initial skills for artistic skills: roll on TABLE B
These skills may be aﬁgmented as per service skills,

Improvement of Skills and Characteristics

'In order to 1mprove one s skill in a glven area one must either
take training or use the, sklll

If the skill is used successfully during an expedition, the
probability that the skill will increase is:
-+, 100-(current skiil level)+(Intelllgence/4)+1 per successful
use_ of skill.
NOTE: Minimum improvement probability is always Intelllgence/4
Roll this number or less on D100, and the skill lével is 1ncreased
by Dé.

EXAMPLE: A human biochemist successfully solved three puzzles in
his specialty--with an initial skill level of 43. His intelligenc=e
is 18 (reasonably kigh for a human) so his improvement roll to roll
at. or under is 100-43+18/4+3 = 57+4.5+3=64.5 (so he must roll 64

or less on D100). Supposing that he does -~ then his skill level
improves, by 1D6 - say by 3 - to 46, for example..

To 1mprove a skill by training:

requires four months and a successful roll as per improvement roll
with one successful use of the skill. If roll is not made, skill
does not improve. If the roll is made, the .skill level improves
by D6.
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All characteristics save Intelligence, Size and Leadership may
be improved by training. Training‘'requires 3 months and a successful
roll on the following system (EXCEPTION: Telepathic Strike may not
be trained from 0 to '1).: S

On D100, roll less than or equal to Species max for characteristic
(use same system as Runequest for this ~ i.e. 3D6 has max of 18+3
=21) - Characteristic of character +(Intelligence/2).

The minimum success probability is always Intelligence/2.

Note also:Telepathic Strike and Telepathic Resistance have no
speclies maxima. Thus, roll must be made at or under Intelligence/2.

Telepathic Strike and Telepathic Resistance improve if used
successfully on an expedition and D100 roll at or under Intellige-
nce/2 made, = o v
N.B.:Training ‘may not be taken to improve more than one skill or
characteristic at a time. Characteristic increases are by 1 point,
with the exception of Telepathic Strike and Telepathic Reésist-
ance (which improve as per POW in Runequest) and Leadership which
improves as specified following:

In any expedition in which the individual exhibits leadership
talents (or as a result of which the High Command is very pleased
with a character), and a D100 roll less than or equal to Leadership
+{Intellignece/2) is made, add 1D4 to Leadership.

NOTE: At any time when a character has had Leadership improve,
".‘the -character may stand for promotion. If a D100 roll less than

or egual to Leadership is made, rank is increased by 1D4 (and
reduce Leadership by twice the amount that rank is improved).

If the roll is NOT made, deduct 1D4 from Leadership.

N.B.:Altani characters "UST stand for promotion at every oppor
tunity, and in order to gain promotion f£rom any rank above 120, an
Altani must possess musical/literarvy/artistic "skills as follows:

rank

121-1390 1 skill at 30%

131-150 1 skill &t 50%

151-170 1 skill at 70%

171-15%¢0 1 5kill at 90%

191-210 1 gkill at 90%, 1 at 25%
211-230 1 skill at 350%, 1 at 50%
321-250 1 skill at 20%, 1 at 75%
251+ 2 gskills at 90%

COMBAT

Hit peints by body part and lecation of weapon strike

Humans and non-tailed humanoid beings--Use Runequest. hit point
by body part and hit location tables.

Altani, H'Reli, Uquoi, Korli and other tailed creatures use.

i~ifollowing: . o
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Location Hit Points ;
. i=6 7-9 10-12 13-15 16-17 18-20 'Each additional +3

Tail

1 2 3 4 5 6 B i 3
Each Leg 2 3 4 5 6 7 =1
Abdomen 2 3 4 5 S 7 #]
" Chest 3 4 5 6 7 8 +1
Each Arm 1 2 3 ! 5 6 +1 -
Head 2 3 4 5 6 il +1-
Hit Location table for tailed beings:
Die Roll on'D20 * Specific Area Description
01 7" mail Bage of spine to tail tip
" 02-05 ' Richt Leg Right leg from hip joint to foot
06-09 Left Leg Left leg from hip joint to foot
410511 Abdomen Hip joint to just under the
' : ' ' floating  ribs
¥z Chest Floating ribs to neck and
shoulde¥s
13-15 Right arm Entire right arm
16-18 Left Arm Entire left arm
18-29 Head Neck and head

Ata'a and similar centauroid tvpes use the following tables:

Location Hit Points
1-6 7-9 10-12 13-15 :16-17 18-20 Fach additional +3

Right -

Hind Leg 1 : 2 - 4 7 5 © 6 ' +1
LEft . i 2 i : : ‘) : :
Hind Leg L 2 3 4: - 8 ate B +1

Hind- : ' - E
guarters 3 4 5 6 7 8 ],
Fore-
quarters 3 4 5 6 7 8 +1
Right
Foreleqg 1 2 3 4 5 6 +1
Left
Foreleg 1 2 3 4 5 6 +1
Chest 3 4 5 & 7 g +1
right Arm 1 2 3 4 5 6 +1
reft Arm 1 2 3 4 -5 6 +1
Head 2 3 4 5 6 7 +1
Hit Location
Die Roll on:D20 Location - - Die Roll.. Location
01-02 Right Hind Leg 12-13 Left Foreleyg
03-04 Left Hind Leg 14-15 Chest
05-06 Hindquarters l16-17 Right Arm
07-09 Foreguarters 18-19 Left Arm

. 1o-11 Right Foreleg 20 Head
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Attacks with Handguns and Rifles: (hit _probabilities)

Basic

Range

skill parcenuage is adjﬂsbed as follows based on Sltuatlon

Weapon Type and firing pattern

Rifle

gand
Rifle

CRifle

LA

lRifle

Rifle

Point blank +30% Projectile weapon (as onposed to an
Short Range +15% energy weapon) -8%°

Medium Range LU0 . Fan beam {(wide angled} +25%

Long Range -10% {(Gut damage by factor of 2)
Extreme Range ~25% Gyrosteadied or suit mounted +10%
Firer is: .. . .. Target is:

Braced . + &% Moving ~ A
. Moving : - =16% Evading - B%

Evading ~16% Tmmobilized +16%

Blinded . ~30% . A Vehicle +20%

Effect of Handgung and Réfles

Heavy projec%ile weapon (la rge calibre pistol) 3D6 damage/round
Light small calibre pistol) 2D 6 /damage /round

£
projectile weapon |
Point blank ranqv,= 0-= 5 faet
Short range = B+-= 20 feet
Medlium range = Z20+4-2780:feect
Long range 80+. - 100 feet o : : S
Extreme range 100+ - 150 feet N Vi o o | :
(projectile type) 3D6 damage/round
roint blank range 0 - 15 fee 5 : ;
Short range 15+ - 80 feet
Medivm range 80+ - 300 feet
Long ranga 308+ ~ 600 feet

it

it

Extrems range = 600+ - 00 feet

blaster 106 damage/bolt 2D6 damage on. fan setting
Ranges asz per pistol (heavy & light calibre plStOlS)

blaster (Typre I) 4n8 damace/bolt . 2D8 damage on’fan setting
Ranage, as per Rifle (prcjectile type) _

blaster (Type II) 6Dé damage/bolt 3D6 damage onh Ban~setting

2DEcdaniagn Lo BACKBLASE dénewtelfirencandualluwdghinvone:: .
metérithless wearingiT¥DE IZficarmeorver Hetterinrocietiile o
Rangéesas {Bgpeniils {projectilk type) :
laster. (Type IiI)8D6 damage/bolt - 4D6 damage on fan 'setting
4D6 damage in BACKBLAST done to firer and all within one

et
.sz‘"l

meter unless wearing TYPE V. armor or better.

Range as per Rifle (projectile type)-

blaster (Type IV} 10D6 damage/bolt ED6 damage on fan setting
4D8 damage 1in BRCKBLAST doneto fivér and all withinsened -~
meter unless wearing TYPE VI armor or better.

Range as per Rifle (projectile type)

Blaster, Tripod mounted, Heavy. 8D6 damage/bolt 4D6 damage on fan

Too heavy tc be hand carried--must be mounted on vehicle or
emplaced in fixed ground position. 'iay not be brought to bear
on any target at keliow 10 foot range,

.. Point blank range = 10 - 100 feet

. .Short range.

100+ - 300.feet o ; S
300+ - 900 feét

AT

Medium range
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(Blaster, Tripod‘mountea, Heavy, cont.)

Long range = 900+ ~ 1500
Extreme range = 1500+ - 2100 feet
Stunner pistol 6D4 Endurance damage 2D6 Endurance damage

on fan setting
Range as per pistol.

Effect on individua}s hit by blaster, projectile or stunner fire

After deducting armor eifects from such weapon hits, remaining
damage is taken to the appropriate (as rolled) location. Damage
limits per limb/body part are as per Runequest.

However ,"'when D is the amount of damage actually done to the
individual,

D/Basic Health of individual hit = probability that the indiv-
;gual hit will go into shock (disregard this probability for stunner
hits).

D/Endurance before hit = probability that the individual will
jose consciousness {even if he does not go into shock).

Endurance after hit = Endurance before hit - D

. When Endurance loss is due to blaster or projectile fire,
RECOMPUTE hit points based on normal endurance - D, and adjust hit
points by body part accordingly.

Stunner hits to IHead, or Chest resulting in Endurance drains
greater than the number of hit p01n+s in these locations result in
the individual becoming unconscious,

Individuals: whose. Endurance is lowered to zero by stunner fire
will lose consciousness.

Rate of Fire for handguns and rifles: 2 shots/MR as Strike rank
permits.

ARMOR
ARMOR TYPE  DESCRIPTION
0 " 'Bare ékin_
X . Light Environmental Suit (May or may not bhe
L - =usitiitable for vacuum operation. 57POINTS PROTECTION:
IT . Pull EVA vacuum suit. ' 1@ POINTS PROTECTION
I S
CIIX Light Combat Space Armor. 15 POINTS PROTECTION
v Scout Armor 20 POINTS PROTECTION. STRENGTH X 1.5,
' SIZE x 1.2
v Command Armor 30 PQOINTS PROTECTION., STRENGTH x 1.5,
SIZE x 1. 2
VI ' Marauder Mark I Armor. 40 POINTS PROTECTION.
STRENGTH x 3, SIZE x 1.3. Two Type IT Rifle
blasters mounted in arms.
VII Marauder Mark II Armor. 75 POINTS PROTECTION.
2ERO LTS CSTRENGTE x 6, SIZE.x 1.5 TWO Typée ITI lele

blasters are mounted in arms.

all Space going personnél are trained in the use of armor of
types I, II, and III. Types IV and above require special training
(treat as manlnulatlon skill, base = 0%). Training to the 25%
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level is available on a need-to-~-know basis,
Effect of Melee on Armor

For Armoxr types I and II, armor is non-regenerating with
respect to damage done by weapons. That is, armor deducts its
‘protedtion value from the damage done the wearer, but for each
point of damage absorbed by the armor in a given location,the
armor protection in that location is reduced by one point. This
does not include endurance damage done by stunner fire. When
armor protecticn in a given locaticon has been reduced to zero,
it is assumed that the suit has been destroyed in that section.

Combat Armor (Armor types III thru V) is assumed to be somewhat
more resistant to damage, Thus,‘for each point of damage absorbed
by the armor, only % point is deducted from the armor protedtion
in the indicated location.

Marauder Armor (Types VI and VII) is assumed to be extremely
resistant to damage. Take damage done and divide by the armor
protection in the area hit. This is the probability that serious
damage will be done to the suit<-i.e. the probability that %
point damage will be done per point of damage absorbed. If this
probability roll is NOT made, no damage-is done to the armor.

NOTE: Any individual in type I, II,<III 0r IVotakeseredudedr !
effect from any stunner hlt BEFORW ARMOR PROTECTION IS TAREN INTQ
ACCOUNT (i.e., divide stunner hlast power by 2 before subtractlng
armor value). Stunners have NG EFFECT on any individual wearing
Armor type V or better. :

Hand to Hand Combat

Run as per Runequest,

Téiepathv anéiTelepathic Combat

Telepathic Strlke Capacity (TSC) valueg correspond as, follows
to telepathic capabilities:

IsC Meaning
0 ' Character is non~te1epathlc, and completely untrainable.
1-3 .. Character can be trained as a telepath, but is untrained
. and unable to elther send or recéive thoughts,
4-7 Character is. able to transmit telepath1cally to members
of his own spegcies. ,
8-11 As 4-7, save that Character is able to receive telepathlc

transm1351ons from other members of his own species
(i.e., he can read minds that are not actlvely trans-

mitting). 5 .
i2-15 Character has all capabilities as per B-11, and in add-
. . . ition can transmif to members of other spe01es.
l6~-22 Character can transmit thoughts to members of other

species, read their minds (even when they are not
actively transmlttlng} and do likewise with members
; of own species.
23+ Capable of engaging in telepathic combat.
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Telepathic Combat:

TTo launch an attack requires the expenditure of 2 endurance
pointg.
To maintain an active defense requires the expenditure of 1
endurance point,
The probability of a’ successful attack is 506 + 'PSC of Attacker
- TR of Defender (in the case of an active defense) or 506
TSC of At acker in the case of no active defense.

If the attack sueceedsr the defender loses endurance p01nts
equal to 1+20640.1 x (TSC of attacker - TR of. defender) .

A character may malntaln an actlve defense and attack (elther
physically or mentally, ‘but not both),

When=Endurance has been dropped to 4 or 1ess, lelde TSC an&
TR by 2 for the purpose of determining odds ln further telepathlc
combats

Endurance and Hit Point'Reeovef? after'cbmbat

For each hour of sleep (up. to a max1mum of 8} restore Basic
Health/EO endurance points, (For: 1nd1v1duals sent 1nto minus
Endurance bia stunners, weapon damage, or. telepathlc combat or .
some combination thereof, assume 1 hour of unconsciousness per
negative endurance point’ before resettlng Fndurance to zero). .

For each day of bed rest, restore Basic Health/22 hit points,

SHTIP TO SHIP COMBAT

In Runes In Space, a spacecraft has .four basic optlons in combat

Tney are:

(1) all out attack (assumes attacker attempting tohclose to minimum
‘distance).

2YjDodge and close (assumes attacker is proceedlng with just a
bit more caution),

(3) Dodge and attempt to maintain.ac¢urient range.

{(4) nggevand attempt to:break contact (basically, RUN AWAY!},

Beam fire:The acceleration of the defending ship {in g's) is sub~
tracted from the acceleration of the attacklng ship, the result. .
is divided by 20 and the result is rounded to the nearest 1nteger
The resulting number is the drive difference and this, together
with the combat tactics chosen by the attacker and defender will
determine 1f a hit is scored

’

Combat,Reeults Table:

Target Shlp Tactics

Firing =~ I.zxve ' '““‘-' ke A noige Bodge-&ntio
Ship Drive CAL) out . Dodge“&l’;Dodge & attempt to
Tactics  Difference attack . close ' hold Itj:ibreak contact
All out -5 or less liss Miss, ~ Miss . ‘Target Ship |
attack : ' ' ‘ Escapes ’
-4 Miss Miss Miss Target Ship

Escapes
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Combat Results Table {cont)

Firing
Ship Drive. .. - All out
Tactics . Diffekemicconcattack
All out -3 Miss
attack
-2 Hit
-1 Hit+10%
.0 Bit+20%
+1 Hit+1l0%
+2 Hit
+3 Miss
+4 Miss
+5 Miss
+6 or more .. Miss
bodge &1 -5 or less Miss
Close Leguts _
. —-4 Hit-50%
-3 Hit-25%
-2 Hit
-1 Hit+5%
o Hit+10%
+1 Hit+5%
+2 Hit
+3 Hit/4.
.Jié‘or nmore Miss . ..
Dodge & -4 or less Miss
Hold ,
-3 Hit-25%
P -2 BEit-5%
-1 Hit
0 Hit+5%
+1 Hit+5%
£2 CHit

Target Ship Tactiés

Dodge &
close’

- Miss

Miss

Hit~20%:

Hit-10%
Hit
Hit
Miss
Miss
Miss
Miss
Miss
Miss
Miss
Miss
Hit/2
Hit
Hit/2
Hit/4
Miss

Miss

Miss
Miss
Miss

Hit/2
Hit
Hit

Hit/2 -

bodge &

hold-

- Miss

Miss
Miss -
Miss

Hit-10%
Hit

Hit+10%
Hit+15%

Hit+15%
Hit+20%1

Missg
+

Miss

Miss

Miss
Miss
Miss
Hit/4

Hit/2
Hit

Hit+10%

Miss
Miss
Miss

Hit/4

Hit/2

Hit/4

- Miss
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Dodge &
attempt to

bré&ak contact

Target Ship .

Escapes

Miss

- Miss

Miss .

Miss
Miss
Hit/4

Hit/3
Hit/2
Hit

Target Ship
Escapes
Target Ship
Escapes
Target Ship
iEscapes

Target Ship
Escapes
Target Ship
Escapes
Miss

Miss
Miss

. Miss

Hit/4 -

Target Ship
Escapes
Target Ship
Escapes
Target Ship
Escapes
Target Ship
Escapes

Target Ship
Escapes -
Target Ship

Escapes
Target Ship
Escapes
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Combat Results Table {cont.) I
- Target Ship Tactics

Firing : ’ - Dodge &
Ship Drive All out Dodgeu& Dodge & .attempt to
Tactics Diff&rence: attack close o hold: break contact
Dodge & +3 or more | Miss . Miss - Miss Miss
Hold
Dodge & -1 or less [ Miss . _ ; Miss . Miss Target Ship
attempt to- o I fe B Escapes
break 0 Hit/3-20% Miss Miss Target Ship
contact . « B Escapes
+1 or more Miss Miss Miss Target Ship
S ; Escapes

Explanation of Combat Results:

Miss: Means the weapon fired missed the target ship and no damage
wo o Towas done.

Target Ship Escapes: The ship that selected the Break Contact .
option has successfully withdrawn from its enemy and escaped.
.- In order to escape from more than one ship, dan Escape resulk
must. be made against EACH AND EVERY enemy ship attacking.

Hit %:n% Determine5'power of beams directed at target and then
1ncrease or decrease the power of the beam by n% before
determining odds.

Hit/m: Determinespower of beams directed at target and divide by
m before determining odds.

(Hlt/m)—no. Divide power by m then decrease by n% before
determlnlng odds. : _

Once sh;p damage has been determlned (as percentage} on the
table below, casualties among the crew are determined as follows:

Crewmen not wearing armor - double pesrcehtage damage
taken - this is the probability of an instant kill.

Crewmen wearing armor - deduct % the protection of the armor
from the percentage ship damage taken. If the result is negative,
or zero, chance of death is 1%, Otherwise, the result is the
chance of instant death. ‘

Percentage. ship damage is cuamulative. After ship damage is at
the 25% level, the ship is considered to be open to space, and
all personnel not in pressure/space suits will die within 30-60
seconds, After ship damage is at the 50% level, major ship systems
may beglin to fail (damage level - 50%)x2 being the probability of
system failure (ro-l for each system) (this failure assumes all
backup systems for the indicated function have failed also).

As ship percentage damage accumulates, overall ship performance
suffers accord1ngly~—at n% damage,; maximum: weapon power output
drops by n%, shielding power drops n%, maximum acceleration drops
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n%, maximum counter-acceleration effect drops n% and so on. When
ship damage .is at or above.l00%, it is assumed that the ship has
been turned to junk (repairable). At the 200%+ level of destruct-
ion, crew survival is 0% and the ship is totally destroyed (nok
repairable),

Hit Power ratios of greater than 3:1 are treated as multiple
hits~-taking as many 3:1 strikes as are necessary to reduce the
ratio to below 3:1, then rolling these hits and for the remainder
hit, and summing the percentage damages. Ratios of less than 1:3
are treated as no effect. :

Hit Damage Result tables:

l:é'c 2}3 1:1 3:2 2:1 5:2  3:1

o

D100 roll 1:3

3%

1 =53 10% 103 . 15% 208 30% 40% 50% 75%
2 0% 10% 10% 10% 15% 25% 30% 40% 60%
3 0% . 5% 10% 10% 15% 20% 30% 35% . .50%
4 0% 0% 163 10% - 15% 20%8 30% 30% 40%
5 0% 0% 5% 10% 15% 15% 25% 30% 35%
6 0% D% . 0% 10% 15% 15% 25% 30% 35%
7 0% 03 0% . 35% 103 15% 20% 25% 30%
8 % % 0% 5% 10% 10% 15% 20% 25%
9 0% 0% 0% 0% 5% 10% 10% 15% 25%

10 0% 0% 03 0% 0% 5% 10% 15% 25%

Now if the result of. the comwarison of attack modes and drive
settings results in a MISS result, it is still possible (if
there is a trained weapons system officer on board) to try
for a second shot. In this case the hit probability is

(Skill of Attacking WS Officer)-(1/5)*(Skill of defending
WS Officer)+(Attack ship mode modifier)+{Defender ship
mode modifieyr)

Mode .. Attack Ship Modifier Defender Ship Modifier
All Out Attack +10% +10% .
bodge&Close +5% 0
Dodge&Hold 0 ~-5%
Dodge&Attempt

to break contatt -15% -25%
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SHIP CHARACTERISTICS

Ship Type ' AttHck Screen Normal Space 'Jﬁmp:Spacé ‘
o A ' Elrlng range Firing Range

Fighter * = 3° 3 1.5 light sec -H-mwem-

Scattership = 5 " 57 72 light sec’'. 4 psly ok s
Armored’ Scout 10 10 2.5 light sec. 5 psly - -
Destrng; 20 .20 3 llght sec .6 psly
Freighter 0 8  mmemmeee o
Fast Transport © 8 -————— e T Ry
Corvette -
Transport 1 8 2 light sec 4 psly
Light
Cruiser ' €0 40 3 light sec 6 psly
Attack | . ‘ ? -
Cruiser 120 40 Y light sec’~ 6 psly
Heavy : o . : ‘
Cruiser 100 60 3.5 light sec 8 psly
Carrier - 20 100 4.0 light sec 6 psly
Battlecruiser 140 80 4.5 light sec K 10 psly
Battleshin 180 100 5 light sec. 12 psly
Pocket " » o
Battleship 180 140 8 light sec 16 psly
Super
preadnaught 240 120 ¢ light sec 14 psly

1 PSLY ='1 Pseudd Light Year = the distance in Jump space ',ff
equivalent to one tight year ih normal space. o

Ship Type _ Max1mum Acceleratlon Counteracted . Speed in

) _ (3 to e Jumn Srace
Fighter 20,000 g 10 g *none
Scattership ' _ 10,000.¢ " L 16 g 60 psly/hr
Armored Scout 1200 g 12 ¢ 30 psly/hr
Destroyer 1000 ¢ 16 g 20 pslv/hr
Freighter ~ 30g 7.5 g 10_p@1yzhr
Fast Transport 60 g 12 g ‘415jpély/hr
Corvette Transport 150 g 15 ¢ 13 psly/hr
Light Cruiser 700 g 7 g 14 psly/hr
Attack Cruiser 600 g 6 g 14 psly/hr
Heavy Cruiser 600 g 6 g 12 psly/hr
Carrier 800 g 8 g 16 psly/hr

(3 hour reguired to grapple or release large ship preperatory to
or following release from Jump space).
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Ship Type Max Accel Countered to Speed in Junp
Battlecruiser 500g 5g 10 psly/hr
Battleship 400g 4g 8 psly/hr
Pocket Battleship 700g 1g 14 psly/hr
Super Dreadnaught 300g 3g 6 pslv/hr

Notes on the Jump Drive:

The FTL jumbn drlve can only be used safely when the
grav1tat10na1 ficld .iat .-t the corresponding normal space
location is below 0, Ol g eguivalent, then the potential is
higher than this, +treat the field strength (relative toc one q)
as the probability of total ship destruction if FTL maneuvers
attempted (ie, ship in jump) .

Minimum jump distance is approximately one astronomical
unit (93 milliion miles, or 8 light minfites). For Short
jumps, roll nD10 to determine distance jumne {(n being detexrmined
by the mission commander) .,

On entering or leaving jump space, all charncters are
subject to jump shock, DRoll UNDER BASIC HEALTH (using same
dice as character used to generate BASIC HEALTH originally) or
be incapacitatéd for one minute nlus one minute per point
over characters basic health roll, This roll is done for each
character 1nd1v1dually each time jump is enetered or left.
(Melee rounds in ship to ship actions are, it is #o be noted,
only six seconds long)}. Charging up the Jump field for
entrance into FTL flight mode takes 1D6 minutes.

Engineering repairs of Damaged Systems:

Where a system has been damaged in combat {or otherwise)
it is possible by making repeated rolls on engineering skill
to repair the system. Assuming a complete system failure,
the system will be at 0% reliabilitv. If only nartial damage
has been done (as when a 5% ship hit reduces shields by 5%,
beams by 5% and max acceleration by 5%) the system reliability
is assumed reduced by that same percentage. If a damaged system
is run without repair, check every hour for further degradation
as follows: roll D100, and if result is at or below system
reliability, no further degradation occcurs--otherwise roll
D100, divide by 100, multinly bv the old reliability, and this
becomes the nmew svstem reliability. If repairs are successfully
carried out (one attempt per engineer per nour) add 1D10
to the reliability of the given svstem. There is no provision
made for the remair of live (ie operating) systems, Thus,
important systems such as power and life support and the like
are triple or quintuple fail safed (ie there are kwm multinle
back up systems each capable of carryving the full ship
load while the primarvy system is nulled off line for repalrs)



NEWS FROM MANTA

The fourth of an unknown number
cf contributions to The Lords Of Chszos
(X2 total mumber; 3¢ x< x4+ 1)

Conjured at V'RY odd intervals by Jordan Brown
don't try to reach me. I don't know where

I'11 be, -

(I don't have any corflu...wish me luck...)
Ob dear...I seem to have missed : few issues...COMMENTS :

TLOg 63

Pegry: T1? You made 3 statements which didn't-have anythine to
do with one another. You say I use Save vs Death too much. Well,
I use 1t for Polson, Death Rays, and Life Blasts. Then you say that
1-2 levels doeen't kill hish-levels. True. But it sgmre annoys theml
Then you say no one likes high risk for low pay. I agree, but what @
does that have to do with anything? My universe, if anything, gives
out too much treasure,

I refuse to comment to myself!!]

Mike: Demon PCs87?? You're cramier than I thought... {'sokay,
sowecone got sent to hell in my universe and prouptly went down to the
recruliting office, and ... // Turn the botiomless cup of cofee
npwsidowﬁnwn.../f Trade rinz could be useful, cculd be dgngerous.

Charlies true.// Curces: 1) alergic to magical items. 2)
reincarnate instantly on death. i

Iee! Are you sure you add 1 per dex point over 17%? looks to me like
the higher your DEX is, the worse fumble you get...

Mike again: ARGH!
Duncan: MNost of the stuff seems falrly reascnable...Do you dislike

Pgionics or something? That spear of mental dispuption ig a little
mean.// I'm not too sure about anti-magic users,

Kay: Whew.

NCS: Rut if you can't tell the differemce between illusion
and reality, what IS the difference??? .

TLOC T
Diana: Interesting. Those Cure/Tncure spells ars PoWerfu1;
Kay: Nice Table. I think I'11 use it, Soueocne Tinally wrote up
all those random 1little beasties on the encounter tables. Good for

FOou,- '

Paggﬁ: Certainly I remelber. I repeat, what story? That was
history.

PAGE 1



Mike: You're welcome. // Keep coples of the DTL for me...I'1ll zive
you some noney next time T see you,

Gary: But I don't speak SpaceQuestish...
TLOC 8:
Geerges® Reasconable,

NCS: I prefer my Reincarnate table.//SHEEM DRAGONS 2227729
AAARRRGGGHHHI!! // :nd T still z® prefer my experience system.
What about monsters that have more than 9 HD at maturitv? ‘

T'Isan: Hi there! Hopefully I can get a transfer back frouw
the other end of the universe and Join you people in the not-to-
distant future.,. A'Shain

NCS: You're INSANE!!!

Diana: T am going to have to run in your universe sometime,

Enough comments,

Well, I left the place I used to work without running all
the tables, so those will have 4o wait. I'm moving down to LA
next week so that's why I don't know what my address or phone number
will be. If necessary, give letters to Micolai and I can set them £x
from him. Anyhow, I'1l rewrlte the exparience progr am for snother
computer and publish it, assuming T don't flush' that experience XX
system entirely..., I've become unsure that balanced is the right way
to go as Tar as experience tables are congerned. Why can't there be
a beast that gets weaner than a human being faster than a human Eeing
being? Hmm.,..I think I'11 publish the algorithm in this issue,
maybe the program nextish. (Maybe thisish, but i dunno. )

(T'11 put the algorithm on the next page)
Does anyone have any leads on cheap computer terminals?-

What would people pay for a belt of turning 100% of all spelils,
magic devices, psionics and such? It's a two-way mirror, tho,
(meaning it reflects spells going in AND out,} A fichter of mine
Picked it up in StormGate, and I'm curious how much I could get for
it. (I'd also be interested in estimates of how much it's workh,
Also: How much would someons pay for a mark III Sheem Fox with

an K Hour of power and no instruetions? Magic X ltems should be
ones usable by rangers.

As Kay sald lastish, I sm now an Altani., I am a Pack Au male

Database Management Specialist. (read overglorified computerized :
librarian). I've been transfered to some obscure outpost on the othee
edge of the universe pending my move to LA so I can get 1nvolved in.
the Funes in Space campaign. Oh, by the way, my name is Au Tr Shain,
A'Shain for short, MilCcmRichtorobtéronir Au Ir Shain for long.

Or, MCROTE Au Ir shain. But enough of this. it shkould be interesting,

PAGE 10



How I figure EXFERIENCE TABLES for exoticsas

Note: This systenm is‘bnly practical if you have access to a
computer,.. I wouldn't advise trying it by hand.

Warning: This method results in rather high Figures for
high-level mean monsters.., = : :

1) Monsters bregress from 1 HD to a total of TWICE their stated
("matuwe®) hit dice. (1 HD per level)

2} Their armér class, movement, and damage done allpprogress
evenly starting at an arbitrary lower limit up to their’
stated levels. From maturity to 2¥maturity the rates are halved.
after 2%maturity, there is no progress,

3) after 2%maturity, their hit points go up 2 per level.

4) Twor working purposes, armor class is rounded to the nearest
integer, damage done %o the nearest % point, and movement to the
nearest 3", (Or if movement is less than 3", to the nearest 1)

5) {The Bigzie) The experience required is that of a fighter
that is the monster's equal in combat, modified by movement and
the Fudge Factor. '

S5a) The way their equal is deteranined is to find the level
at which a fighting man with a greatsword takes clmost =@z exactly
s long to kill the monster as the monster tales to kill the man.
{within .05 melee ronnds) :

5b) I use a binary search to find the level; Almost any search
is valid. Preferably, fractional levels should be handled by mzxxkd
considering the man's hit prob, saviéng throw, and hit points to
rise emenly between levels,

5¢)}) The man's hit prob is considered to go up evenly with level,
I Tind that 127 plus 4% per level works nicely,

5d) Ditto for the Man's save versus Poison znd Dragon's breath.
These are the probabilities I have calculated:

"Poison: 38.353% plue 3.3333% per level
Breath: 21.666% plus 4,1666% per level

5e) If the movenment speed (move or fly, whichever is Razkerd
higher) is greater than X®{ that of ~n unarmored man (12™), the
following percentages are added to the required experisnce:

Move %
15 to 24 B

27 to 48 10
51 up 15

5f) TIf the movement speed is less than that of men {6"), 104
ls deducted,

5g) Finally, to account (hopefilly) for magical & combat,
PAGE 11



(Fireball, Sleep, ete} and such like, the required experience

is averaged with the experience required for a fighter to reach
a level vhere his expected hit points are equal toc the mnonster's
expected hit points,  (This iz the fudge factor mentioned above)

5h) Then, for convenience, the experience Rigurzx required is rmm
rounded to the nearest 3 significant figures, or to the nearest 100
experience points. S

6} If the monster in question has an intelligence of 15 or
higher, he may opt to be a wazic user/split character class. Add
MU experience to the numbers from 5h above, He is a magic user
of 2 level equal to his hit dice.

&k 6a) Ditto Tor other classes.

6b) This one depends on your DM, but please in my campaign,
no more than 2 character classes per character {FTR and 277).
Elves I will allow to be more, but they are on an eftirely -
different system, , .
Note: Right now I have no way of decling with immunities and’
some types of attacks. For emample, Lycanthropes (immune .to non-magic,
non-silver weapons); Hargrave creatures (usually immune or resistant
to several things); Brass Dra ons (Breathe Sleep and Fear);
Carrion Crawlers {paralyzation) and so on... Anyone who comes up
with a reasonable system, get in touch and if 1 %8Bk like it, I'1l
print it here in TLOC (with appropriaste credits)

another note: In case anyone is at all interested I compared

my system to Charlie Iuce's and Nicolai's. At the low levels,
mine was typically easier on the wmonster, At the hirh levels,
mine was almest always harder on the monsters. OFf course,
Charlie's numbers were basically different fror mine: he uses
300K/1level for MU's and 240K for fizhters (Right, Charlie?):

I use JOOK and 120K respectively. This means tzht his numbers are
even further off than I thought., Sigh. (No offense, Charlie, I
just don't agree with your methods,) (I don't agree with yours,
either, Micolai, only Charlies are further off.)

Comments are soliciied. The program is curréntly written in BASIC,
but T may rewrite it in PASCAL for compatibility. One of these
days, I'1ll publish one version or another, (Or maybe FORTRAN?)
(L1sPl!) (TECO!!! | ' |

THE REST OF THES PG IS NOT TO BE USED IN HNY WAY, SHAPE, OR FORM
OTHER THAN DOODLI NG. '
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ILAGES FROM THE SHADOULAWDS: ramblings by Bill Diye, 0 9311, Stanford), C&
©4305, Phone (415) 3._2_2_—896!; o

1 ama student at Staaford Unlver51ty about to graduate in Eleetrical’
LnglneeranICOmputer u951gn. Come Dctober, I will help in the CPU deSIgn ‘of
the 1?3000 business computer’ for Hewlett-Packard. In botween, I Vlll take a
vacation in Europe. '

iy campaign style has chang oed over ‘the years,'lnfluenced by the Gi's and
players with whom I had contact. Rich Schwall was my first Gu, in his early
days at ﬁorthwest%rn. That got me interested enough to draw up my first
dungeon just hefore going off to Stanford. “There F met Ceorge “Snark"” Cole
and inadvertantly made minor incursions into rlonty= Ha111sm, the characters went
up too fast and there was no real danger. This not: belnv cur’ intent, we scrap-
ped our first tries and rearranged mPChanlcs several tlmes Lrying to f1x the
problem.

I then met liicolai Shapero, who hds had the: ereatest sinple influence on
my campaipn. tith his example I started a workable high-magic, high mortal-
ity campaign. Chavacters went up faster, but the roller-coaster effect on
levels balanced things out. Varicty was preatly 1ncreased and an ever
present danger made things interesting. 5

The second most important influence on my campaign was from two of my
redmnates who statted primarily politicalcampaipgns. 1In these, rather than-
being adventurers banding together to raid the gilded hole, the characters
have been:. a mercenary who joins the duke’s army, a paladin who rides out .to
try to rescue his kidnapped sister about to be used as a virgin sacrlflce,
an elven envoy to the steward of the old kingdom,, .a traitor who 301ned the
Harriors of the Red Dapper, etc. The PC's are in real llfe situations that
are still adventuresome. e

Based on-these examples,:il am trylng to develop a h1ph-maglc .high
mortality political campaipn. - There will be no dungeon, only wilderness
and cities. The basis for my universe comes from both Roger Zelazny's Amber
series, and iicolal Shapero's HAILBCW cungeon., (IF you haven't read the
entire Amber serlesn some of the following won't make sense.)

After all of the worlds éﬁd and reform when Corw1ﬁ reworks the pattorn, N
one of the new shaddéws (far from Amber) iz made from pleees of éarlier shadows
thrown topgether. i-The laws of the universe are not constant, in that magic and
technology do not work the same in different places." With everybody more than
a little crazy from -the end and restart of the world: {mostly paranoic), and
xenophobic to boot, "the Shadow Wars started. These lasted about 50 years and
made the 30 Years iar look likei!Camp Fire Cirls having a pillow fight. The
population crashed fron 10 mllllon over 60,000 s:uare miles to about two
million. P b

At this n01nt th@ campailpn starts. The Shadow ”ars have diecd down, and
there is, full scale fighting in only two areas, plus many areas. with minor
1ncur51ons and fre uent border raids. Ruling xpe! s arc. settled in areas that
augment thelr porer, e, the dwarves have taken over az low m magic area, and
the prlests of Angmar are in control of a high mapic, antl—clerlcal area.

The varios rules that apply in different arcas are mappead (topoyrauhlcly)
according te four characteristics: magic use--— how easy it is to usec regular
or clerical magici fire use-- which works better, fire or cold, and to what
extent; clerical bias—~ whether good or- evil clerics have an advantage; aﬂd
taechnology-~ if it works, to what extente' In each case, area I méans the named
quality works poorly, if at all, and ,the inverse, in the case of cold and
anti-clericism, works quite well. Also, there are no abrupt changes in the
characteristici there is no place where.an area IIT magical is adgacent_to an
area IX magical, etc. - '



INAGES FROM THE SHADOWLAMNDS, p. 2
The mapping of the Shadowlands

Hagic Area I: This area is a magic sink; anything magical tends to lose its
magical properties should it ever return to a location where it might
otherwise work, In any case, no magic works while in area I, and all
spells are dispelled. Anythlng maglcal must save every hour or lose its
magical properties as follows:

Pure magic-using types (MU's and 111u51onlsts) lose d20% experience,
half of that if save.
Mixed magic-using types (clerics and rangers) lose le/ experience,
7 half of that if save.
‘Staves lose 2d20 charges, d20 if save,
Wands lose’ 2d12 charges, dl2 if save.
Rods lose 2d4 charges, d4 if save.
Other charged devices, as GM sees fit. i
{leapons lose +1 tohit,damage, -2 on Ego, Int; no change if save.
Armor, shlelds, rings of protection, etc. lose 41, no change
if save. T
Artlfacts lose about 20%Z of original power, mno change if save.
Anything else loses all power, ok if save, or as Gli sees fit.

Magic Area 11 Eé magic of any kind will work, and ali”spells are dispelled,’

Magic Area III: 1o spells will work, nor will staves, wands, Tods, or akg
any, device that would cast a spell. Permanent spells are negated while
in area I1I, but veactivate when returned to a higher magic area.

Only devices and permanent potions of enhancement (e.g. strength,
flying, protection, true sight, etc.), regen devices (at 1/10 rate),
armor and shields operate normally. . All magic weapons have only - ‘
the attack bonus-~ no damage bonus or other capablllty.- A s d

,,SAVE Vs . i

... CLERICAL SPELL. s e
MAGIC SAVE vs RXMEXHE | POINT  WARD/STAFF WAKD/STAFF.
AREA: - ‘EAGIC?NA MAGIC/DEATH - COST DAMAGE ~ CHARGES
Four Y6 . +3 3xNORE - -3/die < 3fcast .
Five w4 42 2xNORM . -2fdie - 2f/cast
Six +2" +1 - 1.5xIORM - -1/die 2{cast
Seven  normal . normal ~ normal normal normal
Eight -2, 7, -1 « 7 SxWORM +1/die . 1/cast
Kine -4 -2 .66xNORM . +2/die. = 1fcast -
Ten -6 -3 « S0xNORY +3/d1e 1/cast

In magic areas IV through %, all magics works as defined, with the o
alterations listed above. There is a minimun of orne charge being used when-

ever a wnad or staff is fired because they are not éesigned to hold fractional
charges. i ;

i

;FmE,EWEvs 'FIRE - . SAVE vs COLD '_‘ e
ARTA . FIRE  DAIAGE - COLD DAMAGE ‘ .

One .. +& -2/die’ ~4 - +2fdie
cTwo - - &2 =1fdie : -2 ‘+1/die
Fthree nerm normal = norm ° normal
Four A -2 +1 fdie +2 -1/die

Five' =4 +2fdie 44 ~2/die
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The mapping of the Shadowlands

CLERICAL  SAVE vs GOOD  SAVE ve ALTI- CURE DALACE 'QAUSE DAIAGE

AREA | CLE.ICAL #AGIC CLERICAL LAGIC hODiTEh,; - LODIFIER - '?*-
One. . . +4 -4 -2fdie . ..  +2/die : o
Two +2 . =2 -l/die; ... +1/die G
Three normal normal normal ;. . . normal

Four ‘ -2 L 2 +1/die 7 <1/die

Five . -4 . +4 +2Jdie , ~2/die

TECHNO AREA Iz Mo techno 1tems w111 work at all (gunpowder, electronlcs,
1asers, antlnmatter etc,). Hechanical items work as |
normal (crossbows, ete.). For purposes of this rule; Gli's
have dlscretlon to define techno.

TECIHL0 AREA IXg Techno mEm 1tems Uork at half capablllty. For weapons,, :
-half range, half damage, —4 On acCuracy. Loz,

TECHEG AREA IXII-- Techno 1tems work noxmally.

The effects of the various aréas are cumulative with each other, and
with other rules. For instance, if 2 meteor swarm were thrown -in Hapic ¥X
Area Ten, Fire area Five, all involved in-the target area would have to
save at -6(9th level spell) -6 (ilagic X) -4 (Fire V) = =16 (Yuck!) ‘That
means, an unprotected iU 16th would have to roll a 19 or better. Slmllarly,
an FHP throwing a Finger of Death in haglc VI, Clerical II, causés his

~1:v1ct1m to save at +1-2 = -1, These tules are not sacred, so modify them

to best suit your own campa1gn. One thing I've done is most of my campalén
is im Techno II. which restricts guns corisiderably. 1I've seen what auto-
rlfles, for 1nstance, can do to a campalgn. Right, Jordan? L S

There has been a notlceable bias so. far in this mapazine; there have
been at least half a dozen articles on demons of varios types, including
as a character class (great work!). #ubt what is a lawful cleric or MU
supposed to do when he has gotten in over his head? He can't summon a FITB
demon, and divine Lnterventlon strikes me too much of Gii's coddling players,
(did I hear mention of ionty a117) S50, to rectify this situation, I present '
my stats on angels. Ta dal '

e - "5 ) } ENGTH,
AIGEL : . - SUORD DAMAGE DALAGL " LAGE

TYPE AC  HITS iOvE 13 00Y uAasIZE/LARGER , BCIUS  LEVEL REGEL
I & 6diz . 9/15 10+dc d10/3d6 o +346 3, 2f{rnd
ix 2 2d12 /24 12+46 - dl2/2¢12 +5d6 10 4frnd
11T 242 12d12  '12/30 14+d6 =~ 2d8f/3dlz - 4746  :12 - &/tha
v 2447 148T2  12/36  16+d6 3¢8/ a1 2% +5d12° 14 £/rnd
v 247  17al2  15/42 15+d6 £d8 f 541 2% +8d12 16  10/rnd
VI - 2+10 20d%2 - 18748 20446 4d12/10d°*;, : +10d12 18 12/rnd

“-~Vorpal. Auteomatically deoes a critical hit,
All angels are immune to mental magic, clerlcal death life drainms,

and cause damage spells. In addition, .anpels are 100% immune to magic, at
the 27 level, where:i! is the Angel Type; thus, a class V angel is 85% immunc
to mapic from a 13th level i}, (Cops, I forgot to mention, =37 immunity for
each level above 2M.) Angels can only be hit by magical weapons with a plus
of ¥/2 or greater, (42 or morc for class III or IV angel). Angels have All
Sight- (better than Tru Sight) and Leanimnr, so cannot be knocked down. .

BE an§els ‘are reduced to OHP, they will return to heaven, unless. :
someorne really antapgonized them, iz vhich they will continue when re{';enerated_,
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Therc has been a lot of discussion about what makes a D&D campaign a
pood one. It matters little if the campaign is high powered or. not, Lany
argue for play balance or reality.  The first thing to rémember is that is a
game. Also, has anybody considered D&D a legal alternative to drugsf/alecohol?
From a physioclogical viewpoint, D&D is a great vay to get your adrenalin
flowing, which is a natural high, cand legal, The main prablem that I see in
campaigns that are overloaded with pame mechanics or with Honty Hallism is
that you are rarely, if ever, in a dangerous situation that would cause your
adrenalin to flow. One expedition I remember very clearly had my prize ¢leric
being lnterrogated by the naratemporal gx police on Han: I don t think I ever
Iad more gulce flowing through mé. I lost the cleric, but it was great.

0f course, for this to happen, the Gii must have credibility: his
players must believe that he would vaste them without batting an eye if it
came to it. A1l of the big name Gli's I ve come across have that, . plus other
Gli's I've played under~—;1c01a1, Hayne Shaw, Clint Blgflestone (lf a wanderlng
party of his defeats a party, they use the captured cquipment next time),
Leorge Cole has it, and others. This presents the danger that makes the Fane
Tfun; the rest of the system is just stecak sauce to the meat of that danger.

.One minor problem I have with a dunpgeonless universe is getting tow
1evelers started. Ideas that I have had include mercenary service, border:i::
skirmisher, guard for. caravan, and bounty hunter (usually on- OYres)s  Any
suggestions? e ; r ; : BT

HICOLAT: re cat-eye gems, 1hat happens 1f a character wlth a cat-eye
1ife is killed by being crushed under 100 Eons of rock, so ‘that if he _reappeared,
he mould occupy the same volume as the rock7 ”hat if ne's ‘killed when lifedrained?

HIXE GUUDIRLOY: 'F run Restoration at 7th lovel, but the' inverse, Lefc
Blast at 5th, with ¥ D4 Life Dlast at 6th, and D8 Life Dlast at 7¢h. I
flguxe it is casier to take it avay than to replace it., Also,_lt isg easlier
to raise an untainted {(by undead) body than to restore a tainted, ong. - But
Soul Firve is still GR0SS. ; Ja ; .

Did you even consider gtorlnﬁ scrolls while on expedltlon in a pipe.
in wvater 1n31de another pipa? The pipe has a clay plug that ejects to relieve
the pressure of over-heated water, say from fireballs. You'll nover get to
theni in the middle of combat, but scrolls usually take a 1ong time to read
anyhow.

For Sale: HARDELNING I -— (IU 7th): Reduces by 5 damage poirnts all attacks
oni the recipient that do nphysical damage to the character, €., weapon

attacks, fireballs, etc. Attdcks by poison or finger of death, are as:
normal.- Duration: 2 hours. Ranges 30 feet. Single tarpet.
'Cost: 160 K GF payable to Andrienne the Fersuasive.

UARDEIIEG II --(IU 8th): Same as hardening I, but reduces damape

‘done by 10 points. Cost° 320 k OF to Andricnnco the Persua51ve.
: kit : :

COCA“uULA PROCESSCLi-~ This funnel shaped device can be USed to turn L_
water into Coca-Cola. Daily capacity is 10,000 gallons.’ ‘Caffeine is
“great stuff for pulllng an all-nighter on watch.

‘Costr 50 K GP to Ignatius Demonslayer, Jesuit Cleric. ‘
. These take a short while to build, 5o if 1 get too many orders,

1 will get?backlovged.

liy current address should be pbod until June’ 17, then I will be in Europe
and traveling for about three months. ‘Hopefully, I'tl be able to maké my
next submission befere I leave. Until then, may all your nightmares be in
your &lcep. ' ‘ ' L



RUNES IN SPACE

A DIFFERENT PERSPECTIVE
Chris Pettus, PO Box 611, Malibu, Calif, 90265. (213) 457-4115,

In the last issue of TLOC, Nicolai published the first part of the
Runes in Space rules, a science fiction role playing game based on
Runequest. As it turns out, I had been working on something similar

or a while, and Nicolai's game gave me the needed impetus and ideas
to finish it.

So, two rewrites and playtests later, here are the rules, at least
the first part. As with Runes in Space, this game relies very heavily
on Runequest, so knowledge of it is needed to use this writeup.

Characteristics

Early in development, I decided I needed a wider characteristic
distribution than the Runequest 3D6. So, I defined the "human average™
to be 4D10, and changea—fﬁg—ﬁﬁﬁé uest bonus tables somewhat to
reflect this. At the end of this 'zine, you will find the revised
bonus tables and racial characteristics,

The characteristics are:

Strength (STR) - As in Runeguest and Runes in Space, this measures
sheer physical power,

Intellegence (INT) - This measures the ability to problem-sclve,
and the ability to learn and memorize information.

Endurance (END) - The ability to perform sustained physical labor.

Constitution (CON) - The ability to resist damage and disease, and
other forms of physical abuse.

Telepathic Potential (TPP) - The degree to which someone is trainable
in telepathic abilitles, It is usually very low.

Dexterity (DEX) - Manual Dexterity.

Reaction Speed (REA) -~ The speed someone can react to actions and
similar,

Sensory Acuteness (SEN) - The person's ability to detect and differentiate
using senses, especially sight.

Leadership (LDR) - The ability to lead, and command., Charisma.

Size (SIZ} - Actual size. Remember, a normal human is the average
of 4D10, or 22.

I also added two new bonus catagories to the basic Runequest set:
Accuracy, to measure a person's accuracy with nonmuscle missile weapons,
such as Handguns, and Agility, a measure of a person's ability to leap,



Page 2

swim, fly (if the species has wings), etc.
The Campaign

The Campaign is set in the Concordance, an interstellar government
similar to Nicolai's Hegemony. It is quite a bit smaller {it claims
a region 50 light-years in diameter), and at not quite the level of
technological advancement (the most common craft moves at 15 light-years
per day, as opposed to 30 light-years per hour).

There are three races in the Concordance: Veth, 5' 4" (on the average)
bipedal cats, with usually brownish fur. They are tailless, They
are the "oldest" race of the Concordance, the first to discover faster-—
than-light travel, They are hermaphrodites, with all members being
able to bear and fertilize.

The second are the Ralac, which resemble 4' tall bald eagles, with
small forelimbs which fold into the chest. They are rather humorless
as a species, and have a rather rigid caste structure. They make reason-
able Survival Experts and Security Officers.,

The last are Andorians, which somewhat resemble the Star Trek race.
They are a quite humanoid species, with blue skin, and short antennae
on the head. They are somewhat shorter and more geunt than humans.
They have a bushido-like honor code, and sexual habits that are somewhat
(*uh*) loose by modern standards,

Racial Characteristics
The following are the rolled characteristics for the three Concordance

races., Note that the "human" column is provided for comparison only;
they aren't a Concordance race.

Veth Ralac Andorian Human
Strength 4D8 4D8+2 4D10 4D10
Intellegence 4D8+8 4D10 4D10 4D10
Endurance 4D10 4D10 3D10+10 4D10
Constitution 4D10 4D10 4D10 4D10
Telepathic 2D6=-2% D10~9 4D10-30 4D10-30 Note: Minimum
Potential ' of zero
Dexterity 4D8 4D8+4 4D10 4D10
Reaction Speed 4D10 6D6+4 4D10 4D10
Sensory Acute, 4D10 4D10 4D12 4D10
Leadership 4D10 4D10 4D10 4D10
Size 4D4+4 4D4+2 4D6+4 4D10

* Veth's Telepathic Potential is only with the individuals current
Mate. They cannot be trained in Combat Telepathy unless they have a
TPP of 10, while other races can be trained with any nonzerc TPP, More
on Telepathic Combat in a future installment.

Bonus Charts

The next page has the Bonus Charts., Note that Hit Points are based
on one-fourth of the sum of Endurance and Constitution, and that SEN
has been added as a characteristic that matters in Perception.



Attack
STR
INT
REA

Accuracz

REA
DEX

Parr¥

SIZz
REA

Defense

INT
REA

Knowledge
INT

Percggtion
INT
SEN

Stealth
SIZ
INT
REA

Agility
STR
INT
REA
SI1Z

Oratorx

LDR

Hit Points
SI2

Locn Hit pts.
Hit Points

Damage
Average of
STR & SIZ

01-09
-5%

-10%

-10%

01-09

-10%
-5%

-10%

01=09
-5%
+5%

-10%

01-09
+5%

-10%

-10%

01-09
-10%

01-09
-10%
-5%

01-09
+10%
-10%
-10%

01-09
-5%
~-10%
-10%
+10%

01-09
-5%
-10%

01-09
-2

01=-06:

01-12
-D4

10-17

-5%
-5%

10-17
-5%

-5%

10-17

-5%
10=-17

-5%
-5%

10-17
-5%

10-17
-5%

10-17
+5%
-5%
-5%

10=17
-5%
-5%
+5%

10~17
-5%

10-17

07-09

13-24

18-25

18-25

18-25

18-25

18-25

18-25

18=-25

18-25

18-25

18-25
10-12
3

25-32
+D4

26~33

+5%
+5%

26=33
+5%

+5%

26-33

+5%
26=33

+5%
+5%

26-~33
+5%

26-33
+5%

26-33
-5%
+5%
+5%

26~33
+5%
+5%
-5%

26-33
+5%

26-33
+1

13-15
4

33-40
+D6

34-40
+5%

+10%

+10%

34-40

+10%
+5%

+10%

34~40
+5%
-5%

+10%

34-40
~-5%

+10%

+10%

34-40
+10%

34-40
+10%
+5%

34-40
~10%
+10%
+10%

34-40
+5%
+10%
+10%
-10%

34-40
+5%
+10%

34-40
+2

16-17 -
5

Each +
+D6

Each +8
+5%
+5%
+5%

Each +8
+5%
+5%
+5%

Each +8
+5%
-5%
+5%

Each +8
«~5%
+5%
+5%

Each +8
+5%

Each +8
+5%
+5%

Each +8
+5%
+5%
+5%

Each 48
+5%
+5%
+5%
+5%

Each +8

+5%
+5%

Each +8
+1

18-20 Each +3
6 +1

16
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THE _SNARK SPRAKS: Egoboojum by George Cole, Send mail to 330 Peavey Rd.,
wayzata, Minnesota, 55391, for summer communications.

It is going to be an interestlng summer. I will be working and research—
ing for the U.35. State Department on a contract basis, which means I get paid
'rarely But in big lumps. I‘believe I am the first firgt-year student to be
so honored. In short, I struck a big career breazk here and am overjoyed. (Fin-
als, now five days off at' this writing, dampen that quite a bit.) However,
ginge T will know my address only when I get it, which means after I get there,
I can't include it. And I will not be living here again; so as of Augz. 30,

1979 I will be at: 551 S. State Street, Ann Arbor MI 48104, (This is. the Law-
yers Club.)

- The source of this material is rather odd--we have a very dry and often
iterative Property Professor. I have found myself thinking on other subjects,
scribbling down notes, which are turning into these typed pages. FMost unusual
——confuses hell out, of the guy next to me, who has snuck a peek al these fron

+ time to .time, They aren't the Law as he sees it.

D&D 1s definitely a fantasy game., This runs us up against the demand for
both rule-breaking ahd rule-making behaviour., The DM can either (1) run it
out of hig head or (2) set up rules and énforce them. The Tirst alternative
can be the best if it worké; which is the rub. You get all the benefits of
imagination, but are totally dependent on the DM's persohal control, brain
rower and memory capacity. If he forgets what he just said two hours ago real-
time, twenty minutes ago game time, then the rules of the universe Just shif-
ted on you. {"thaddaya mean, Fireballs are 5' wide from inception? You just
said..." And'so on.) I am rather firm on one thing: the need to remember that-
fost PCs grew up in some reality, somewhere/ﬁhen. They know those universal
laws frot experience. True, the Flayer doesn't, but the PC should. Ergo, the -
DM should, since he represents the reslity function in the game. There may be
times when a PC will break a staff for a final strike--but if this is a world
where he gets 8D6x charges damage, he'll Xnow mot to do it just to watch it
£0 off' Regulatlon neans occasionally stepping in and saying to the Flayer,
“Justify why you're doing that." It is a lot easier if the rules of the world
are written down. (Most DMS don't have the capacity to remember every ruling
that they have ever made.)(Those that do I apriaud, )

"Ahal" I have heard cried out more than once. "But some PCs won't know the
rules of the universe, since they came in from another one!' Granted, fine,
sure. How? That is what this whole zine will be about. I got interested in
rules to make rules. This is a beginning suggestion as to how PCs may be able
to shift about and move from reality to reality--which:;also means DM to Dm,too.
J have 1o 'idea how often we/they may see each other, but here are some .rule~
sugegestions on how to tie together different PCs and different campaigns.

(With appologies to all those who use the word originally )

A redlity-transfer point is a nexus. It's 1mpingement upon a given reality
is a pexial focus. I have come up with two major axis (axii?)along which
realities might be considered to spread: Paratime, and Shadow. I begin with
the conception that there is but one multiverse, but beg the question by def-
ining the multlverse 8% eVerythlng that is, was, isn't, wasn't, will be, woh't
be, might have been, etc. Paratime is essentially the llne of” distlnction
that will be found by considering the world fromsa causal: ‘theory--the "that
if Lee had won the Civil War" type of questions. H: Beam Fiper, Andre Nortofi,
Poul Anderson, A.E. Van Vogt, Asimov, and many otheérs formed my ideas here:”
Zssentially, though, it is a scientific-technological ¢oncept. Shadow, on the
other hand, is thé line of distinction that will be found by considering the
world from a "Will"” theory--the "Suppose God had wished that uranium split off
but one neutron” type of questions. (All right, I hear you all shouting
"Zelazny!" He dominates--but what of Stephen Donaldson? 4 plug for the Lord
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EQHl—ﬁ—Eégﬁ-trilogy. Anderson's Three Hearts e, Three Liong?) It is 2

fantasiic-magical concept.

Paratime, therefore, will usually if not always have the same'physical laws;
it will have highly similar historical bases (splitting off earlier or later),
usually the same races—-and be explorable by technos.

Shadow will have inecredibly varylnp Thysical laws; completely alien hist-
orical bases (which may resemble én the outside known ones)--and races will
vary absolutely. It would be explored primarily by magical creatures.

The advantage of being a God would be access to either, Where the definit~
ion of a Cod begins I decline to argue. A sufficiently higher technology may
be indistinguishable from magic, as Clarke saidy but this works in reverse.
(Comment, Nicolai?)[fi don’t know what Nicolai'll si¥, But from what the
characters have been going through lately I'd say the barrier between Pardtime
& Shadow is plenty leaky around here, cf my zine TLOCs 6 & 8. KSﬁ?”Psionics*lies
on the borderline between the two.

If you are going to have your PCS wandering through realltles, however,
it is more convenient over the long run to have them only doing so in a lim-
ited way--as long as you have to hand-craft each reality they may hit ahead
of time. Unless you are exeellent at running things out of your head, and:
can script down what you meke up as you go alont so if they return to it they
can hit the same things (so to speak), I hereby offer the beginning of some -
ideas Tor "crafting Shddows”. Faratime I feel is easier--the basic rules have
changed far less; all you need is an excellent grasp for politics, history,
sociclogy, the impact of individuals, technological development and gaps, ete,
At the least, you rarely will find a Paratime where the geology is drastlcally
different!

Variables in Reality Gonstruction- a) Faysical laws b)Magical laws
¢) Miraculous interventions and when they occux: d ) Frime and (ompeting spec-
ies e)lvolutionary history ‘)Prime, gtc,. species history g)Polltical
strugture h)Political flows 1)extraord1nary individuals, present and past
j)social patterns and customs k)}specific absolute taboos = 1)Technology
level m) Interactions of a-1 above.

I don't have much yet. As far as (l) goes, I believe that TRAVELLER does
that quite well,

‘A suggested format: 1) Roll DDjor*whatever to determine-the number of
physical and magical shifts. 2) Héll DD on the Sentient Races table. 3) Roll
3D10° (001«@00) for distance-from civilization's centere I define eivilization's
center as’ NYC for 1979--that is where the UN is, con't forget. (I am not a
fan of the Big Apple.) ,

-Sentient. Races Table #1

ist rolds (ID) .7 .- d > 2nd roll: DI2  for each ER T
01-20 = one sentient race . & 1 Very developed civilizatiofi-—Peak
21~40 = tHo S.T.s , ) 2 Highly developed civilization
41-60 = three s.T.s C - 3 Developed civ. {our level)
61-80 = four s.r.s ' - 4 Somewhat developed civilization
81-90 = roll agein and add. 5 Under-developed civilization:
91-95 = one extra-worldly s.r. 6 Iimited civ. (barbarlan) '
96~99 = one extra-reality s.r. ? Pre-civilization _
00: = Extra-worldly s.r. only. 8 Dying 01v111zat10n
(Careful thought will show there can 9 Recently fallen from —-— roll again (DB)
never be one‘extra-reallty .. as ‘. 10 licmories of
the only race.) f what if_you roil 11 Unremembered, but prior " " "

9699 the first time? KS ‘ 12 :alling from. B . "
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1

2.
3
I
5
6
7
8

9
10
11

12

3rd roll: D12 Population Density Max- 4th roll: DD Racial Variations

World-city . - 01~50 D4 basic stocks . _
:Megalopollis (Boswash) o . 51-80 Minor variani, such as psi or Wére
NYC, 1965 (approx 12 million) 81-90 Sub-species variant LR LT
London, 1910 91-98 DA Major variants
500,000 99-00 Biologically engineered
7400,000 (Paris, 13007?)
50,000 ,
_ 1o,000 ™
' 5;900 . i e | ) T
1,000 L S ST R A
.500 o
100

Limited list of Sentient Races:

Human, Elven; Dmarven, Vulcan, Chieri, Ennis, Saurcid (tailed) Zacathan (tail-
less) reline, Phraint, Deodanth, Crystalline, Heka, Brownie, Altani, Octorpoid,
Inverterbrate, Ursoid/Bjora, Canoid, Lupine, Hive-insectal, Omegan( energy being),
Mechanical, Cyborg (reroll), Parasitical (re-roll for host),Protean, Avian, -
Porroise;: Fishj;: Snake., . - 3

Potential 1ist of Variantsi = Let's take an example: I'roll 25 on table
1 Croup Mind : #1 to-get two sentient races. The first

2 Psionic o is 12/1/4/99, or Falling i'rom, A Highly
3 Were - Developed Civilization, priesent max den-
L pErotionless sity is NYC 1965, and they are (0 Godl)
5 Neurotic N Biologically engineered. I listed 31 s.r.s
6 Psi-proof - rolled DD until I got under that--27 =.
7. HMagic—proof . . _ % ; Avian, : ‘

8 Resenerative. Y T T O o '

9 Magic~null P ol - . The second s.r. is 1/11/38/1 or Very Dev-
10 Empath. L rg B L eloped Civilization, Peak, Dresent max

11 Collective : e density is 500, minor variant is group-
)

Immortal R mind, Crystalline.

Hmm. He says. Howzabout (a) a decadent, dying, soft & speiled avian
race who are undergoing transformation as their soclety degenerates
because they made a few self-aware, self-developing computers who are
now changing the world to fit them?,or (b) a race of avian creatures
whose civilization was non-techno but is being destioyed’ by the impact
of discovering means to communicate and exploit the knowledge of the
crystalline béings who have been there for aeons--and their civiliz-

' ation is under war to conirol access to the crystallines, and it's: -
" “basic premises' crumbling under the new knowledge? 2 %t £ e

T mean, this takes a short stumbling stéﬁ forward. At least, it makes it

i %

easier than having to imagine either of those up instantly from ground zeéro—-
give my imagipation quite a bit to work with. If I Just had handy the techn-
ological level tables from TRAVELLER, 1'd have more to go on.

A1l else that I can offer is a prospective list of gquestions to be asked

when determining the magical rules and laws.

1)Does magic exist? 2)Is it psionmic-based? 3)Is it limited to certain indivig-
uals? 4)Is it known that it exists? (iiight be our owrld a 1,yes,2,yes,3,yes,
4,n0?) 5) is it an energy transfer? 6)Is it energy-draining? 7)Is it cause~
effect at all? 8)Totally psychosomatic? {Voodoo?) 9)Is it a science or am art?
10)Is it limited to certain areas? 11)Is it limited to this reality? (ifishes
not ailowed) 12)Is it inherent in some source? 13)Is it inherent to some crea-
tures? 14)Do you limit it to certain spells?
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Not much use until I work on it--or you work on it and answer me; how to go
about crafting realities, 1'd like to hear from someone who has more science
than I (which is easy) about some possible rules for changing the thysical laws,
and what effects that will have on the world and the PCs interacting with it.

N¥EXXTX AL ExO* ¢TI
The Implngement of Realities

All nexial foci are located on the map of the DM. They indicate points
where contact has been made with different realities {as opposed to different
planes of the same reality). Any contact or transfer to a different reality n
must be done through a nexial focus. The constant flux of strange beings, art-
ifacts, and deities (or ultra-powerful entities) is the evidence that such a
transfer possibility exists. However, no PC will ever know of such until the
time when s/he figures it out for himself/herself., The rules covering nexial
Focl are not to be discovered in any means other than PC exploration., Not
Flayer'sy Player-character S explora.tion. o

Creation of Nexial Focil:

iny hex where a God or other Nexia,l Creature arrives from anothe:r reality

. .may become a nexial focus if and only if that creature so wills at the moment

of exit from thelr reality., Otherwise, it remains a focus only fora.as long as
the God or creature is in this reality.
. Any hex where a full "Wish" is cast, without proper prerarations, has a

1/3 chance of becoming a nexial focus that melee round when the "W{ish" is -
. uttered. The proper preca.utlons_can 1limit the possibility to 5%; a first "Wish”
that the chance be minimal lowers the odds to 1/ for the following "wishes".

Preparation requires and consumes :1 1b each of gold, copper, silver,lead,
tin,sulpher, pitchblende, pure iron,
coal, and mercury. It requires and
consumes either 30 days fasting/medit~
ation previous, or a sacrifice of an -
intelligent, reasoning lifes E

Preparation also requ.lres. A further 10 1bs. each of gold, lead, silver,

: iron{ fresh human bléod (this may come from the
sacrifice); two unintelligent living creatures'

. DPresenge.

- The prepara.tlons include the drqwing of an immer penta.cle, outside ‘that a hex-

igon, no parts touching; _ ‘then a circle around the whole, cut in three places

by .lines to the outer three triangl es-within~circles, with the caster in one
and the crea.tures in the other two; the outer clrcles linked half~way with the
middle circle. Surrounding the whole must be a last circle. Hquidistant outside
that, 4 bowls of gold, silver, lead, and iron, filled with flame, boiling water,
salt water, and mercury. Between them must be (again equidistant) the four

‘candles burning--one beeswax, one tallow, one pitch, and one coal-dust. The :

ca‘.st:u.ng of the preparation takes 24 uninterrupted hours, straight.

(You can see this will tend to be limited to permanent castles.)

Perception of Nexial Foci:

-5i Any PQ might perceive {probably not understanding) a nexial focus. To do so
he must move into that hex in either astral/material/etherial form. (lairvoy-
ance, BSP, Scrying do n@t work. If he is in the hex, he will get one roll
‘gvery B4 hours (if he is staying there, the roll for the first day will be
foltowed by rolls for every additional day. being made at dawn, whether he is -
awake or asleep). On religious holy days of the PG!s: réligmun, a.nd on every '
equinox, he gets an additional roll at noon. S
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If the roll, made on decimal dice, is less than or equal to (His prime
requisite plus:-his Wisdom, halved) plus his level expressed as fage roints,
then the PC.has. perceived the focus. ((Example: Axis, a 17th-level mage, Int= :
17, Wis=ti. 17+11<=°28, 328 = 14, 14-+17(his level) = 31 314 or less means
Axis.has seen the focus)).(Halves get lost) Then he rolls a die to see what
he perceives on the folloidng chart: ' A S
Perception - :

1} A long tumnel of dark light, going off in an undescribable direction. -

2) A swirling cloud akin to a whirlpool of heliotrope and ochre, shot through
erratically with Jagged shards of canary.

3) " Ah imposing monolith of non-reflective black, keening up and down the <7

- octaves. s, . A .

1) A varicolored klein bottle blown by a drunken glassblower.. = .

5}  Hverything seems to be ovexlaid with an image of a different form, with
shadowy Tlickers of moving figures visible only peripherally. = . :

6) Blank, gréy, distanceless limbo bounded by a huge similarly-colored wall
with a gate of pure jet outlined in red in the wall. , g

7) TFlickering patterns of swirling oralescent skeins, flashing neon rhom-
boids, brilliantly coloréd tuneful geometric forms, rebounding endlessly.

8) 4in endless double~helix ladder wrapping around himself with one sirand red,

 the other gold, each step being of a different shade from all the rest.

Understanding the Perception:

The PC will find it in himself, or through his capacities, or through what
he can command, or-not at all, A "Iimited Wish” will give him only the state~
ment that "he is séeing the meeting-points of two or more realities"; a full
"wish" will give him "You are seeing the meeting-points of two or more real-
ities. This is a nexial focus, and is the only means of such::contact. In the
future, you will always be able to see the foci about which you have asked."”
"Gate" only brings over the summoned entity, who may or may not answer, and
who may or may not answer correctly, too. "Legend Loxre" has only a 5% chance
of answering as a "limited Wish"; a 10% chance, of .answering wrongly, and an
85% chance of giving no answer, per: month of research. "Contact Higher Flane"
begins the Cosmic. Twenty Questions. Game.//"Commune” will answer "I cannot
teéll you at this time", unless the PC rolls less than or equal to his.Wisdom
plus his level on decimal dice, in which case the Entity will offer an answer
equivalent to that given by a "Wish", if the OC agrees to a "Quest", or no '
answer 1f he does not agree.// No summoned entity will answer such guestions
and they are Mind-Blanked to that extent necessary.

Interaction with other FPCs, NPCs capable of knowing and answering, and
the Nexial Creatures themselves may give answers or clues.

Passafe through a Nexial Focus:

No Tassage is made by chance, although it may appear that way to the P(s.
Ay passage requires an intent. A Nexial Creature may "pull” the PCs through
(some without accompanying them, some without entrance into the PCs reality).
PCs may follow artifacts which have beén empowered to such purpose. Or a PC
may attemnpt to traverse the focus on his oun rower. ' Co

Ir the PC is being "pulled" through a focus against hls will, there is a 99%
certainty of arrival where desired if the passage is unopposed. If ye perceives
the focus, there is a 909 chance of such arrival,ﬁlf he attempts passage under
hig -own power, counter to -that "rulling"' him, there is only a 10/ chance of
arrival at the intended point/time. (A person cannot oppose a "pull” if he did
not perceive the focus.)

A1l sﬁch’passages which do not succeed above are "marred” passages.
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If the PC is attempting to traverse the focus under his own power, there
is a 5% chance per level that he will succeed in passing the threshold. {Such
passage is automatlcally marred, unless 00 is rolled on DD.) A/"Limited Wish”
can empower the passage,. aé can Castlng a "Gate" on oneself--but neither glves
direction to the passage, Such’ passages have a 50% chance of béing marved. "iind
the Path" can give direction to a passage once begun , 1f cast within the'turn
following the entrance into the passage. Items of location, “Locate Objects”,
compasses—-all spin, or muddle, or confuse. A full "Wish" gives both dlrectlon
and power- to traverse the focus, with 1005 certainty.,

(o Druid will willingly pass from his reallty, and w111 take any chance
to reburn)

The tassage takes 24 hours. One hour after beglnnlng, the passage is auto~-
matic, and walking, moving, etc. will have no effect., The PCs who can perceive
the focus continue to feel “as if we weore in the middie of a glant kaliedescope’.
The rest 'see blankness and aside from seeing thenmselves and the other characters,
feel blind and floating in limbo. Approximately 10 minutes before the end of
the passage, the PCs will underge a rapid convulsion of nausea which is contr-
ollable only if they are prepared for it. It lasts for cne minute. Then there
will be a blaze of light at the 5 minute-mark, which will blind for 3 minutes
anyone who had their eyes open. (Anyone.) At the i minute mark, a voice mur-
murs "Exit, please.” in the native tongue of each PC, in that PC's head.

(An ESP-link will hear only the host's murmur.) Then the FCs will be. standing/
lying.vomiting -~=

Exit from the Passage:

The PCs will be at "rest‘ in relation to thelir new universe,with orient-
ation towards the nearest gravity source. They will in no circumstances imp-
inge upon other material objects, nor will they be above the "ground" level
of the Foovus. (Unless specitied such leave people standing on the ground.) A
D10 miist be rolled, ‘however; a 1 indicates a deviation even for an unmarred
passage; There is a -50% chance that such a deviation is neﬂligible (withln ;
the same hex), and then a 1 in 6 chance that it is in one of the surrounding
hexes.(Roll Diz. 1-6 = same hex; 7-12 are the 6 surrounding.,);If the planned
hex’ was & land hex, then the lamiing hex will be likewise; if the planned hex
was a water hex, then the landing hex will be likewise. Also, DD must be rol-
1ed, to 1n&icate the number of hours off from the planned inpingemnent the PCs
are., (1~3 = plus hours; ¥=6 = minus hours, early. ):

If thé passage vas marredt

Only if the PC was capable of movement through this nexus under his
_own power, which meant that he could perceive it--he has a 50% ch-
ance of coming out near his destination. (Assume he’ folled a lon
the D10 above, and 50+ on the DD).
But if the PC was not able to "block" the passage succassfully, but
~ instead has merely offset the dlrectlon, he rolls on the following
‘ table. ‘ .-

MARRED PASSAGES oy !

1} 001-1000 hours off-'1-3_+ hours; 4-6 = - hours.

2) 001-1000 miles off; roll D6 for direction.

3) Random PG characterlstic shift (swap two).

L) 4&s a draw from a‘deck of'rhny Things.

5) 0001-10000-days off,

6) Nexial Creature dppears. "

7) Rebound to origifial point of .fécus, then- roll #1 or #2 (50% either)

8) (1) Roll Again, and (2) Random PC rolls his' nexial perception roll. If he
mekes it, he may now rass through that nexus freely. If he gets haif of
the number needed, he doubles his perceptive roll afterwards. If he fails:
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roll D6: 1) Insane,as Curse IV 2) Lose i-6 points of 1-6 characteristics
B --random point loss 3) Re-assign every roint for every characteri- N
stic 4)Lose. permanently nexial capa01ty 5) Die 6)Lose PC~UNREC-
OVERABLE,

sk

Once inside the focus 2 "Gate" or "limited Wish" will immediafely create an
exit-—under the marred passage rules. A full "¥Wish" avoids thig, That ext is
as permanent as the fogus itself,

Spell Use in.Foci:

All personal-defensive-uopposed spells work fine. No clerical spell can
function, unless that Cleric's CGod created this focus. {Wo cleric will try
it, otherwise:)(They're wise enough."” Once 9 levels of "offensive" or 'oppros-
ed" spells are cast, a new exit erupts, with a chance the PCs are summarily
exited in a marred passage (PC's DD roll must be under DIM's BP roll.)

Magical and Techno weapons are useless unless striking or shooting with
the "muzzle" Jammed against the other person, when it has full effect. A
broken staff or whatever will not explode unt11 you exit the focus...but rem-
ember, it follows the PC. "

Dead:

Dead bodies float off at 90 degrees to everything; if you hold on to themn,
you flogt off with them, to arrive in 1 hr. at the "Holdipg Zone". Exit by
casting a Wish, Limited Wish, Reincarnate, Resurrect, to arrive at the target's
home reality. After 4 mo. in the holding zone, the PC is lost and unrecoverable.

GENERAL RULES OF PLAY FOR D&D
DEATH AND THE DANGERS T0 ONE'S POSSESSIONS

Upon taking 100% damage +1 point. (dying), a: player—character or NPC may lose
some, or all of his magic, Every magical item must be rolled for on the chart
below; At 200% damage, he must Toll again--and at this time all normal ltems
must be rolled for, needing 16 or better to save. At every 100/ thereafter, £
they must roll again.

¥o rolls need be made if the damape was done by melee wearons, claws, or
similar body-powered damage. (Ihis includes damage done by Glant s blows,
but not damage done by thrown stones,) :

Firse 5 o : Acid . ¢ - - . Lightning

Rings 6 . .Rings. 12 Rings 8
Staves 286 " Staves 8 Staves 6
Wands - 10 N Wands 10 : Yands 10
Rods 2 Rods 14 ' Rods 12
Scrolls s .. "Scxrolls 10 Scrolls 8.
Armor . 8 Armor 10 Armor 12
feapons 6 , . Weapons 10 ' Jeapons 10
Potions y L8 " Potions 12 ’ T
Explosives 12 . . *Explosives 10 | : . Explosives‘ 12
~XEnergy *inergy - Energy _

Ammo 8 Anmo 8 Amino 16
Techno . o (3)Techno ~Techno

Heapons 8 ) © Yeapons . 14 ’ - Heapons &

(2)Misc.tagic 12/8 | Misc.Magict n Misc.Mamia 12/8
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High Exp1051Ve Steam Crush
Staves 12 - o w ; Staves - 12
gands 10 ' N R Yands 10
Rods =~ 6" ' 3 . Rods 8
Scrolls 8 Serolls 8 '
Armor 10 Armor 14
Celadw i I : o @ Weapons - 8
Fotiofs 2 ' Potions i e Pations ... 12
*Explosives 14 Fu of BB Explosives 4
*Energy Energy . Hnergy ;
Ammo 10 Ammo 6 ’ Ammo T
Techno _ 0+ (4)Pechno e Techno
WYeapons 10 L © Wearons 12 ' : Weapons - 8
Misc.lagic 12/8 - (2)Mise.Magic 10/4 Misc.Magic  6/10
- o #H# 7
Inergy Techno N : Cold o o Disintesrate
+Blngs TR - , , o B Rings 12
agg o s L. o . Staves 10
+Ua.nds 12 Yands - 10 ) - VWands 12
+Rods 1% Rods 12 ’ Rods B 1
Scrolls 14 . Serolls . 16
Armor g ' o o £ Armor 10
+Weapons - 6 = :  Tpfw o« g Weapons 10
" +Potions 127~ - - - Potions 10 - - ' Potions 8
© +4Bxplosives 10 * o . © BExplosives 12
Energy Energy Energy
Ammo 16 Ammo 8 R © Ammo 12
+Techno .- {4) Pechno - Techno
Weapons 0 Wearons 12 “ Weapons 12
+Misc.haglc ”*1&/10 o b 'Miéc Magic 10/10° . - Misc. Magic 14/10

#-# ## ## # # SR # # # RO REAAREB BB SRR EAEEA ## ##

Magic items capable of certain types of damagc—cauqmnp eifects add. 2 to the
die roll if that is the damage "attacking” them. coe Ty

Footnotes

)
(2)

I

»hll only last for a short perlod._01ean1ng/warm1ng the weapons negates
this. '

First number applies to "soft" items;' like cloaks, boots, robes; secend
to "hrad" items, like amulsts, flgurlnes, cte.

(3) 0% chance that the damage is non-detected untll the next use, when
' the weapon, being damaged, prlodes in the user's face.

* Iten need not save until the’ weapon 1t is in, or contalner, fails.

” “

+.

h

This applles to direct hits ox in fleldreffect energy weapons nly, i.e.
a wide-dispersion blaster (but not autofire lasers.) o

"Ek;ﬂoslves“ includes gungowder, dynanite, blasting caps, TNT, ahd othér:chem-
ical burners, This means inside the ammunition, too--what happens when the gre—
nade fails? :

4 veritable chain reaction of explosionswié quite a possibility, in which case
-all_rolls mist be made again, for the new damage. Since the body is passed,
however, only one roll must be made.

An absolute maximum is never reached.

Armor is either armor er shields, and is presumed to be +l. ‘or every additional
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plus, it's save is 2 betteri

Protection adds 2 fo the die roll,.for ecach:+i Mithril adds 6. adamantlte, 8.
(for non-armor items made of these metals.)’ . J :

Stavesr All staves with damage—causing towers have a "final strike! 'ablllty.
then broken, they will do 8D6 x # of charges remalnlng in damage as follows: ..
~20' radius for Fireball.
30" radius, with one full shot in a random dlrectlan (Lull dlstance, too)
for Lightning Bolt.
60" radius for €old or Paralysis 6r Polymorth. i
Wizardry, Power,. Doomflre, ete, are Dresumed flreballugmoduc1ng.

¥ands & Rods:As above, only the damage is limited to 606 x # of charges, in a
20" radius.

Non-damage caus1ng wands, rods or staves: The magic is absorbed into the
highest of the below categories:

(1) Nearest item of similar eapacity or rower within 60'

(2% Nearest magical item within 60

(3) Nearest person within 60' '
(4) Dissipates at random, with varylng effects, all temporary.

If the power goes into other magical items, c¢lerics, or mages, it becomes a
perrnanent power inhetrent in that thing/person. If it was absorbed by a fighter,
ranger, thlef, or druid, there is a 50i chance it only lasts the number of
'charges' absorbed, a 20:) chance that it grants them a randomly chosen sPell-
from 4-3rd levels as a'permanent ability, used as a wand, and a 10% chance they
have just becoms a ﬁih level maslec-user, in-adition to their other catemoxry.

4 e z

USE O DQTHGT ABILITIES

In all items, the lowest power of the detect spell 15 presumed, unless
otherwvise provided for. :

Detect lletal, Inemies, Magic, Sccret Doors, Traps, Invisible, Harmful
neryy Levels, Undead, Good, Ete. operate as follows, when from a wand
or artifact: (all ma ical 1tems) :

The person may use them on a "trlgger”b331s whlle walklng calmly or riding-
at a walk--when BOW of his concentratlon mway be on the wand, artifact, what-
ever. thenever 'x’' gets within range, the Detect is triggered, informing the
holder that'x" is around. The user may then stop and totally concentrate on
the item, and thus pick out the direction, range, mass, or details allowed by
the spell of the triggérinﬁ object. The details will flow back immediately.

Being disturbed: from the concentratlon does not end the detect; it merely
is no longer paid attention to...the information goes to the subconscious. I,
a time-1imit is on the ability (as in Detect Hagic, the spell), then the spell
'runs for that groufit of subJectlve tlme, whether concentration is raid or not.

Ikample= 4 NPC bas a sword with "Detect Evil" in hand, and sits in his room,
Then the party stands outside the door, and decides to enter and fight hin
(if they do net know of him their evil intent is absent if they are good), the
detect is triggered. He now knows there are enemies about. Concentration tells
him wheﬁe as the door breaks open. (Note: this is one way to catch parancid
swords!

Bxample 7#2: An NPC walks alcgg with a "Detect Traps". He gets within &0°
of the pit, and the detect is triggered. He stops to concentrate, and loeates
the 10' % 10' &res in question, Cetiing next to 1%, he can find exactly what
the outlines are, and the triggering stone. (Hint té Dis: since it has g 60’
range, ptut the trap 70’ from the trigger. They'll detect each as it cones,
but not the connection,)
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LOCKS, WALLS, AND DOORS:

Locks come in tour types, three non-magical, the fourth magica.l. The flrst
three can be picked; all four can beg forced, .

Most ordinary locks-are just that--ordinary. ’Ihey open as per "Greyhawk"
cham:eﬁ, and- take 25 points of damage to treak. :

"Yale' locks are unopenable to less than 7th level thleves, who start with
a 105 chance (plus any race benefit), and add 5%/ 1level aftenrardﬁ 100 pts. -
da.ma."’e.

"Wigard' or 'Zeiss' locks are unOPenable to less than 10th level thieves
(Master Thief), who start with a 5% base chance (plus any race benefits) and
add 55/level arterwards. These are usually two-man locks, time locks, etc,
250 pts. damage. .

A thief gets two chanc:es per lock to open it,then must go up a level beLore
he may txy again,

Bowes i Walls musk havs ‘Hhs dammus dons ko Yhen by e Thes Tsked Selow. 1o
order to break throuzh (or quite simply, using any other item,\ ‘a’ 50% chance each
blow of bresking it)(that includes shoulders).

Hood Takes 30 points to Stone Takes 40 points
Battleaxe - make a man-sized . . Military Pick of damage for a
. Handaxe - hole in a 2' thick © Pick 3' diameter hole
Military Pick door. Double cost Ram . in a 2' thick

Pick if plyed woods. . Mattock wall.
Ram , R : Hammar/Ma,cef& Chisel
Mattock - : : : (do %+ damage/blow)
Smade

TIron-bound or reinforced? Then the wood/stone mist be removed, the rod
removed, and the wood/stone removed, each layer. They are supposed to be
tough!

Usually, doors are considered unlocked.

Bars across a door add to the thickness, unless The hole is made a,bove/
around and the bar(or bolt)slid back.

A porteullis is 1ron--b0und wood,; most times; 11: takes da,mage as a wooden
“door,” but Tequires 60 pts. to break down a IEE!.H—SlZGd hole. -

ENTRY THROUCH DOORS:

A party must Tstipulate for each rank the mode of . entry, be_ore it goes
through. This is also before it knows what is going to happen---a charging
Party can all pile up on a tough door; or the second rank might force it open
(dumping all in a heap in either eVent) 558

o arget The rank must move 10’ straight ahead, and nay conti.nue on for anoi-
: 'her 20" that round without hav:mg to stop for interactlon ‘with creatures.

Through: The rank forces the. door and must move 5 in, m_th the option of
- moving another i0'; but must halt by crea.ture s .cronts or wea.pon s side(s)

Open: The party stays on this side of- the threshold. They may move back 5
or try to close the door. :
The following prica charts were created by Russell Stambaugh

[- ].?resumably this 'is an indication of what one can. sell the itens fo:c, not
a sign of common ;avallability on the open maz:ket.. .KSJ
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PRICE LIST

Swords

Armor

Misc,
Weapons

Mace,Morningstor,
lance, Z~-Handed swords =
Mace of Disruption =

Potions:

Scrolls
Hings

-t
q

A

+1 10X
"'1 7 +1 15K
1,242 15K
1, 43,43 20K
T, o, 25K
i Hp 4G, H5 35K
T2 25K
42,41 30K
32,42 Lox
a3, - 30K
42, W 0K
3 50K
43,42 70K
) 3 +3 110K
B i2zK

44 3 250K
lp 350K
éﬁiﬁf 450K
5, 650K
5,45 750K

+1 20K

; 60K
+3 125K
750K

+5 10C0K

Gtherialness 2M

Special Abilities

. ¢ Extra Special Abllltles

1= 60 000

2 = 200 , 000

g = 350;000

L = 500,000

‘Slaying = 60,000

Special Puruose = 300,000
Defeat Iaw/Chaos = 750 000
Crystal JM
Vorpal 2.51
Dancing 1.5M
Sharrmess 1.5M
Mars 2. 5M
Tnfinite Blades 1M

Energy Absorption 2H

Shield -+ 7K

42 20K
+3 LOK
b 250K
+5 - 300K

Arvows T G Bows & Crossbtows Daggers
+1 250 Distance A 7oK

S o . 500 Accuracy +3 175K

42 1000 Speed 150K

242 3000 +1 20K

+3 LOGo +2 BOK

3,43 8000

150K

5,000 ~ 30,000

5 x research cost

Invisibility . 100K
Mammal Control 50K
Human Control 200K
Magic User Contr. 100K
Fighting Man Con, 100K
(leric Control 100K
Thief Contxol 100K
Monster Contxrol 150K
Protection +i 75K

Frotection +2,5'r 125K

Protection +3 350K
Fire Resistance 75K
Cold Resistance 75K

-lail, Spear, Axé; Hammer = i.ﬁxx sword cosba‘~-
2.5 x sword cost :

Dwarven Hammer = 250K

Ring of Ixperience 5%
Aing of Experience 10%
fuper Experience

Prime Requisite Bonus
Rlng of Strength

" Intelligence

Wisdom
Bodily Integrity

" " Dexterity

4+ " Bargalning
Charn Resistance
+1 Saving Throws
+2 Saving Threws

1" 3]

it 72

rage 11

15K each

as swords X .75 base

50K
125K
400K
450K
300K
300K
300K
500K
300K
200K

T 250K

50K
100K
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Rings (cont) +3 Saving Throws

5 o- - '.\bj

lands

Rods

Misc..Magic

Djinn Summoning
Sheooting Stars
Time

x=-ray Vision
Initiative
Spell Storing

250K  Hegeneration
750K (+:5 - 1. 5M/Wlsh)
500K Hlementals

M Lanipulation
150K  Telekenesis

1k Random Spells
1.75M Strong Spells

Spell Doubling 2 .

Drums of Panie -

Frotection:Undead

Spell Trebling 6l Fower
Spell Turning M Ring Control
Freedom . | 50K Blng of Movement
any Wishes . .5 - 1.5/wish, 31/Unlimited Wish
Detection 20K  Staves Healing
I1lusion 2k/chg Commanding
Fear Zk/chg Snake
Cold 5K/chg Striking- 2 dice
Paralyzation L¥ fehg 3 dice
Fireballs 3K/chg 4 dice” -
Iightning 5K /fche Withering -
Polymoxrth “6X/chg Power
Negation 1.5K/bhg Wizardry
Cancellation 50K Beguiling
Absorption 100K/éhg lordly Might
Rulership _3H Resurrection
Crystal Ball i 150K
Crystal Ball w/ Clairauvdience 300K
Crystal Ball w/ ESP 500K
Medallion of ESP, 3" range 75K
Hedallion of ESP, 9" range 125K
Amulet vs. Crystal Balls & ESP 500K

. Scarab of Protection vs EHPs . 350K
Scarab of Fnraging Enemies 00K
Bag of Holding - 50K
Bag of Tricks 50K
Bean Bag 50K
Censor of summon. Air Elementals 350K
Stone: of Summon., Earth FElementals 700K
Brazier of Sum.. #irt Elementals : 350K
Bowl of Summoning Vater Elementals 350K
Iuckstone 1M
Elven Boots 10K
Boots of Speed 50K
Boots of Levitation 7oK
Boots of Travelling & Leaping 100K
Efreet Bottle M

- Jug of Alchemy - 350K
Decanter of BEndless ater - 75K
Beaker of Pleritiful Potions - 350K
Broom of flying 500K
Helm of Reading 75K
Helm of Telepathy 500K
Helm of Brilliance 2M
Helm of Teleportation 500K
Helr of Chaos/Iaw * 250K

- Flying Carpet 750K -

250K

rage 12
0K

400K

.+ 200K
..+ 350K

750K
1M

- 750K

- 10M
AN
S0K

"2.5M

“7%/charge
o5 M

- 75K
200K

500K
“500K

oM

1M
25K/bharge
i

1.5M
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Mide. Maglé¢ ~ Horn of Blasting 750K
(cont.) Horn of Valhalla, Silver 150K
Horn of Valhalla, Bronze . . 250K
Horn .of -Valhalla, Iren L 350K
Gauntlets of Cgre Power . 350K
Gauntlets of Swimming and Climbing 100K
Gauntlets of Dexterity 350K
Glrdle of Hill Ciant Strength 300K
* " Stone Giant Strerigth 400K
" " Frost Giant Strength 600K

" " WMire (iant Strength - 1M
" " Storm Giant Strength 1.54

¥ "+ Cloud Giant Sirength ©2M
Girdle of Sex Chahge 100K
Necklace of missiles 5 250K
v " b 7 600K

“ & & 9 11
Cloak of Protection +1 ' 50K
o " +2 “ : 156K
A o +3 . 250K
Displacer (loak, 250K
Flven Cloak ' i 50K
Mirror of Hental Prowess , 30CK
Mirror of Life Trapping R 2.5M
Trident of Warning 75K
Trident of Submission © 500K
Trident of Commanding Water Creatures ‘LO0K
Eyes of Charming ‘ 300K
Gem of Brigntness ¥ ° ' 150K
Cen of Seeing 7E0K
Bracers of Defense ACi6 50K
" " ! AC:L 75K
“ " TAG2 125K
" N " AC:0 250K
Displacer Bracers (AC:2) 300K
Rope of Entanglement s : 150K
Rope of (Climbing ' 150K
Dust of Appearance 300K

B HAFAAFAARAER AR AT H #1# # # #f# BRAEAAFAAFHHR #
CAPSULE PBM REVIENS - James B. Thomas I T

STARYER (Flying Buffilo): Prices are going up; response time, so far, has not
improved--about twice the time advertised. Other than that, it's an exciting and
challenging game--beats Wuclear Destruction all to hell--with very accurate
Gliing, considering its: complexity in terms of the size of their computer,

TREACHEROUS TRAJAN'S TRAP (Flying Buffalo): I've only received my first turn
of their solo T&T dungeon--from éxtremely limited evidence, my hunches are

(a) that the context will show unmistakable signs of Ken St.Andre's fine Spen-
cerian hand throughout; (b) that pure dumb luck will play a major part (the
feathers-or-lead multiple-choice thing), and (c) T&T,D&D,FRP expertise won't
mean much at all, beyond a gut feeling of what strength and intelligence mean.
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Scrawled by the shaking hand of Cary Mertin of 10527 Palms Bl.,LA, CA, 90034;
and Inscribed into immortality by the lord of lLaw himself, Zfﬁell, the lady,
actually...kKs_ / : <

Vote about my contribution last issue:
My neglected co-consplrator for the Space Quest races was D, Daniel dJagner, a
reasonable man if ever there was one.

RUNBQUEST—————
The Cults of Nebulous

Turess/The Stalker Class IIT

Rune Loxd; Sling, Javelin, Tracking, Sense Ambush, 1 other.

Rune Spelis: Nightstalker - Allows the priest to assume the aspect of the
nightstalker, This allows a footmove of 12, plus one damage column,
+207% tracking & +20,; move silent. Usable only at night. 2 pt.
re-usable. o

Sm. Lunar Elementals, No symbol Runes: Lunar

Death “ (lass II

Rune. Lord: Halberd, 1 Single-hand Melee ﬁeapon, Dagger, Ewaluate Treasure,
Spot Hidden.

Rune Spells: 3Spesk w/ Dead - 3 questions of a dead” entlty s body. 1 pt.
re-usable.

Create Zombie - Animates a still~fleshed corpse into a zomble.
3 pt. re-usable. Range: Touch.
Create Skeleton - As “Create Zombie" for a skeleton. Z2pta
re-usable. ..
Frotection Undead - Priest only, keeps all undead at a range of
3 M., 3 pts. re-usable,

No Elementals, Symbol: Skull Runes-Mastertheath;Spirit

The Dead God ir Class III
Rune Lord: 1 Weapon, 1 Shield, Oratory, {2) Sage or Alchemist (both)

Rune Spell: Pentacost -~ Fnhances the oratory score by 10, and translates the
language into whatever each 1istener will understand it best in
(translation is at 80%) + 104 per extra 1 pwr. stackable to 3.
re-usable

No Hlementals. Symbol: Yooden Cross Rune: Death

Karz/The Consuming One Class IT
Rune Loxd: Military Flall 1 Single-handed Melee Ueapon, 1 Missile Weapon,
L 2 skills. :

Rune Spells Gonsume = Tbls spell causes a recurrlng disruption attack on a
o .31nble 1ocat10n. Attacks once per melee round until it fails an
attack (as "Pyrotics"). 2pt. Re-usable. 3
Area Innlte - As the Ignite spell, but affectlng a 05M” ared.as
e pt Re—usableo
Sm. Flre E&ementals. Symbol ihite Pire  Runes: Death-Fire-~Chaos
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Taraga/Stone Fist Class TIT

Rune Lord: Hand, Foot, 1 Sword, 2 Skills (ste@}?h or perception)}

Rune Spells:. Focus - This spell allows the priest to use Power + 2 as the score
to determine his damage bonus. instead of (str + 5iz)/2. -1 pt. .
re-usable. ‘ e
Landing --This spell allows the recipient to land safely from any
fall if he/she makes a dex x O4% roll. If the dex roll is failed,
the individual suffers full consequences, : e

Sm. Farth Elementals, o symbol. Runes: Earth-~Truth-Harmony

Additional RQ veapons and Skills

Tonfa /05% Base / 7 = .94 / Dmg: D6 / Pts:20 / 56107 / Dx:09 / Cost: 20L.
(Baton with a pervendicular 6" .grip near one end).

(Welsh) Longbow / 05% Base / Dmg: D842 / Range:100M / Pts:12 / $t:13 / Dx:11 |
.Rate of Ffire:s/r / Cannot be used from horseback, sitting or
prone / Cost: 75L. / Traiming:400/1000/1500. ‘

Hissile Deflect / Allows the user to attempt to be able to attempt a parry .
against a missile with a melee weapon. (ex: if Thorwald has a
30% Missile Deflect & a 50y Broadsword parry, he would reoll
for the 30/ and if successful roll for the parry)/ One deflect
per melee round (split attempts as in splitting attacks and .
rarries) / If used, user loses all normal weapon parries that .
melee round, / Training: 1000/2000/Max 50% by training., / ‘
00% base / Shafter missiles are deflected (doing no damage) /
Use "parry” modifier. '

Dodge /Allows the character to sacrifice all attacks (and one parry) and attempt
to dodge one blow entirely / use defense modifier as a base (or 05%) / No
modifiers / Training: 1000/2000/Max 50% by training.

Stiletto (needle knife) / 05% base / D4 (melee or thrown) damage, with an.impale
/ 34/ 6 pts. / Dx:08 / Training: 200/400/800/ Cost:20L. ‘ i

(Heavy) Tridemt /05% base / 15 pts. / 21 / One-hand: Dmg:D8+1 (ST:12, Dx:09) /
: Two hand:D10+1 (St:09, Dx:08) / Training:300/600/1200/Cost:40L.

Monsters

Harpies / Chaos Creature / Carmiverous

Str . 3B6+12  22-23 JHove 12/3 ©° Spells "8/R  Head
Int . 206.. 7 . Armor 3 pt, skin Ironclaw (1) 2 - R.Wing
Pwr. 306 10-11 HP: 1f-12 - Protection(4) 35 ' L. Wing
Con 3D6 .- 10-11 Type S/R Att Dng  Farsee(1) 2 ‘Chest
Dex 2D6+6 - 13 . Talon & 45 D6+D6 Skills % Abd,
Cha 206 7 Bite 7 30 D2+D6 Flight 00 Ri¥ing
Siz 2D6+48 15 : , Iisten 50 Laiing
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Altani / Bipedal - Vulpine /

Str 416 S T Skills g Spells s/R
Int - 2DG48 15 Siing 50 Xenoheal 2 3
Pur .2D646. 13 Sense Ambush 35 Farsee (1) - 2
Con 3D% 10-11 Tracking 35 Mobility (1) 2
Dex 2D648 15 Hide 35 Armor:2 pt,. fur

Cha 306 ~ . 10-11 Camouflage 35 - (no metal armor worn)
Siz  2D6+] 08 . Move Silently 35 Move:12

Type S/BE Akt Par Dmg  Pts HP:10

Claws (2) 7 Lo 35 D6 - Defense: 10%

Bite 8 35 - D4 -

Rapier - & - 40 35 D6+1 15

Thrown Axe 2 35 - né -

Altani are natural telepaths (Mind Speech) that could go far with formal
training, of which there is none to be had,

ESP detection (locates minds GM radius, range 1OOM)

Telepathy (80n)
Fur shifts from red in summer to white in winter.,
Altani speak and read both Altan (85%) and Kole(lunar)(70%)

: : y . o
Plainsbrothers (Uere-horses)

Str 20646 (x2) 7 13 (26) Harhorse attacks at 30% oxr
Int 306 (x¢5) 10-11 (05-06) " attack bonuses (the higher)
Pur 3D6 10=11 )

on 3D6+3 13-14 Armor: 1 pt skin

Dex 2D6+46 13

Cha 3D6 10-11 .

Siz 30643 (x2) 13-14 (26-28) = Move:9 (12)

Skills (all at +10%) . . :

Sense Ambush Iisten Jumping

Spot. Hidden - (amouflage

**%**%%%**X****v‘{-*-}t—*'ﬁ‘-%*fér*%z}&“*’@&%%,{-%%**%%%

ind T locked in a direction I had never looked before and saw that 1t most

certalnly was the end of civlllzatlon as we knew it,

. (09-Hay 1979)

# #H##H#H # # # #H# A #’# RERBREA AR AAER AR HAE

CAPSULE PBM REVIEK - James B, Thomas, 1145 Ozkheath Drive, Harbor City, CA
90710 Lo

TRIBES OF CRANE (Schubel & Son, Sacramento) Amazingly, the most profession- .
ally-run thing I can think of in the game hobby. Avalon Hill and SPI and a few
Diplomacyﬁ'zines (maybe) are in the second rank--everything else (with due res-
pect to you, A&E and TWH as declared amateurs) trails, including Flying Buffalo.,
They run a timely game-~I can count opn 7-9 day turnaround, except when they -
were moving, of which they notified -everyone in a timely fashion. It's also a
clean, playable and reasonably exciting game. The player start out with a well-
written set of basic rules and find out the "advanced" rules gradually and as

needed {on well over half my turns, I've found out something new and significant

but I haven't felt cheated by not knowing thenm earlier). Wot cheap--each turn
costs more than two gallons of gas-~but a real pleasure.



“""ALL THE MYRIAD UNTIVERSES of "Ma"rgéief Gemigneni - Typoes blamed on'’
-3200 ME 36th St:;#907 . Charlie. Luce.
Ft, Lauderdale FL 33308

A qulck«wcrd about random,permanant death. Thls tyne of thlnc has an indlan name
it is "No Fair". Permamant Death is a challange in the game,.a way. to. get to greater
profit through greater risk, true? It is not a punishment to deal out to the other
plavers hecause one player was an ass and let the DM's ‘special out, Then the DM.
rolls random dice, the tnmber who comes up gets hit, no parry, no duck, ‘no save,
teer up the’ character sheet, 'Doesn't seef fair, does it?

I feel & Dlayer who bBehaves himself deserves an extra Pat on' the back thmake hlS '
tribé increase, not a Kick in the butt, Why should he be falr u1th you lf you are ‘
not fair with hlm?

FO% ﬁ

A Vord ‘about coupled spells, very well dhd dbod“except'for what happens when you
have a 1limited amount of spells and can't carry enough to couple tham Can' a low-
level party'afford to glve up sleep or maglc mlssles in favor of carrvlng hold por-
tal’ and Tmock? -

At this point you encourage players to play spliteg, since the non-human thlEf
enjoys extra ad]ustments at low level that’ the human thief does not get, He or She-
car ‘also’ carry‘one maglc spell, sn if you have one human maglc-user at low 1evels %
and know you can’t carry 4 certdin spell’ you might neéd W1thout carrying its mata'
then the naxt character’ must be a split magic uSer—thlef or fighter to carry the
spells DIOperly. The—syl1t sufférs because he or she takes lDé dlce rclls 1n many
cases, rﬁses more slowly, and is harder to keep alive, 7 :

Many times a DMB No Falr extends to cther thlnga 3931ded Permanant Dea That
means that if you nlay a human ‘hé gets killed off by the DMs speC1al ghost oni ‘the
Etherial plane. Think that's pretty bad on the flrst level and vonder what it is
doing there? Ask the DM who probably does not know any better or dces not’” care -
After that ycucplay splits a- 1ot moTe tham you used o, - rfs”x T T

Another No Falr PM is the oné who re?uses ‘to use hex paner or miniatures and makes
everj'melee a gue531ng game., You never know when the monster will clése, the DM
tells you that You lose vour missle attacks and magic nlne tlmes out’ of ten and -
you, get to run in a stand up, knock down melee about as deadly a permanant death -
any, Time. You can't see if ch,can,get “te the back of the wmonstet or at its 51de._
The DM can’t see it ‘either so all he understands is stralght flghtlng Lots of o IR
fun W1th.D4 hlt dice and lots of deaths too.

Kay, 1 agree with you about the pararcler1c. If a player clerlc buys a spell from _
Patriarch Duncan and just pays hisg money, then he gets the spell only, none of the'
benifits of the para-cleric. Tha only way he can get the benifits of the para-"
cleric is to get his butt down to the Clinic and work out his time. Ther he is a
full para-cleric, Breveting is up to the DM, but if a character brevet in any way,
he rust pay for it im time, monéy, or work, and he only gets one level of it at a
time, If he gets more than one level in an expedition, he must wait the time to ad-
just to the new raise unless he does something extraordinary to pay for his addit-
ional level, This wmeans really risk his butt off,

Deanna nad Kay, exellent stories.

Rest of you, good ideas, do yvou realize that your material is only usable on the
West Coast? I doubt it would make some of the old conservatives of the East Coast
stand up asnd take notice.

Continuing the story of Mirrorlight,

And Pax followed the ways of his destiny, he went to the land of Nod and took Zoe
to wife, and he traveled about having many wives, amoung those White Moon, daughter
of Sun God and Pottery Woman the old Earth Goddess whom the Sun God toot to wife in
payment for his giving the earth god to Nova so she might have Pax after the Clay
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People weré”&iiléd‘ﬁﬁ her brothofé"'the lords oitFiré and Water,

Now Pax gave his daughters by Zoe, Alean and Elona, to the sons of men and more
than men. He gave ‘Alean to the lord of the Fair peonle 1n,p9yment for hls heart and
Ebona to the 1ord of ‘the strong folk born ‘of the Star Born races,

Now there were- twb sons of these people to choose from Inze who‘was gentile and
kind, and Sico who was cruel and coarse. Pax chose Inze and made and enemy of Sico, ..
So Sico betrayed Pax and his brother Inze and.led to the Gather1n¢ of the Peoples

so ~that manv fled to the stars and others behind the Great Gates when the Great
Flood came. Mondo, Pax' son, took the sons of Inze and Elona to the stars and closed
the Gates behind tbe chlldrpn of Alean and her Fair lord.

When he returned, some of the Gates had opened by themselves and many things had -
changed. The Hound of Nalday .the Hospitale had two sons decended from Kronthri, who
were godlike folk from Midgard world (some of this material is from Midgard Ltd
and credited to the work of Scott Rich and Glenn Blacnw), Haldar and Eskwell called
the Mighty.

Now Egkwell ravished the daughter of Haldar because he could not have her, being .
close to his blood as she was. Haldar sent Bianca, the White Wolf. child, after Esk-h
well, after he had taken his daughter and her two children Albo and Ferro into the . .
w11derne55 to escape. him. With her went Serno, a son of Pax adopted by Haldar, who
later became mate to Bianca .and out of their unlon was born Darco, _

Eskwell chased the Star Maidens, daughters of Nova, intn the sky and was outlawed
for his behavior. He went mad and died fighting his own kind, and became leader of ..
the Lawless ones who ravage the sky and mske war amoung the Stars It is the Star
Maidens who dance between the sides as Eskwell and his ancestor Hound of Naldar
fight, and keep them from injuring others ags they flght across the sky.

Then with grief did Mendo gather up his folks and migrate to distant Mirrorllght
He took with him Albo and Ferro and Darco, and all of hls race., When he reached
Mirrorlight he found that the world could oven its Gates into weny vworlds, and his
sons setteled there, and the sons of Bianca and Serno.. Ferro went to Mldgard Ltd.
there he. founded Lycthaneo and later the Gmey Lords whom he. sired migrated as. far as,
Edwyr (MIT world founded by Gkenn Blacow). Darco's folk and.Albo s folk went to Midp'
gard (the Midgard of Tom Drake) and there founded the vere race and dragon folk. The::
weres were Albo's children and because of their good behavior they had pleasing form
from4Na1dar of House of younger Uhcles sons of The Ancient Ones of Creatlon

Darco founded the Guild Masters of Dragerkrlel and later his people mlgrated back . -
to Mirrorlight and there sired the Bronze Dragon King who founded hlS city of Bronze
and the Palace of the Dancing Doll for. N1n210~s daughter, ; ‘ -

. ... © .. See you next time, {WLZQ PR
q . . - - S ! S R gk @ : % Peggy a

it
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being the 9th contribution to TLOC by Kay Shapero, 8886 Bstiart Ave., 763 .
Angeles, CA 90045 (213) 641-3899 (never thone before 9 AM or after 10 Fl)
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COMMENT - issue 8

JAYNE SHAW: Could you explain the Variable Powers ability a bit further?
Assuming there are 2 powers, does each get (50 - 20) = 30 points of power or
507% Also, in the case of Multi-Application powers, 1f used separately, does
each POWE“ use up to 50 p01nts°

The fdllow1ng algorythm for determining the characteristics of 1ndividL31 off—
spring of two FRP characters was devised by Sheldon Linker- HE

First - roll a totally new set of characteristics.
Second - for each characteristic,do the follow1ng-

1) Roll percentile dice and miltiply one parent's score in that character1stlc
by the result.

2) Subtract the percentage rolled in (i) from 10053 and multiply the other parent s
score by the result.

3) Sum the restlbs from steps (1) and (2)
4) Roll percentile dice and multiply the sum from step (3) by the result,

5) Subtract the percentage rolled in (4) from 10074 and multiply, the newly-
rolled characteristic by the resutt.

6) 5um the results of steps (4) and (5). This is the new characteristic.

EXAVMPLE: two characters with strengths of 17 and 15, respectlvely, produce a
third. The new characteristic rolled is 14, : -
1) 435 x 17 = 7.31
2) 100% - 43,2 = 57% 57% x 15 = B.55
3) 7.31 + 8.55 = 15.86
u) 144 x 15.86 = 2,22 :
5). 1004 - 144 = 96% 864 x 14 = 12,04
6) 2,22 +—12 o = 14,26
Rounded off, this gives the child a strength of 14.

Now suppose the parental 1ntelligences were 12 and 1?; whlle the new charact-
erigtic-rolled is 10 ‘
1) 20% x 12 = 2.,b0
2) 100% - 20% = 80y 80% x i7
3) 2.4 + 136 =16
S B)1904 x 16 ='1&;4 d

3) 100% = 90% ='10%; 10% x 10 = 1
6 W4 + 1 = 15,40 A B
Rounded off, this gives the child an 1ntelllgence of 15,

The tendancy is for -the child to have characteristics within the range of the
rarental ones, but it is not 1mp0551b1e to get scores con51derably above or
below

15.6

n

Ineidentally; for those without access t¢ computers, or the patience needed for
the above, my old system for finding characteristics was to roll a DB as
follows fox .each characteristlc - 1-3 = higher of the parental scores for the
characteriatic; 4 - & = lower of parental scores; 7 = average of parental char-
acteristics; 8 = roll new characteristic according to scores for species

(306 for humans, for instance.) I make no claim for statistical accuracy of
this, bul it is a quick determination.
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As you @ll may know by now, {at least if you read A&4E) Lee Gold is currently
working on.a C&S supplement for & Japanese culture. The following is an acecount
of one plajtest of the system. Interestingly enoush, only one of the beings

in the story was a non-player-charactclea.

%
THE STRANGE HISTORY OF A K&: OF SAKE

Once, a youné danceuchant maglclan went up 1nto the hills to medltate, in
search of a Kaml. In the midst of 'his dancing and singing, a badger saw him,
thought him the most hilarious sight he had seen in a long time, and decided
to have a bit of fun. Transforming himself into a beautiful young woman, the
badzer approached the lad. "I an the Kaml of this lake,""she”said, “And I have
come ©o glve .you all knowledge, But first, to show your sincerity, you must
bring ms"13 511ver coins.” Thinking i further, "she" added, "And a keg of sake.
Indeed, the saké.alone will be’ enough "

“Oh yes, most beautecus Kami”, sald the awestruck lad, completely fooled
by the deception. "I will return with it as soon as I can.” He gathered up
his drums and equipment, and made haste to descend to the nearest town where
he might acquire a keg of saké,

“The lad safely out:!of sight, the amused badger was engaged in & small .
laughing fit, when he was interrupted by a serpent who had watched the exchange
from behind a nearby bush. “Do you really believe that he will return alone
with that sake?asked the serpent.

"You saw how Ffooled he was. Of course."replied the badger.

"Tndeed"”, sald.the gerpent "Suppose he returns with many ‘Ten, to expose -
you? Why don't we make an alliance. If other people return wWith hlm, I can
take caxre of them, and then, if he brings it, we can split the salke."

The badger .was not at all pleased with this idea, but as the serpent was
far more powerful than he, he agreed, Ce

Shortly after he reached the road leading into town, the lad fell in with
another traveller, and could not resist bragging about his encounter with - the
"Kami” ., “hen he uncautiously worried aloud that the 6 silver coins he had yith -
him mlbht not be snough to buy the sake, the other drew his weapon, and obser-
ved that he also had use for 6 silver coins, being a bandit by trade. -

At this point, both heard the sounds of people approaching, and, with a
muittered ecurse,. the bandit lowered *his weapon and vanished into the underbrush,
leaving the lad who promptly started wailing "Oh woe is me, for I have Jost my
6 silver coins and cannot buy sakée for my Kamii"

As may be imagined, this attracted the notice of all within earshot, These
included- a budding master of the I Ching and his bodyguard, two Wanderln street-
fighters, an extremely tall Buddist priestess, and lastly, a samarai, to whom
all present immediately bowed. The samural approached the nearly rrone 1ad and
inguired "FPeasant, what dlgturbs you?"

Slightly muffled by, hav1ng.hls face practically in the dlrt the lad
replied, "I Was attacked by"a ‘road bandit who robbed me of the 6 silver coins
which were all I had, o that T now cannot buy saké for my Kami? Oh woe is me'”

The -samural looked thoughtful, "Uhich way did this bandit go?”

The lad pointed off into the bushes. The samurai (who had been looking foxr
a chance to try out his neW‘ka¢ana anyway) followed the bandit's tracks dnto
the underbrush,. one hand on his sword and a gleam in his eye. He, too, promptly
vanished fxom 31ght. : : :

Back on the road, the T ChibnE stuhest addressed the lad, "Saké for your sami?"
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The lad left off his wailing and told him and the others of his-experience.
Undbtrusively, the student consuited the I Ching, finding that the lad was prob-
ably telling the truth as hg saw it about the experience, but that things might
.not be quite as they seemed, for the lad showed signs of gulllblllty. Yet
things would come out right in the end.

The others were understandably curious, and flnally offered to help pay for
the saké if they might come along and see this beautiful girl (Kami or no).
So, thelr numbers augmented by a pretiy young female drum singer’ who had Joined
the' group drlng the telling of the story, they went off to town to buy the kez
of sake. -

Eventually, the group arrived at the place where the lad had met the spur-
ious Kami. Aided by the drum singer, the lad began his chanting while the others
stood back, building a fire to warm the saké when the Kami arrived. They cont-
inued this for some time, as the badger dithered in the bushes until he noticed
that' the serpent was beginning to work some magic. This was’ too much for the
badger, who:raced around to the other side of the party, just asg a tall, and -
very old man with a loag white beard, dressed in fine white robes and .carrying
a fan stepped out of the bushes to address the singers. “"That is very nice,
but I believe you may stop now.”he said.

TAre you my Kaml? But...you were a beautiful g1r1—~ beean the startled dance-
chanter, when the ‘badger buvst out of the bushes in the form of a Buddist
prlest.

“A eerpent is attackinb yeu“”puffed the out of breath badger, ae a ball of'
magic fire arced into view from the direction of the (invisible) serpent Those
with' weapons drew them and eearched about for & rossible target.

The robed man merely waved his fan at the serpent Immedlately, daxk cloude
formed, and it began to rain violently on the serpent and the magic fire, which
latter d¥ifted npwards and out of sight, presumably to be extinguished by the
rain. The drenched; and thoroughly dlscomfite& serpent became visible., " I'm
sorry, " said the RBAL Kami-"But the eake is mlne, You may not kill them this
time."” U : . . 8

"What about next time®™asked the serpent,

"Maybe J“_

The Xami then spoke to the confused lad., "Yes, I am the Kani of Calligraphy,
and T shall teach you many things. Including, perhaps, some honesty. That bandit
was intsrrupted before he could take your money. As you still have those 6 .
silver colns, I uwould suggest you give them to the serpent ap compencation for

his getting se wet.” ..

The lad reluctantly did so, and continued in conversation w1th the Kami ocut
of earghot of the rest of the group. Vho were anyway diverted by the spectacle
of the badger who, completely forgetting to maintain his guise as a Buddist pr-
iest was rolllﬁg about in the bushes laughing hysterically. At least until one
of the street~fighters took his staff, and began beating the Padger soﬁndly
about the head and shoulders, voicing his opinion of such trickery.

Uhen, at length, the badger made his way palnfully back to his burrow, he
found a laxge flask of saké, compllments of the Kaml. Vho had, after all, found
the whole thing rather diverting himself,..
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Once upon a time there was (still is, for that matter) a disorganization
known as Fandom, .and a member thereof named Dian, who thought that it might be
fun to have a board same resembling Careers in which one would move tokeng about
the board, frequently becoming sidetracked into loops of track involving such’
things as "Slan Shack", "Convention”, "Feud", "Cafia'" and "Imaginary Yorlds"
and drawing little éards with the events that were surposedly haprening to one-
at that point in the game. So she created one and it was a great.success with
such fans as learned about it, eéspecially since the events on the little cards:
were all based on real occurances. Years later, with the advent of FRP games,
it occurred itb-a dumber of fen, notably myself and Lee Gold that the (ame of
‘Fandom cards deallﬂg with "Imaginary ilorlds" were woefully out of, date. So I
';roceeded to write, and’ collect SOME New OneSias Any more?

From Kay Shapero -

Your D&D character becomes a Bunequest character. Lose 1 turn recalculating
mcst of hls/her characterlstlcs. !

Your D&D character becomes a opaCe Quest character. lose 1 turn recalculatlng
ALL of hls/her characteristics.

Your old-Coventry, character becomes a D&D character. oneaky, aren t you?
Go back Z before anyone notlces.

YOU become a D& character. Go to Helll (suggested by Charlle Luce)

- Your D&D character decides to invade another's world. Unfortunately, they
found out about it, Ain't magic wonderful? Follow 00 Akadi to Hell.

Your D&D arz actually makes MONEY! Not only that, it 1nsp1res others Whlch
also do. A new fannish breakthrcu{h..Go ahead 2 and beam w1th dellght.

" You phonéd Israel so your character could ask a legend Lore question of a
vacationing (M. Face it, you're doomed. Go back to the first square cf "Imaglnr
ary Jorlds and starti.all over agaln..... : ) R ;

Some of your spacefaring ncn—player characters declde to drop an agteroid’
on your campaign, Haven't we seen this someplace befcre7 Roll again, and hope
someone stops it before you have to remap. ' T :

A stray idea of one of your characters causes a war across several para-years.
You can be proud of yourself - now 1cse 1 turn patchlng it up agaln.

You become, in rapid succe531on, & male D& character, a female D&D charac-
ter, a male D&D grlffln, ‘and a male vulpan01d Space Quest characters Logse 1
turm resting.

You spent rart of the live D&D similation lecturing orcs on tactics, And
you weren't even part of the game! Roll again, and exit hurriedly.

Your elves are sncoty, but bounce beautlrully Go ghead 3.

You are noted for running very long, compllcated melees lastrng several
hours, and for consuning gallons of Ir. Pepper. Isn't this sllghtly contradict—
ory? Lose 1 turn figuring it out. .

In the course of an expedition, your characters transifer Dumarest to Harth,
attend a LASFS meeting, clobber Tortha Karf, pick up three dore people (and
grow wings on one of them), meet Steve Matucheck, gnd kidpap Joe McCarthy. A
full day. Lose 1 turn sorting it out and try and leave the fummy doors alomne.

Your flying cat may be TOO curious - lose 1 turn learning about spaceships
and pacif{ying the captain.
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Between FRP, APAs, and LASFS, your fanac is bettlng in the way of youx fanac.
Co to "Gafia' for 1 turn, then give up and go to Convenflon when ”1t all"”
comes after you. : :

You've just read Niven's & Pournelle’s INFERNO and thought of a Great place
to run an FRP expedition. Go to Hell for 2 turns, then come back and try '
again., (fate suggmested by Lee Gold)

From Ken Pick = 43

You become captaln of a Free Trader armed w1th one small laser. You are-
intercepted by two full battlestars which have already 1auncbed fighters.:You
decide to charge and fight, Go to Hell! ’

Your machismo male Cynthlan character gets senr up for nurder. Lose 2
turns and your Traveller s Aid membership.

Your Bunnles and.Burrows character encounters Efrafans 1n powered armor.
Lose 1 turn while defenestrating the GM.

(this one probably belongs in “"Convention") You leave a Ressage to any and
all underpeople on the Westercon Grafitti hoard. You get a reply. Score a
kilo of stroon for.15¢ in stamps.

From Charlle Tuce -

Ybu enter D& and becone a shapechanger, Turn into a flre lizard and bllp
ahead elght squares. Then 1ose 2 turns deciding what to be next.

Yeur mostly-FLi walks through a peculiar maze»—advance four- spaces through
Shadow and eerlously consider leaving the game.‘ :

From Lee Gold -

Tou and your frleﬂds spend the better part of an evening. trying to decide
wbether to 'play D&D, Superhero 44, Runequest, C&S,. Tunnels and Trolls, Bushido,
or...EWEBYOVE in ”Imaglnary ”orlds” loses 1 turn..

Ybu'started & small I'RP-apa, and suddenly got catapulted into being a -
BNF.. Go- ahead 3 anrd try te be humble. i

Ybu stopped publlehlng your rule rev1elons An fan magazlnes and sold them
as &, game. Cygax clains you've plagarlzed D&D. Go.to ”Feud”

i

: You' ve réad The Dragon #16. Go to ”Feu g o S

* You move 1nto a8 house wlth twe other . PRPers,leo as to have enough gamee.
Go to ”Slan Shack". i

(thls one may belong under "Fanac" )A Taper strlke threatens yeur apa. Tose 1
turn ‘buying up enough casee of ‘paper to get you through
You erte FRP fllkeongs. ‘They scan., Go ahead 2., : F[i

You. wrlte ¥RP poetry.that: "rhymns", but you’ don t know the- meanlng of the
wordf"scaneien“; Go back 3 .

Ybu wrrte flctlon about your character 1dent1fication. Fo back t0 start of
"Imaginary‘[brlds”track. )

You're too husy with FRE to read SF. Go to ”Gajla

You can't find’ anyhody in your small town to play FRP with. Go to " Convén-
tion' ; . .

from, John Bradley -

(this one definately belongs in “Slan Shack") You want to buy an apt. bulld-
ing to form a slan shack., Go to you know wheres..
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From E&ayné'Pelz -

Your D&D character gets lost in Zork., Lose Came - or 15 turns.
from Eligabetih lioicott -

4 kobold brandishes his dagger at your character. Spend 1 turn screaming
that the DM is trying to kill your character, :

From Nicolail Shapero -

You set fire to yourself not ~once, not twice, but three tines. Third time's
& charm - GU-to Helil

o much for thata.. (1n01denta11y, the bounclng slves reference was to Jeff
Marr's semi- ma21 varlety...)

- B e wm e me sm mm mm b o wm mm AR Em M e S el WY ke BA dE Mm FE mEme e R W e e e me  ma tw e A

A couple of months ago, an expedltlon was run in the woxld holding Hellsgate,
wich was interesting, but not quite as entertaining as the characters exper-
1ences the might before..‘

ONE RANDOM NIGHT TN HELLSGATE

I suppose things wouldn't have gone any different from the usual night
before an expedition if David Brent hadn't run into an old friend shortly
after arriving in Hellsgate, Most of the rarty were sufficiently tired from
the past two weeks sailing in from the Crimson Catcway to have simply stuck
together, checked into an inn, and gone to sleep, but when T'ideaou and David
went off to visit the loeal bars and compare notes (it had, after all, been
10 years, Hellsgate time, since they had last met), the group séert of disint-.
egrated in all directions. As near as anyone can tell from the stories people
had to tell the next day, what happened was as followSea.

. We'll start with David Brent and his old friend Tuu Ir Lleaou. Several bars
*into what had become a decidedly liquid evening, the Altan'had finally given
up and collapsed into a reddish fur-ball on the floor, when an obnoxious
apparent drunk grabbed David's arm, called him a "pig fucking toad", and pro-
ceeded to elaborate on thait theme, ignoring all inguiries from the victim.-
Apparently the orator disapproved of David's choice of companions (1.e. the
now comatose T'Licaou)), while the fact that it was none of his business if
David chose to hang around with Altani never seemed to have occurred to him.
Disgusted, David finally drew his light-saber (souvineer of a previous exped-
1t10n), and was startled to find that the other also had one, which HE drew...
The bar fell silent, save for the humming of the blades and the departlng feet
of those still capable of motion. As the other guy didn't seem to be as drunk
as he locked, while David was not quite as fast as usual (while an operation
in & high-grade techno hospital had saved his life, it had left him with the
mixed blessing of always being mentally stone sober, his reflexes could still
be dulled by alcohol), it was by no means a one-sided fight. At length,
however, David finally connected’ with the other's arm, severing an artery.
His opronent still refused to give up, but lost so much blood that he collapsed ,
gquite dead, shortly thereafter. But not without scoring one last hit on David
which caused an almost identical wound on hig arm,. Dav1d at least, having no:
foe to deal with was able io stop the bleood flow by puttlng pressure on the
artery. Thus it was that Bavid, supporting a plastered T'Lieaou, supporting a
badly wounded David set out for the local medical fac111t1es. :

HMeanwhile, Hybaer, the andr01d, decided to tzke a stroll before turnlng '
in. Somewhere in the middle of the entertainment district, he encountered a
couple of street singers who looked like female Altani. They certainly didn't
-ACT likeiAltani, though, for one of the promptly propositioned hinmi A trifle
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startled hybaer 11na11y figured out what the Female was. suggesting and res-
ponded "I'm afraid you re under the mistaken impression that I'm- allve.

2 5 "You' re~dead?f she 1nqu1red archly.

"Considering the accepted definitions, wyou could say that, although inorga-
nic would be more approprlate.— ;

E”Oh, goodie‘” she replled: “Then you're a bot!"

She prooeeded to splash the contents of a vial oi metallophage ontoghlm, .
and ran off laughing into the night. Standing there with his (metallic) cloth-
ing dissolving from around him, Hybaer made a mental note of gratitude that he
personally was not made of metal, then set off Tor his apartment to get a
fresh set of clothes. : ‘ ol

He had not gone far, when he came upon 9 Hellsgate policemen, who procaeded
to ask why he insisted on roaming the streets in the nude. when it became .- |
_obvious that no matter what he said they intended escortlnb him to’the local
jail, he finally gave up and ran for it, figuring:that he.was pmobably faster
than they were. One cop fired a {ireball which iortunately missed, then he
was around the corner and gone, Three streets later, he ran (llterally) into
5 more of Hellsrate's finest, knocking one over, and proceeded on hls way
without pausing. Eventually he lost them and returned home.

Hlsewhere, X¥lintha, cleric of the'Sisterhood of Magdalen Unrepentant was
quietly drinking in a pub when she was goosed by something resembling several
asparagras SDears “stuck into a clay ball, which then inguired crudely if she
was interested in sex., Informed that she did not indulge with those outside
her own faith, he/she/it Proceeded to use ventriloquism so, that further
crudities seemed to be coming from 1n31de her gowp. She cons;dered enptying
her drink over him (7?) but instead quietly informed the pest that it was not
funny, finished the drink, and walked away. ‘ ‘

Syl, her familiar, and Ryliyn were meanwvhile watlching a play An one of the
better theaters. They made an 1nterest1ng looking theater rarty since Syl, as
a Wihd Child had large, white feathered wings, her famlllar, ‘a.large cagle-
like bird had blue and gold feathers, and Ryllyn, figuring an alicorn misht
have trouble fitting properiy inside had shapeturned into a-phoenix, with
red-gold Dlumage. During an intermission,. Ryllyn heard a soft voice behind
him say ”Hello.” He turned, but saw nobody. . “ o

Jhere are yout" he inqulred

"I'm right nete.’ the voice replled, thls tlme from in front of hlm. There
didn't seem to be anyone within Ventrlloqulsm range who was paying attention
to himn, whlle, if the other were 1nvlslble, they mist be rather smzll since
“there wasn't mich room between Ryllyn and the wall. He shrugged, and contimed
the conversation. They chatted for a while, until the voice rather diffidently
prop031t10ned hlm. _ ‘ _ .

Curious, Ryllyn replied ”Actually, I don't seé how it could be managed
with a disembodied v01ce 1ike yourself.". . .

Erom my viewpoint, you 'vre the disembodied voicé; Still,'weﬂcpuld tfyjﬁ

”If you can't even see me", Ryllyn inquired, intrigued, "how do you know
you would want to?” ' ; . ’ : : =

"You have a nlce voice,s,"

"You have & nice voice, too, but I reallJ am afraid I have no interest in
sex with anyone but my mate. Thank you lor the compliment, though.Y he replied,
and they continued to converse until the next act started.
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Andrin Horai and Seer also decided to stay together. They were passing by
a somewhat dark alley,when a sparkling multi-colored globe of light flashed
into being, then disappeared, leaving a man dressed in dark form-fitting clo-
thing with a laser symbol across his chest. who asked where he was, muttered
something about "That was a cute trick"” on the part of some unidentified indi-
vidual, and vanished into the might. ' ‘

- Of the rest of the group, Neko (“the cat") the ninja didn't want to talk
about what, if anything, had happened to her, while Zarabeth, bard thief turned
out to be the only member of the Party who had been propositioned and reacted
favorably. Alas, the propositioner had Troven to be a lousy lover, and she had
confiscated all of his money and departed. Uith his pants.., L

Starsinger; the winged cat simply vanished, and it was quite a while before
anyone found out what had happened to her. She had been wandering about on the
street when a Bjoran reached down and scratched her behind the ears, picking
her up when she made no objections, petting her and offering her bits of food.
Rather enjoying the situation, she purred and allowed him to carry her back to
his spaceship, where they were met in the dooxr by an entity resembling a three-
foot tall ground sgiiirrel who immediately grouched "Not ANOTHER Hell Bedamned
specimen! ?" " ' :

Speaking for.the:firsf time, Starsinger replied “I would prefer not to be
referred to as a “"specimen'”. :

"A sentient one, too!” said the 3' Korli.
Y But it!practically followed me here...“pleaded the 14 Bjoran.
"Get that creature out of here AT ONCE!" hig shipmate raged;

Starsinger promptly became invisible, and stayed put. Assuming the cat to
have departed, the Xorli captain contirued, "That. does it. I've had it with
this madhouse! WE'RE LEAVING!" And the ship lifted for the stars, with Starsinger
still on board...

And so it was that, the next morning, a bleary;eyed rarty of adventuiers,
minus one assembled before the Axe and Dragon, compared notes, and started,
ratheffanticlimacticallx; on their Journey..

..--..‘ﬁ—.._—_.-.-._—......_...—--.._—a——._—--——mo————._—mu

Actually, the trip wasn't all that dull - I just wish I remembered enough

of the conversation that took place between the excessively logical-minded
Hybaer and a wandering Zen master to repeat it here. Then there was the equally
hilarious encounter the party had with an illusionist (who found out the hard
way that Ryllyn is a shapeshifter...}. And it still isn't clear whether or

not somebody (probably Ryllyn) may go back to Jump-Off some day and release

the entity bound there, who‘answers totboth the name Prometheus, and Iucifer...

Last issue, Nicolai presented the stats and some other data on character
Lypes involved in his "Runes in Space'gane, and this issue; I'm told that
Chris Pettus intends to include his.. As long as it appears that I will be
demothballing my own version of the basic Calictic Federation (called the
Teklenan, if anyone's interested) and converting it into a pame universe, I
may as well present the stats for a few of the speciss therein, fer use undexr
both systems. Note that thetre are two sets-of stats.- one based ofi-the' stats
glven for humans under Nicolai's system, and the other based on those given
in Chris' (4Di0 for ecach characteristic except Telepathic ability).
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Hlysians

Nicolai's system Chris' system

Strength =3D6+42 Strength =LD8
Intelligence =3D6+42 Intelligence =4D10
Basic Health =4D10 Endurance =4D10
Endurance =4D10 Constitution =4D10
Reaction Speed =3D6 Telepathic Potential =1D10
Marksmanship =4D10 Dexterity =010
Telepathic Ability =3D10 Reaction Speed =410
Telepathic Resistance  =3D10 Sensory Acuity . =D10
Leadership =130 Leadership =4D10
Size =3D6-2 Size =3D10

(note that the above were done more-of less by ear - the percentages are
Probably not identical between the two sets of data, but they're close
encugh to use,)

Hysians are a panther-like species who exhibit seasonal color changes
from the summer jet black to a sort of greenish grey in winter. Off the planet,
color and thickness of fur is based almost entirely on temperature, and if
they remain in the temperature range most humans consider "shirt sleeve' env-
ironment, they will retain the summer fur thickness and color. They prefer
to wear nothing past a belt for carrying things on. Their homeworld has a
gravity equal tec .95 that of Harth which, combined with their small size and
weight tends to make them slightly weaker than humans, but Jjust as dexterous.
They tend to be more independant than humans, and are much more likely to be
found in the merchant fieet than the armed services (I gencrally use a 705
rrobability of the Fformer), although they may be found in either capacity.
And, or course, individuals vary as much as humans do, They have two sexes,
and sexual habits range from casual encounters to mating for 1life, They are
nearly pure carnivores, with the usual carnivore preference of individual
combat over intergroup wars. The Elysians have a number of colonies besides
the home world, the cultures on which vary about as much as human cultures
on Earth, although population density rarely exceeds one billion per planet,

Shikkaii
Ficolai's system Chris' system
Strength = 3D6 Strength = = 308
Intelligence = 3D6+2 Intelligence = = 4D10
Basic Health = D10 Endurance = 4010
Endurance = 4D10 Constitution = 4110
Reaction Speed = 376 Telepathic Defense =208
Harksmanship = 4D10 Dexterity = 478
Telepathic Ability = % Reaction Speed = 4D10
Telepathic Resistance = 10142 Sensory Acuity = 4D10+2
Leadership = 30140 Leadership = 3010
Sige = 2D Size = 208

* roll 4D10. If all four are 10s, then 1: otherwise zero,.

Shikkaii most closely resemble a cross between chipmunks and rats, and
range Trom 3 to 4 Tect in height. Their ancestors had so much trouble with
predators which used telepathy to locate and kill their rrey that they are
extermely resistant to such things and almost never telepathic themselves.
Those vho could be generally do not find out about it unless tested by a tele~
pathic specieg off-planet. They are highly greparious, the basic unit being
clan groups of up to several thousand individuals or more, which in turn ETOUD
together into the planetary governments, They have no real concept of the term
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"privacy” and are, in fact, extremely uncomfortable if there are not at least
3 or 4 of their kind present. As a result, the Shikkail worlds tend to leave
everyone else feeling highly claustrorhobic, while liost other worlds give the
Shilkkali agoraphobia. They are almost never -in the armed services, expecially
at high levels, due to the species tendancy to rather low initiative in all
but a few individuals who tend to be much too busy running the government. OF
course, as in all species, individuals vary #4nd, in Tact, those found olf~ -
world are the more adventurous ones. S

Lydans XXHK

Wicolai's systen

Chris’' system

Strength = 30644 Strength O =4pgo
Intelligence : .= 30642 - Intelligzence .= 4p10
Basic Health . = = 4D10 Endurance = 4D10
Endurance. = 4D10 Constitution = 410
Reaction Speed = 3D6 Telepathic Potential = 3 D10 *,%x
Harksmanship = 4D10 Dexterity . = 4910
Telepathic Ability ‘= 2D10 * Reaction Speed = 4D10 .
Telepathic Resistance = 208 ** Sensory Acuity . = 4Di0
Teleport Range *%¥ = 2116 Teleport Range®*¥ = 2D10
Leadership = LD10 Leadership = 4D10
Size = 3D6+ Size = 4D310

* Treat as.Telepathic.Strike, except that they are almost never trained in
telepathic combat. This is because, while they can only recelve and transmit-
data frdm/%ofother,teleﬁaths,‘theykhaye a strong dmpathic reception from almost
.anything capable of emotions. Thus, should one attempt telepathic attack on
"another being, he/she would feel 50 .= 100% of the attack hirself, Thelr tele-.
rathié range is as Telerort Range for communication, and about a mile for
general scan for lifeforms. : =

** Jee also Telepathlie Ability, They are fairly good at parrying meﬁﬁal aﬁtack,
but are suificiently sensitive to the emotions of those around them as to
occagionally become enmeshed in them.

*%% Toleport Range is the die roll times 1000 miles. Note that this is str-
aight line distance - if one wanted to teleport to the far side of a planet,
the distance is the planetary diameter, not half of the circumference., The
individual mist have seen the place s/he;;ntends to go or get a complete vig-
ualization from another telepath who has been there, although there are a
few highly trained individuals who can get enough data through the eyes of a
being already present, telepathic or not {range being at most 10 miles in
this cése).l ' s 4 s ‘ :

¥¥%.Roll L D10 - if all four are 10s, then the individual is as humans for
Telepathic Ability and Resistance, and has no Teleportive ability. The actual
percentage of such births is much lower, but the individuals affected almost
invariably leave the home worlds. They also tend to be somewhat neurotic, {note
that children of such itypes often have no such problem but revert to the norm.)

Lydénéirgsémble humans, with a, tendancy toward medium tan skin and’ straicht
black halr, Their eyes are green, yellow, or (rarely) blue, and have vertical
rupils. On their home worlds, they tend to exist in a partial group mind {alth-
ough theylare sti11'individuals) and relatively few ¢of them leave their worlds
for long.'Offworld’,ZQXCEEt;when with others of their own species, they tend
to mild neuroses (although this is by no means absolute, and is considerably
reduced by the presense of other telepaths. T allow a 257 chance of it hap-
pening around non-telepaths, 107 around telepaths, checking every 6 months )
which usually manifest themselves by the Playing of harmless, but disconcerting
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practical Gokes. (note - thpy u111 WHYER de anythmn Pa?pu]afpd to harm any—
thing but the other entitie's dignity. ) They are rarely Tound in the armed
services, and if so are scientific or survival peraonall and almost NEVER
line officers. There' s too much chance that if, one member of the crew. is
hurt and in pain 1n a combat 51tuatlon that the Lydan will also be out of,
commission. .

< oges
LI

Treat the occasional non-teleport as per note *E¥X as per hunans.

Mraln
stats as per humans.

Akaln are humanoid; the major. dlfferenCe between them and humans-isn appear—
ance is: that they have prehensile-ipils about 2 feet in length. Thay form:
a major:part of the Teklenan.space lorce, being the species who started it -
in the {irst place, when it was an alliance between the Akaln home world:and -
her 4 colonies. Coloration varies from brown torgrey, with some races being:
covered' with short fur and others being asz hairless as the less halry human
races. Treat ay@moxlmately as humans., : :

, _ Rayenn
stats as humans

Rayenn have been described as "50 Jeet of rope.stuffed into a jump~-suit".

Basically, there is-a humanoid toxge with the equivalent of tuo arms and
two legs .and an upper sensory cluster. The sensory cluster consists of<a thiek
stalk with.two eyes in the .front of a thick somewhat stiff tentacle {reinforced
inside with cartilage and containing pert oi the brain, the rest being slightly
beloy it - . Tundamentally it looks like a narrow head, surrounded with othér
tentacles containing breathing apparatus and the other senso¥s+ Speecch ig:
vwhistled through the breathing tentacles. Arms and legs are as humans down
to the elbow and knee respectlvely, thereafter they branch out into 8 ox, S0
tentacles of one to two feet in length, varying with the individual. They
live in swampy areas where the only solid’ ob;ects are the roots of trees.
Rayenn are-unisexual, with reproduction taken ‘care of usually by all mentbers
of a given "tzibe" (20 - 50 1nd1v1duals) getting together for one mass orgy.
Offspring ave basically wild animals for the Tirst two years ‘of 1iie, the:
arsa in which they live being partially guarded by the adults, but with =~ 70!
no interaction between.adults and children until they reach a certain stage i+
at which they are captured and trained. The result, interestinaly enhough, ” -
isn't that far psychologically from humans of the more independant sort. )
"Tribe" membership tends to vary with time and individuals of the same :
age tend to Torm their own - in fact the word might almost as well. be. transiated
"eroup marrlage“; At any rate, they prefer wetter Cllmates than humans, but
are’ otherwise fouhd in 51m11ar places and OGCHP&thHS..,;

- While the stats for several of the Hegemonic races were given in Wicolai's
zine lastish, not mucn about psycholeogy was given. Partly t¢ allieviate this
on the: part of two of the named species, but mostly to-indicate! just. how:
much differeHCe there can be in the same sort. ol agsignment, depending on
who you 're travelling with, I present the fﬁllow1ng whlch may’ be compared
if you wish: with T'Isan's reporbes. ; v :

* WE'RE ALL BOZ0S ON THIS BUS 3f}5n_w
well, it happened like thige.. R

“iWe were all Sitting around the briefing room cénveféiné'én&rgeneraii§ wot~
dering what the fates and the high command were going to send us this time for
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a captain, sceing as how our last vne had reportedly vanished, screaming,
into the night, when the door opened to admit a tall individual. A very tall
individual, A 14 foot tall individual. A 14 foot tall bjeran individual. ith
a vaguely sour look on his face. Lirarl, the biochemist, leaned over and
whispered to me, "D'you suppose thait’'s him?

I whispered back, "If he is, I sure hope you brought enouih dye..."

Sure enough, he introduced himself as Gregor Gohkra, our new commander
and proceeded to explain the details of our next mission, namely takinr a
look at the planets if any of a couple of stars and checking. them for anything
of interest, I must say that there is one thing for which I occasionally envy
those overserious vulpinc hotheads the Altani, and that is their telepathy
as it would have been interesting to see how much, if any of the annoyence
the captain was trying to hide was due to something about the mission itsel?,
and how much was due to being picked to command a ship crewed entirely by
H'Reli., I wonder what he did to deserve US...

The ship went into Jump with no problems past the usuallaccompaniment
of urping crewmembers. Including the captain - entertaining, that, considering
the legendary cast-iron stomachs posessed by the Bjora. But then, nobody
ever quite gets used to Jump nausea. Once the ship was salely underway, there
were a i1ew days before anything of interest happened, thus giving ILirarl and
me plenty of time to coat part of the back inside section oi the captain s
spacesuit with a colorless substance guaranteed to dye that portion of his fur
bright yellow. All for naught, alas, for when we did run into something and
he ordered everyone into suits, he wore the one from his cabin locker instead.
Je hadn't gotten to that one, since the lock on his cabin had thus far proven
impossible for me to pick. Anyway, the emergency in question involved the
presense oi 4 other ships, one large and the rest small, Upon contacting them,
we found that they were Hegemonic, respectively a liner and three scatterships
crewed largely by Altani. The rositions-ofitwo of the scatterships as they
approached our general area would have made things periect ior a slalom run,
but the captain, the spoilsport, wouldn't let me try it. How am I going to
maintain my reputation as a hot pilot if I never get to try anything interesting?
Ch, well, I suppose the Altani might have decided t0o be obnoxious about it--~
they do get upset at the stransest thinsgs.

I suppose 1'd betier lbtroduce the rest of us. The commander, you already
know about,and the biochemist. I'm Yealurowluro, the pilot {and part-tine
communications officer), and the others on this trip were as follows:

Srilurow - Tower systems engineer
Arvialo - electrical engineer
Alurowlurr - geolosist and medical expert .
Yailuro -~ gurvival expert

Lawaro - geologist

Rawlaow - astrogator

Sawalaro - Weapons system experi

The ship itself was desismated some long string of numbers and letters that
I'm not going to bore you with, but we always called it "The Boomerang" because,
as Lirarl put it ‘Ho matier how many times you throw it away, it always cones
btack and hits you in the back of the head...”, which, jud in from some of the
asgirnments we've drawn is probably the opinion of the hich command. Some people
have no sense of humor.

Several days later, about 13 sllvery oveids, each somewhat smaller than
our ship, turned up and arranged themselves about the Jump drive pilons. I
slowed down a bit for a closer lock at which point one of them moved forward
and nudged the hull (I nudgyed the whateveritwas back, elicitim, an ammoyed
look from the eaptain), then dropped back a. ain when we speeded up. So I
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tried to contact it and it replied with something unintelligahle that over—
loaded the communications gear and blew out rart of the board (eliciting more
amnoyance from the captain). e finally (uessed that they were a small version
of space whales (space dolphins?). who merely wanted: to rids. our shock wave for

a while. Eventually they left, too fast for me to try longer range communication,
To the relief of Aryialo who had Just. finished Tixin: the gear. e i

s
S

And Lirarl and I had a conference.
He - " igured out the lock on the captain's cabin yet ™
He = "/hat'll we do, then?"

lie = "Lessee...what does he use, or where does he go that he can't lock

- Me -~ "Nope, Looks like we can't smet athis space suits, sizh.”

up or gﬁéid?"fj”

"The Head!" P

. -@W;erews ¢an have watched their captain's every. move quite as mich as:we
did fox;ithe next few hours., But at last.he wis-observed entering the aforement-
ioned Facility, we waited 10 seconds, and.I hit the gravity switeh. Immediately
the 5 second warning sounded, aiter which the ‘vravity cut of . And I walted i
another 10.seconds, then switchied it on arain, iiguring that while the gravity
on/of? warning usually gives people time to brace themselves, in this case...
Well, whilé none of us ever Tound 6u£;préci$elynwhatlhappened'in,theré, he

In unison -

did take rdther a long time to come out again. '

And on to the next system, with the captain, who of course hadnno idea
exactly, who had ‘pulled the deck .out ‘from under him, somewhat annoyed with a2l
of us, Of course giving all those who weren't in on the gag with plenty of
incentive to come up with their own.,

Prime candidate for most interesting oBject in the system of the Tirst star
was a plapet located in the habitable range, completd with plants, animals, .
water and soforth, Mapping from polar orbit showed a big magnetic. anomaly
which ‘turned out to be about 9 miles worth o” very wrecked spaceship, so0 we
went down to look at it, landing about 5 miles away in a forest clearing,
due to the usual captainly paranoia. ¥ ‘ 5

Speaking of captainly raranoia, it soon became obvious that, since I
was the only decent pilot on the ship, I was not colng. to be allowed to po
over to the wreck with any of the exploratory teams. After bein: stuck inside
this undersized flyin; object for over a week, too. The party that did ;o
incluged vailure, as: survival type, and Lirarl in ome grav. sled, plus; I -
believe, Lawaro and Aryialo in another. At least they did carry remote cameras’
so that the rest of us could see what was zoing on. The wrecked ship appeared
to have been designed for belngs considerably taller than the captain (1),
about 20 feet, to be precise, a Judgement confirmed by the discovery of a
humanoid skeleton in the remains of a rubberish  dutiit, while otherwise not
much of interest turned up. L , J o

hile all this was interesting, -being stuck inside was irritating, so I
Pretended to be (.0ing off to the head, instead went back to the rear of the
ship where nobody was likely to spot me, (ot out a lisht environmental suit and,

in compaﬁy;with‘Sawalaro,’who'had somechow Joined ie en route, ducked out the
aft airlock and spent about 15 minutes looking about, kedping. well out. of view
from the bridge. shile it was hardly as nice as being outside on & planet where
we didn't have to wear environmental suitsiand could breathe fresh ainm, it
still helped ease the annojance of being stuck inside For so lony. Apparently.
15 mirutes was lon,, enoush for the captain to ~et suspicious, because we return-
ed inside barely in time to réspond to a roll-call. I dare say the captain may
have found it suspicious that we answered from the Blace we did, but he could
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hardly prove anything.

And the exploratory team found a still functioning artifact - i.e. a 20°
stall, operational Security robot which took an immediate dislike to thenm.
Deactivating it. was an..interesting..experience, to say the least, but they
+.:434 manage to, then asked if the cratian would plesse send out a couple more
grav sleds so they could hring the thin:, and the skeleton, back to the ship.

"Captain?', I inquired hcpeJully.

"o 1 )
Ho! o iy

ind he proceeded .to send out Sawalaro and Srilutow’ (the latter in p0wered
armor - scout grade), instead. {rrrrr. .

‘hile they were headed out, I took advantage of a couple of free minutescand

eft ‘the bridge, this time 7or the captain's cabln. As I never had managed to
;uck the lock, I poured epoxy into it instead. Je'd see iF he liked being
locked out as little as I did being locked in. s =t :

They had loaded up the robot plus one skeleton, when another robot turned
up, Jjust as Dugnacious as the last one... This time, tHe resulting “1rht munbed
one grav.sled, Lirarl's-left arm (sliced rizht off), and everyone's peace of -
mind, It also left the captéin with a problem, namely who to sénd out with o
Ailurowiurr, whc was the closest. thing %o a msdlcal of|1cer we had on board.

"”Lodk“ i sald 'T'11 wear powered zrmor. I'll wear HARAUDER armcr, Tor
crying out loud. I7 anything bothers me 1' ll personally slins it ipko orbit!®

"Oh, all Tight. "

7 Soi I did. rlnally L>et out t6- ths shlp after all It was margingily more
interesting seen close up. And the 1ight out. and bacs was no trcuble at all.‘

SeVeral hours out Trom the planst, the. captaln de01ded to g0 to his cabin
with results that were heard all over the ship. larvelous Stu{i, EPOXY. - L
think" Allurowlurr was abcut to go 657 ‘er himwa firmer to use as a cutting,
torch* when the captaln solved the problem by rlpplng the door off its. hlnves;
Bgoran muscles are pretiy .ood, too. .

The next Tew hours were spent replacing the door at the captain s orders
while he sat in his room so we wouldn't do anﬁ,h:l.nt to the contents.

Anothexr conferenca.

et ell he s learnlng.

Arylalc 47“ Maybe. But while he s in there, he ‘edntt watch s out here:
As long as he's- HOlﬂL to go rlpplné doors up, let s make this one as 111msy as
poss1ble.“ .

g iy “Ybu do’ that Whlle I make up about a dozen duclicate keys. cf
AZher all, he -hadn't said HOT to,.. '

The first planet of the next system was a rather scorched bit of rock
entirely tpo close to the primary for my tastes. e took the usual mess of
plctures and departed for planét number three takKing three *urp* Jumps.

igurin@ that it was ‘about time to bxanch out from physical practlcal Jokes,

I next acquired a bottle o. beer from Srilurow when he wasn't looking (he:
was spending a lot oi time’ bu_tlnL the captain's quarters when the latter was
on the bridge), wrapped it up nicely, putaa ta~ on it addressed to . the captain,
and left'it on his acceleration couch. 'here in due course he found it.and ;:
unwrapped it #ith such caution that I was almost sorry I HADN'T .used contact
“paper, Eyein# thé énclosed bottle asithoush he hal’way sx@ected it to expleode
momentarlly, thanxed us all, ratted Aryialo on the hrad, and removed the beer
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carafully*toﬁhiﬁggabipr—~I“hnped he would have great. iun trying to figure out
what was wrong with it, since nothing was. lind canes, anyone? -

The planet looked like something one might actually carc to live on.
Certainly, .somecne had,; for a temperature anomaly we noted from orbit proved
to be a ruined city which was especially good at soaking up the sun's heat
during the day and reradiating it.at ni, ht. e landed, five miles away as
usual. I glanced hopefully at the captain. 5y : e

“Rorgetiit." o - A
Sish.

‘The exploration team consisted ol two zrav sleds, one containing iailuro, . .
and Ailurowlurr, the other Sawalaro and a lot of equipment. All three were in,
scout armor '(the 1ightest form of .powered armor), while Srilurow,. wo wasn Be
even .@01in; along was ordered to stand by in marauder armox (two.more steps along
_the gcale between armor and ship) at the ship in case of trouble. Once acain,
théy carried cameras so we could tell what wds (oing on, There was little to .
see but bulldings and indescipherable street sighs (2ll duly recorded), until
‘lailuro spotted-a cax parked on'dne.of the strests. He invéstigated, pulling

at the ddox which' promptly and eﬁthusiastically'came'qffIinrhis hand.

i}giaﬁcéd.o?er #i;RdﬁiabﬁﬁifThink'the captain's Beéﬁ'giving lessons? "

I was universally ignored as Wailuro revorted a 1it{é iorm irside which
closely resembled a 12 legred tarantula, and attempted to catch it in a specimen
container. Skitter, skitter, skitter, HAP, skitter, skitter, skitter, HAP,..
it took him three tried to catch the thing by which time most of .us. were betting
on the spider. . . - T A

A couple of hours later, they Teached the cemter of the city, to find a
building’in somewhat better shape than those they'd seen carliér. It was about
20 or 30-:feet 1all, with huge double.doors which showsd no interest in opening
until- someonc poured penetrating oil on-the frogen- hinges: Insidec, the building
looked: more like 300 feet tall, leading us eventually to the conclusion that =~ -
power suwiTicient to operate holographic projections was still on. o

Next morning, the exploration team went back out to the building, suited
as belore (with poor Srilurow standing by at the ship apain,’ in liarauder armor)
and investigated,. finding inslde & central dais with a head-setted chair bn
it, in which’ latter Allurowlurr had to be. prevented from sitting. teneral ‘roking
around located a sha’t beheath the dais leading down into a lot of pgadgetry
associated with. a power plant, as well as' a lot:of little thingies closely
resemblinit robotit versions of that spider (ot that thore's much diffevence,
at that). So they closed'it up and contimued looking about. ’ A

sonmething of a lull having come up, I decided that this was a good time to
slip the hyrroscopic stuii’ Lirarl had given me (stuty starts as a powder,’
but absorbs enouihrwatéy Irom the air to'get.really slimy in & fow hours) into
the captaln's bed. Unfortunately, the captiin proved te be ON it, when'I
opened -the'dvor with' my coly 6f the Keéy. Oops... Tl e

"H4i, there," I observed brfightly, "You seem to have left your key in the

hall and I thought I'd bring it back to jou." _

He silently fished.out his key and showed it to me.

"Well, I .ound this in the corridor...” = . o

This met with a notable lack ow belie’, and the captain Promptly comiscated
the xey, and sfarted in ot a rather comprehensive lecture on the subject of -my
periidious doings. I stood fhere admiring his oratory for a rhile, thed.habded
him a dagger and exposed my.throat. :le broke o' i in mid-haranguc with the most
beautiiul double-take I'd séen in a long time, paused a second, then took the
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dagger, grinned, said something about that not being necessary, and held
up one hand. His claws, unlike the dageer not being rubber, I thoughtfully
went elsewhere ,

- The- captaln turned up on the brldbe ghortly after I did and 1n51sted on
being given all of the duplicate keys. I think he got most of them, at that,
but it was at this péint that we were all distracted by what was soin. on out
at the exploration site. Since the captain had carefully ordered that nd one
wvas to disturb, or especially to sit in the chair on the dais, Sawalaro, her
curiosity "inally getting the upper hand had sat OF it...°

And quickly sprang back off it again, with a .lazed expression. beems that
not enly did the thing increase the psionic capa01t1es of anyone using it .
for as long as they-did so, it also increased them erponentlally “or every
second of operation.-«ith all the néew dita being piled on her each second, ‘she'd
been lucky to keep her ‘sanityy ‘Thé effect did mnot sean to Jast once she got

ki agaln, at least The captaln predlctably ordered everyene out oi the buildr
lIlE.,. % B o £ . . ,_r v e

blsewhere the exvror« CS ound a skeleton. Sort 0% . A couple of hones, anyhow.
fortunately, they alsc found what appeared to be a library with 5 paintings of
the locals, who were similar to 6 foot teddy bears (mini-Bjora?). And LOTS of
books. 760 of the latter were removed very carefully so as not to let them
fall apart, and brought back to the ship. . Pt ie Ly Y

o And, after debriefing, Sawalaro went straichit to the brlb... The ceptain -
qrdered the rest of" us not to smuggle anythlnr in to her, which is, prdbably
why Ailurowlurr, baving already steaked her a handfull of keys to the brig
(don’t ask me where she,_got' them..*snlcker*) promptly retired to the food
Preparation “acilities out o” sight oi the captain, and-cooked up an gntire
plateiull of fahcy hors d'oerves, then brought them down to the brig. Bheiwas '
abkout to hand them to her, when the captain,: who'd been watching the whole -
thifz, “rom the brig 'survellance equlpment remotes: hit a switch, causing the
door’ to the cell next to Sawalaro's to swing open. Ailurowlurr ook the hint,
-ave hall of the hors &' oerves to Sawalaro, and procesded into the néxt: eell.
with the rest of them.'_ dO“hOPe she didn't mlnd Sawalaro s flute practlce.

de finished mapp:i.nt the p&anet and departed to spot somethlng about 18 ifeet

lOnL and missileish, with a styllzed bird ligure painted on it, ialling into
the system on a hyperbollc curve. Tracing it's path backwards, we igured it
i ht have come irom the first systen we loeked at. At any rate, while we
didn' t know for sure what it was, it did give off rather more radiation thanm
the backbround s0 we settled *or nudzlng it 1nto a stable orbit with the tra-
ctors and 1s7t it. Let eomeone else try to Ffigure it out 1T ‘leet was really
that curlous.

Shortly therearter, it became apperent that Srllurow wasn't the- only ane
who'd bugged the captaln S quarters, for he returned to his cabin to 7ind &
large sample of Bjoran pornogravhic art on one wall of the corridor, sbheakers -
inside his room broadcasting bawdy Bjoran musie, plus.a:smzll but active device
squirting Bjoran theremones into the air. The captain may or may not have
been amused, but he DID promptly ~ive his cabin a thorough foin; oved Temoving
all of the bugs, speakers, cameras, etc., etc. Sigh. He also found Srilurow s
device “or spreadin, the smell ¢ burking issulation:about, which promptly went
oIt spreading a nice 1little cloud of harmless, but stenchiull smo&e Wthh was
rromptly :obbled up by the air filters.

Je.didn't see much ol interest on the vay bacdk with the eKCeptlon or‘ﬁff;

smallsships we didn't recoghige - we leit them alone; they left us alone.r§lus .
an Altani armored scout with whom we- erchanned howdies. It can be fun to
ses. the ekpresslon on an Altan s Tace when s/he reallzes there's a H Rel on the

ot
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other end ol the convergation.

A few hours out from our destination, the captain decided to hold suit
drill, presumably with malice aforethought, for the suits smelled even worse
than usual. Of course none of us said anything, with the exception of Srilurow,
who promptly asked "Captain, have you been putting air freshener in these
suits? Mine smells a lot better than that Harauder armor did."”

~hen drlll wa.s over, it soon became obvious that the smell was going to
linger in our fur Tor quite a while, even for Aryialo who'd noticed the stench
and switched guickly into his cabin locker’s suit. So we 2ll took to hanging
around the captain until he potisufficiently amnoyed to order everyone to go
wash up. 'hich we did, and noticed that, thanks to those suits, everyone but
Aryialo, Iirarl (in sick bay), and the two in the brig now had brightly
colored tails in various shades from photographic dyes (mine was cyan).
Which gave me an idea, so I got hold of various dyes and, rather than try
to dye my tail to match the rest of me, patterned the rest of my fur.
This caught on beautifully, and the good ship Boomeran; soon had the most
Technicolor crew in space.

The rest of the trip was rather hectic, what with various members of the
crew trying to pull something equally interesting on the captain, who wasn't
venturing out of his cabin without his suit, but soon we were sufficiently
busy with approach that nobody had time for anything snesky. I did have hopes
tor the frictionless zoop I'd spread on the captain's acceleration couch, but
when he came out ior final approach, he wasn't wearin, his suit ior a change,
and thus noticed the stufi before he sat down. Ch well, It did cause him to
go back to his cabin for the landing, so after we touched down, Arylalo and
I sloshed the rest of the frictionless lubricant down the hall outside his door.
from what I hear, it took him an hour to get out...

And that, my friend, is how this fad got started. How, would you prefer
your ears pink or international orange?

i R S U EE B B S I HE A A

Interesting people, H'Reli., .Ircidentally, Aryialo and Ailurowlurr subsequ~
ently were assicned to a ship crewed by a number of species, including Altani.
The pair of lunatics decided, among other parctical jokes (at one point,
Aryialo teamed up with a vatch,,,) that it would be <un to reprogram part
of the computer to give a false Alert. ‘hich sained them a Board of Inquiry
followed by a General Court Hartial (thanks in large part to the individual
who is usually T Isan's weapons oFficer, T Tieaou who reported them to the
Paratemporal people). "sar out...Shoot ‘em." Sic transit crezy H Reli...

See you all nextish.,.. Kay, T Isan, Yealurowlurc & co.
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The Following is & record of the first expeditlon involv1ng both D&D
characters and the Hegemony, which was held in 1975.». : ;

Situatlon Lady Susari of the City of Roads, Brother Cregory of Hellstate apd.
their assorted followers, employees, and hangers-on have decided to brave
the unknown world on the other 51de of one of the many Lateways in the Hall
pf Flanets in StormGate.

Having discovered ,ateways both to the world.of foxes and to another part
of their own world, the intrepid explorers decide to send &11 hut a small force
back to their homes, and with that small force brave bhe unknown of Han. Chan-
glng themselves w1th }blymOfph others spells, the brave band bedane:

. Bt In Tse Tr Eh PBnd Mk Rs Id ‘
‘ Miryn Ira’yyia 19 23 16 21 21 24 28 29 17 (rady busan)
Briyn Ir Ilyn 19 2020 21 35 23 23 20 25 (Br. Gregory)
Dau-Xing Ir Chin 27 25 9.19 22 29 24 23 24 . (Balen)
‘Yee-Lan Iy Yean TRANSFORMED VIA POLYMOREH SELF**NOH—TELEPATH (Kalen)
Au Tr Jylan 22 16 16 26.21.28 411 20 19. (AlanL): ..
Tlanl Ir Lee 30 27 22 31 25 3025 30 17 (Jason)

Paésiﬁg'through‘the gateway, they arrive at:

Time: 0200 hours -
Location: T'Chin Yan 1e1d 4th ring pedestrlan mall, L'Dorai II (Han)
Date: 127 “imber 3039 PSFH .

The group arrlves, darrying 20,000 gold pieces in 7 bags of hclding, in
the middle of a distriet devoted to restaurants and food stores. They have,
funny thing, enoggh iron rations to last thém for a weck. The ambient aim - -
temperature is 5°C., and all membeérs of the group have winter pelts, myster~
1ously*enough Pedestrian traffic is light, and the.group's sudden appearance.
goes unnoticed. “t 1'Yyla's suggestion, the groun heads southeast, out, away
from the canter of" the landing field. \ : .

0220- In the clothing district, M'Yyla is attracted to a small store offerlng
a wide selection of capes. Some 20 minutes are spent on ‘the selectzon* rocess.,
Final selectioni~~a deep blue full length cape with thermal control unit. The
Price for this wondrous thing of plastic and spun metal fiber-is 20 monetary
Wi ts. Unfortunately, the poxrty is totally without local funds. Cold is a -
nonetary metaly, however, and the owner of the store gives the group. directions
t0 the nearest banking complex. The cape 1s held at the store, pending payment

0240: Heading southwest, the group passes through the Air Transport distrlct.
Numerous delta winged g;ant metal birds ‘are seen to arrive and leave ?rom the
lands immedigtely to the south of ihe SpacePort., '

0300: Heading west, and skirtlng a power station, the group enters a dlstrict
fllled with small buildings. ¥any youngsters are visibley as well as adults.,
Buildings are entered by the simple expedient of placing a paw against a small
pPlate next to the doorway. No atitempt is made by any member of the group to
try this entry method out, however, as they suspect that the doors are, in some
way, 1nd1v1dually keyed to the tenants.

0320+ To-the NV, a large manu;acturlng complex dlscourages entxy by the groap.
Heading to the S¥, they find a kilometer wide building. Its doors are made

of wood, in &'city made almost exclusively of plastic and steel, and they .
tower: 15 meters into the sky, Intimidated by these doorgs gome ten tlmeS'thelr
owni height, the group only ventures a peek inside, The building is far from



group is clearéd to convert and use this fabulens tressure th

empty; but is deathly quiet. The many dinhabitants of the building.stand silent~
1y, their heads bowed, as.in irayer. On the walls are great murals, stretching
off -into the distance. Though clearly only a kilometer across on the outside y
the building appears at least ten times that large from inside, The group spends
some twenty minutes walking around this monolithie structure, then contimiés
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towards the banking complex 'to the west, arriving ats:

0400: Their first contact in the banking complex is a slightly stupid clerk,
one .Inon Luu Ira Chee, (Insignia . at her eollar:® , colored.a deep gray)e And
so progeedy - . . - - T T L T S
L'Chee: (a surly expression on her face, and speaking with a. barely dise~
ulsed snarl at being disturbed by Unorganized Reservists) And just what
©¢ M'Tyla: (in a volce that drips honey) Gentle madam, if it pleake you, we
- -wish Yo ‘exchange this gold for monetary units. (She then places 500
g0ld coins in front of L'Cheé. T'Chee, whosé annual salary might buy her
75 stch coins, pales, and immediately calls a supervisor, The rest of the
group is barely able to keep from laughing at her obyious discomfort).

SulTrinor “Au Ira Lieu (insignia: £ ; again, “the color is deep gray) arrives
within moments, surveys the'coins for a ‘second, ‘tells L'Chee’to start weighing
and analyzing them, dnd then calls for a Director. Direstor Sul ComRichtor Tuu
Ir Chiang (ingignia: €, Again deép greyy but trimmed in light gold) quickly

arrives and takes command.
T'Chiang: (to M'Yyla) My greetings, and welcome to our humble.establishs.
ment. (Offers places on couches for the members of the group with a wave
of his hand). (To L’'Chee--telepathic) THE COUNT IF YOU PLEASE, INON ~ '
TLUOHER, (o g AT T ey ; - , N T
L'Chee: (telepathic) 22 kilograms, 727.273 grams, pure unalloyed gold.
T'Chiang:. (to M'Yyla) At the current exchange rate, the value of this gold
, - is 47,500 monetary units. If you will come this way for handprint and
; retinal scan identification. : cam s L mww
Thé ‘group proceeds fitto a snall room, guarded by two puguglies. Pug #1-Stards’
some three meteérs tall; and resembles nothing so much ag a glant blagk kddiak '
bear. If, ‘that ik, oné could find a kodiac besr wearing a green and oralige kilt
and toting a 1.5 meter riot baton in addition to a paﬁicularly'hgly'lﬂdkiné
rifle, Put #2.1s the same, save that in place of & riot baton, he carries a
4 meter long battleaxe. "This is all just a formality, I'm sure you understand,”
Yhen the Id ‘scan is complete, and the criminal check negative, T°Chizng -
ushers the group inbo his office’and launches intd & long mnonolog, prédded onlky
slightly along by ¥'Yyla and B'Ilyn, on the intricacies of the eredit pirchase
systén employed on Han and the HomsSuns worlds, Heanwhile, T"Chiang ‘bélng very
effectively distracted in this fashion, the rest of the group rroceeds to .
slowly- empty the other bags of holding. then all remaining coins,.some 19,500,
have been removed from their hiding places, M'Yyla interrupts T'Chiang!s ... .
rolling phrases, and asks if, pretty please, these few remaining coins might
also be exchanged. Oné look at: the pile of coins that has suddenly appeared ' -
behind the couch is'&notghi T Chiang, without appearing’ rudle, of course, Mgt
even ‘so’ sel &' spedl record-hitting' the ch11 button for the Comptroller. B
damnear: Grivés the button through the pankl as wells -/° o i ; _
Pentar Au Ira Sien (ins.: 4} yinner triangle deep, gray, pentagon light grey,
bordered in light gold and light blue), District Comptroller, turns out to be
ar old femdle, well ihto'Her seventh octad’ (¥ detad= 4 Ban years, I Hiyr =
T-years) hexr muzsle conpletely gray, and her syes s Tighty watery bl
her assistande, and with'a session with an enfephdlogray

ey Bave brought

i

e o F ¥ v
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with then. Their story of outuprld trading works well enough on A'Sien, and she
accepts that explanatlon of their wealth almost iwthout questlon. ﬂortunaiely
for the group, none are asked to repeat their story'under veridicator scan.
But the scan had shown that the money was gained honiestly (or; ‘at least, without
ahy knﬂwledge of 1ega1 v1olat10n) and that s -£004 enougﬁ for A'Sieni” Fortura~
tely also, 'A'Bien‘is a stay-at home' Who Has never Been oubl beyondeyeanyal,“
Han's duter méony and who has never quite gotten to'believing in her heirt

that there ‘really is atiything out ‘there. ‘Flat-Earthers you will always have;
and A'Sien ig one of them. She has never seriously studied dnything abéout Han's
off world posessions, . and what little she had learned, she has long since for-.
gottep A'Sien would be hard pressed to point out any of the nearer stars about
which. 1nhab1ted worlds orbits‘Pressed, she might name a dozen intelllgﬁnt speg-
les;. .and. perbaps four of their home systems, Qut of over 1200 . member races in .
-the: Hegemony,_w1th more than twenty home systems within 350 Hélightyears of
L'Doxai. iny stories of the outworlds would be accepted. She just doesn't know
:any better-

Wlth A' Slen g ald, a ground car is rented (cost 10mu/ﬂay, 1mu/50 km) a driver
is hired (cost 30mu/day) and the group is directed to a hotel, where they might
rest their weary bods. It has been three hours since they entered the banklng
complex.

0700-0710: Im1v1ng to. clothlng store (3km)
0?10~ 0?3 Furchase cape (no military insignia:on cape) cost = 20mu.

0730 -0?40; Drive to hotel, {6km) Rent sulte on 9th, subsuriace level 68mu/day
;cost, 3 bedrooms, common room, kitchen, storage room. Hoom 18, The hotel is.
called LiuaShen (silverwing? and all entranceways carry in51gm1a remlnlscent -
of falcons (in silvery metal). : _ . -
Address: LiuvaShen -
. 3rd Ring Band 1 14NE,

Level 9 . Suite 18

T'Chin Yan Field Asalo

L'Dorad II
0740-1600: All are asleeDs R _
1600~1620: Walking north to the compleéx of antiqie stores: -

1620-1640: Holographic-display units, from the First Expansion period, ancient
pre~atomic era bladed Wweapons, and the like (all ‘at truly incredible- prlces—-'
1 megabuck and up) fill the Ancients collections: On asking For possibly more
inexpensive replicals of some of the toys on display, they are directed to a
Weapons Shop.(Croup buys some X'Chen period cutlery. for 1000mu) ;

1640=1700: Proceeding North to the Weapons Shops.

1700: The first of the shops that they come across is really more of a heavily
armored low built bunker complex than anything else. Above the entrance is a
large sigh that reads “A"CHIN SIREL TYAOU" (military issue weaponry). Iith a
devil-may-care gxin on his face, Briyn Ir Ilyn strides in*through the entryway.
Eb110w1ng'qulckly after him, 31 a rather vain attenpt to step hlm, is the rest
of the party. lhey are noty unLOItunately, qirite fast enough.

B'Ilyn manages to uet all. of one hal? neter beyond the entryway. ‘The ﬂuards
to either side of the doorway sieze him, pick hin up, and rather unceremoniously
clobber him. "UNORGANIZED RESERVISTS!! YOU ARE IN A RESTRICGTED ARNA! YOU HAVE
‘BEAN VARNED! YOU JILL NOT HEPEAT THIS VIOLATION OR STERVER ACTION vILL BE TAKEN1!"
So blare the loudspeakers in the entry corridor. B8'Ilyh is rapidly ejected from
the building, his departure somewhat hastened by “a. touch from an clectrified
riot prod. Ilanl Ir Lee is also unfortunate enough to rsceive the.same treatment
as B'Ilyn. ¥M'Y¥yla and D'Chin grab the still twitching B'Ilyn and carry him off,
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I'Lee is able to proceed under his own rower. And all limp off towards a.sqme_
vwhat more hospitable shop. -

-, 1710: Inquiring into the availability of replicas of ancient weapons at another

. weapons shop they nznage.to acguire 4 repeater rifles (roughly , %0 ecalibre, &
shot magaziﬁe)(cpst is 450 mu each, and training progran reQUired-~2hrs/6ay
for 10.days) along with 4 crossbows (self-cocking) and 400 quarrels of mixed
type”(250mgjbom;and 1mu/ﬁuarre1). They.also buy 400 rounds of ammo for the

rifles at. 0.5mu/round,;

1720% In the next shop, the first thing that B'Ilyn gbes is to ask if it would

- be possible to acquire some form of body armor. The clerk, paling, his collar
“raff flaving slightly, leans forward , his right hand slipping under the coun-
tér for a moment as he does so. The rest of the group, somewhat more paranoid.
than B'Ilyn, proceed to vacate the store with reasonable haste, and wall briskly
aWaY . : '

_ "Mobile 1~3, Port 21, Converze area Del Three stroke 21. Code 200, Detain and N
» cénfine,” R | . ’

1723: 1 Port Police vehicle (#21) and an AVS ground patrol craft arrive at the

Ueapons shop. In Mobile 1~3 are two Ground Arm officers, armed with stun (UnNs .

Hounted on the cab--two repeating weapong with 307 traverse, fire rate 200

rounds/hin with 2000 rounds of roughly .30 caliber ammmnition. On the back of

the cab, two wink bomb launchers, along with 30 ‘rounds of same. In the cab,

are two riot guns along with 60 rounds of ammo apiece. (shock effect~~ammo is

.60 calibre, 14,000 fps muzzle velocity--kill on impact and stun to 5 meters,

as tips are explosive concussive type). ‘The Port ‘Police vehicle is a dontragravity

sled 8m major axis, 3m minor axis elipse, im thick, with leaded glass control

cab in front. From about three hundred meters awdy, M'Yyla and her cohorts :
watch B'Ilyn being unceremonicusly dragred off by the burly AVS Ground Arm -
officers. And off to the slammer goes poor B'Ilyn. "ijould you be so kind as 9
to accompany us to the station?' so said as to make it more of an oxder than a

request. Ah well, such is life,

1730: The next weapon shop has a simple sign~-a pair of crossed swords. As
H'Y¥yla and her group enter the store, the lone clerk is engaged in serving-a -
young Stardrm cadet, whose leftuear is bandaged;; part of it clearly missing. .

- "Yes, I am fully aware of the cost of Monomole blades. However, if you will
check my crédit, you will see that I'm quite capable of covering it,"the: young
caded is leaning on the counter, his face in a rather strained gein, - 0

"And I'm sure you're right. But after all, youngster, surely you have no
real need..."the clerk stops, his eyes widening. The cadet has drawn a small
dagger and, in the same lightning movement, set 1ts blade against the clerk's '

"I will forgive the insult of refering to me as 'youngster'. I will Torget - 5
the insult implied to my intelligence. I will forget all of these insults from §

& lowly enlisted GROUNDLING!" At this point; the cadet reaches oub with his'
left hand and slowly begins to:throttle the clerk; "I will do all this, out of
the goodness of my heart, PROVIDED YOU GHT YOUR MISHRABLE CARCASS MOVING AND
GET' THOSE PIT-DAMNED BLADES BEORE I LOSE MY PATIENGE COMPLETELY!" This last
bellow elicits a choked gursling from the clerk. The cadet relsased the clerk
oy shakily massaging bis'neck, quickly disappears into the back of the shop..
.+ . The ¢lerk returns a minute later . with two meter long Marvow eylifders. Tthie.
"ﬁg@t will be 1080 mometary units, BullemRichtor T'Lieaou,”: - . T i
"ind T will neéd handlés--one pack Tud' handle, and bne pack Ai Handle’; the
‘¢8@ét is playing with his dagger as he &peaks. The clexk, visibly shaken still, -
begins quaking anew, ¢ D ' ' - :
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9§uraLMﬁﬁyQu don't mean..."the elerk stares fascinatedly at the d&gger in
T'ligaou’s hand, captivated as a small rodent by & snake. B, ;
“loy friend elerk, you need,ﬁot wbrry. This is not a renewal of the;old“feuﬂg
hls-ig Just a private matier..."He reaches up and rubs his bandaged sar.
l"beallﬁill,fﬁQgSfﬁu;“thé clerk's eyes are now the size of a battlecruiser's
landing lights. He sets up the credit exchange on ‘the plate, and the cadet
countersigns., T'Licacu picks up his ‘pukchases, nods to M'Yyla and strides out
the doorway. (At his collar, the Tollowing insignia: dn left tab, { , on the. i
right tab; 4 . Both are deep red, the color of recently spilled bihood , } .
"Please, honored sir, we wish to make 'a small purchase,”M' Y¥yla's head is

bowed and her voice muted t6 a soft purr.

After some forty minutes of examining the various blades, a small sanpling
1s selected for personal and export use. Five styles of non-pack handgrips, ten
of each kind (4t 4mu/each), pack handles for Au and Ilanl packs (2 enly, at ému
/each), 2 monomolecular blades (540 mu/each), 10 of each of 12 styles of cube
ting blades (out of 15 styles) at a cost of 12 mu/each, and 8 cach of 2 styles
of stabbing blades (12 mu & 13 mu/each respectively) out of 16 available styles,
The clerk, still quite shaken by the incident with the previous customer, buys
the story that the blades are for export without question. Anything to get these
Yahoos out of his shop, so that he might slip into the back room Tor a gquick
belt. Their credit is good; and that is all that hé is interested in at the time.
B}aﬂeé’and othersgear are to be shippéd to Hotel Silverwing., ¥ill.arrive in :

1 hours. - =, |

. 1820 finished at Jéap@ns shop.

1740+ B'Ilyn is dragged to the AVS ground car, and thrown into the back of the
cab. One of the two officers reaches behind him, throws a switch, and B'Ilyn
- ¥inds that he.can ng longer move. He can.breathe, blink his eyelids, apd move
his eyes perhaps 20°in any direction, but beyond that, he is helpless. Unexp-
erienced as he is with a standard police web, he contimies to struggle against
the web all the way %o the station, In consequence, he is somewhat exhausted -
when the web is released. o - o

Dragged unceremoniously into the statlon, tongue lolling out, his fur matted
and mussed, B'Ilyn is hardly the picture of stylish mar about town he was earlier.
bot that it would make any difference to the GroundArm Com Richtor he is brought
to’ see at the Fortiuthority building. : d . ; '

ComRichtor Tau-Rien Ir Dobriﬂ's office is on the'fprﬁieth floor, with one
transparent wall facing inward towards the spaceport landing field. vhen B'Ilyn
is ushered in, T'Dobrin -is standing by the wall, locking out on the field below.

Silhouetted by the setting sun, the battleship T'Yen Fa is slowly, ronder-
ously, lifting its kilometer long bulk From the field. The coromal  discharge
from 1ts contragravity system filling the four square kilometer area of the
main lautiching field, the T'Yen Fa moves to join the Fleet. The auroral cascade
is long since a mimory, the T'Yen Fa a barely visible speck in the sky, when
T'Dobrin turns away from the view of the field. The sun has set; and, overhead
'y the firelly lights of the aséembling Tleet are visible. Oiitnumbering the y
visible stars, half a million firefly glimners all moving in wonderously intri-
cate formation. - ' S : :

"So this is the codil that waﬁtsrto have body-armof,"T'Doﬁrin is g;inniﬁg,,
but his syes are cold. . : . e e
“I didn't think..”B'Ilyn says, strugsling slichtly agrinst the firm grip of
the two twoundArm soldiers. R = C s
"That is precisely the problem--you didn't think,"interrupts T"Dokrin. ' lor,
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for that matter, did you bother to recall that 1ittle list of items codiis like
you aren't allowed to omwn. Bub then, you do seem to like breaking rules."
T'Dobrin reaches across his desk, presses a 7ew buttons, and a holographic
display appears in the air above the desk. "Does this, by any chance, remnd
you of someone? The hologram shows B'Ilyn quitec clearly, a rather silly grln on
his fate, as he entered the military issue weapons shop. A button rressed by
T'Dobrin abruptly changes the scene--now B'Ilyn can be seen f lying through the i
air, one of the guards applylng an additional bit cu delta-v with the enci of

a riot prod. :

"But I didn't f:now. «»"B'I1lyn is ettlng, worried now., that form of m'a.g_;Lc is
this, anyway? That incident was only a half hour a;o-<how fa,st do these Toxes
work, anyway?

"Perhaps.: You don't have a criminal record, codii, or I'd just burn FOU.
But I'm golng to make sure you do know in the future.™ The ol ficer slips a pair:
of heavy: gloves on a,nd, as if on s:.gnal the two GroundArm trcopers g:rab B Ilyn
eveny’ more |:erly. .

. The blows eome evenly, timed., the full force from T Dobrln s shoulders in
each one, He works slowly and carefully, covering every centimeter of B'Ilyn's
chest and upper torso. And it is some, ten minutes before hésds {inished.

"TaKe this codii down and register him. And dye hig fur."T'Tobrin is barely
- breathing hard, and B'Ilyn is barelyuable to stand unaided.”And you, codii,”,™
says T’ Dobrin, pointing at B'Ilyn "if I ever see you here apain, for even a’
minor intraction, I will open up your sbdominal cavity and strangle you with
your own intestines. Guards, see that this slime gets a list of proscribed goods,"”

1! Dobrin turns back to his view of the spaceport, and the ruards lead B’ Tlyn,
stumbllng, auays. On the field below, a light cruiser is being readied for
launch., (1nsi enia on officer's collar; {,color is, deep brown. His cape is- silver,
with one bround band trim.) e - B

1830: "The rest of theé group arrives at Eeeearch@ptlcal And; aiter 8 mimmum o
of Tuss and bother, manapes to acquire a pgood microscope. A ‘binocular, & rotat-’
ing lens arrangement, microscope with 5 additional lenses (varisble magnification
of 40 - 8,192}, The cos} for this little toy is 1250 .mi and it welghs some 30
kilos in its tra,vel pack, De}::t.very at Hotel by 1940,

1900-1920: Group 'drifts towards a strange collection of 2. 5> meter tall kiosks._
These turn out to be terminals for the data-neti At a cost o~ ;5 mu, H' ¥yla ©- -
is able to -determine location of shops selling camping and . Fleld equa_pment, i

1920—2020 The group arlfts back towards the ‘hotel.

2000 Off to the northwest the horizon ig 1it up by a ant Tlate. Iiiounting a
dome of rainbow fire eight kilometers across, a sthere of gilvery nmetal tm
kilometers in dlameter 1ifts off 1nto the sky and d:.sappea.rs.

2005t Forty flrefly traces 1ift o?f irom the horlzon and rass overhead The ,
sound J.I'Olﬂ. their passing deafens every member of the party foxr several minutes.

2030: ' T* Lee and D'Chin, tired from &1l of their wilking call in to room service,
Thls results in 8 small -pot of steaming: 1iquid Yeing sént up, along with two
small roasted birds, said bizds drippive a sugary yellow translucent sauce, Cost
of this little Teed--10mi. ¥Yhile the rest of the group commplains about B'Ilyn's
stupidity, and wonders where the hell he is, I' Lee and D'(hin get quictly
potted in the corner, as the steaming liquid seems to have a ra,ther intoxicating
effect.

2120: Gonsiderably the worse for WEAT, B Ilyn arrives a,t the 9th subsurfa.ce
Tevel, suite 18 of Silverifing. His chest fur is How dyed a rather brisht g;reen,
ina triangular pattern. His credit 1D now bears a erden trianglé in the upper
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left haﬁd corner, along with thé date and time of His 1nfract10ns. '
125; The |r-u9 calls ¢or Lhelr car. :

23140: Oar arrives and group sets off for the campinb equlpment store, 1eav1ng
BTL Ilynm meanwhile, to muard the room and lick hls wounds. - :

Ei'ﬁ "~ Phe group, minus one,; arxives at the shopping complex desired. (4km cov~
ered) After a gnall awount of gawking, they deﬂlde en the LOllOWlﬁg list 6f°
equitnent to be purchased .

. Themt o i Quantlty ’Gest
"'k man tent (chl&ps&ble) o 3, 130mi/feach
- 6, burner stove {parafin burning) 1 100 .
2 Glowpups (Tuelless--cold light 2 110t/ each
~gources, 60 watt, 20 t-year llfetlme)
Battery fowered lamps (Same light as. 3 . - 0mufeach
a2 tilb Boleman lantern, tattery _
100 hours)
‘Féam Pads {5'x3")" 2 . imu/each
"~ Plastic Canteens - 2 1mu/each
4 man inflatable rafts 2 120mu/ each
Light metal alloy collapsible oars 8 iﬁmu/each

2230: Having completed their business at the camping store, M'Yyla and her
group proceed Northward where, accordlng to one of the clerks, they will be
able to flnd a source ol radio equlpment

2250 M Yyla purchases two palrs of hand held radlos. Sk range, 3 channel dine
oi. 51ght units, with batteries good for. 200 hours continuous operation, the‘
units cost 55 monltary units each, Also, 20 spare batterles at 12mu/éach. '

2300: As the hour strikes, chaos reigns. Noise and lipght, unending, at the-
very limit of tolerance. At ten second intervals, 150 meter landing sbips !
begin takines off frxom the field to the North East. 4nd, staggered by fives ...
seconds, and arriving at ten second intervals, are ‘other 150 meter landing sh~
ips. Night is banished, and the neoise level jumps 6 95 db and holds. Only in
the shops, the soundproofed buildings, is thére any respite from the all
pervading sound. But everi that escape-is not complete. The yround shakes,
and thé buildings quiver with the roar of the landing ships' englines.,

The group centimies walking. First; through what appears to be 4 factory
complex, and then through a cluster of geodesic domes bearing the inscription
:"AirCraft and SpaceCrait Flight Training Center'. .

Heading North, they are roreed to detour a manufactuging complex ‘guarded
by & shimmering translucent barrier and armed guards. Passing by the local
Air Traffic control, 'they are-treated to the sight of a large number of very
harried looking individuals with Wluc capes, and blued stezl color insignia,
rughing madly about.

Continuing Norty, the noise grous greater,'and they are forced to turn. -
Eastward. They pass by the ship equipment sales & manufacture distriet, and
turn to the Northeast. The sound has now reached into their suts and is happily
diddling their insides.

They pass throuzh the Waval Sngineering Buildings, another of the Air
Traffi¢ Centrol vegions and, bypassing the Port Policeé Building, arrive at th-
elr intended destination--z computer sales and mamifacturin: district. The
time is 0210, 128'inter 3039 PSFH. Some 2300 landing craft have been and gone
in the rasl three hours,

AfterAan ‘hHour and twenby m1nutes of blessed silence in the well soundprooled
Houge of the Glowing Pearl, the intrepid explorers had purchaced feir own
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minicomputer. And a ‘chemical ahalyser-durlicator, as well as a nuclear—-elec—
tric power source (lifespan = 25 Han yoars = 46 T-years). The cost--tor the
minicomputer, 15,000 mu, 5,000 mu for the power source, and 300,000 mu for the
analyzer-duplicator. . = e 25 s ) B =

With delivery 3t et T 4378 in thé futire, and all necessary red tipe
dealt with, the group procceds back toi the hotel, On foot. After two hours
and twenty minutes of dealing with the noise again, the ;roup gives up and
calls for the ground car. Fifteen minutes later, the car picks them up, and
Tisteen minutes aftér that, all are once more back at the hotel {distance
covered by car £ 8km). After a short meal on some of their iron rations, the
group retires, {time=0650(, Some 5600 landing ships have been and gone, and
at 0700,the rumbling drone that reached even down to the 9th subsurfade level
ceases.

As the vibration ceases, all concerned are moré than glad to g0 to sleep.
128 vinter 3039 PSFH ' T
1500:The group awakens to a lazy late afternoon. After spending .20 minutes; and

17 mu, on breakfast, the group proceeds North to the weapons shop {a 40 minute
Wa-'lk)l ’ . .
1600-1800: Lesson #1 in weapon handling.,

x ,

18001840 A brisk 40 mnute walk.Zkn to the Southeast of the ffecapons shop

complex and into the local Travelers' Aid facilities..

-Their first request is easily granted—-to wit, a look at a local star maps |,
Thelr next request--detailed infoyxmation on shipping schedulés to the worlds *
showm,, cost of transport, and details on the worlds listed--canhot :sbe answered
to their satisfaction without an excursion northward Zkm, to the local equiv-
alent o¥ a travel agency. And so, Northwaxd they wend their merry way--irom

basically 1840-1920 hours. _
1920: "Centlesir, we ﬁigh...“ begins DfChiﬁ. . 1 . _ )
"I'm sorry, ‘interrupts the clerk," but with Tléet maneuvers going on right
now, all incoming and outgoing flights have beeh délayed. As Fleet does not
see fit to inform poor groundilings like us as to the length of such disturbing
activities, I'm afraid that a1l T can say-is, 'watch the pretiy fireworks:'"

g

“Blt cerlainly you can at least tell us the cost of passage to the neareér
systeiis™ M’ Yyla asks. w B w ' C et E ' EE

"Very well, step this way please,"the clerk indicates a large centrifuge
apparatits in the back'ef the shop. "If you would-all step inside, please.”
It is a bit tight, but all six of the intrépid explorers, as well as H'Y¥yla's
familiar, Miffle-fury manage to fit dnto the cab, "339 kilos even,"the clerk
calls out, “and the-distance to your destination?” e

++4" "Thoops” {in the bag, slob-sthat's what ¥t's there for?)
Bt B - NN h _ : oy :
"Assuming the system on a regular run, that would be somevhere in the close

Somewhat green about the #ills, M’ Yyla replies, “About 10 or 20 lightyears

-heighborhood of 106.5 mu, give or take 3mu."
"#nd when will you know..."D'Chin begins.

T
: rE
L

}“Nb'ideéi*%ui il yeu leave some bit of information as %o . where jbu=might be

reached, we'll be glad to get in touch with you as soon as we do know-somes -
thing." - i e = i . . 3 . . i L
D'Chin hands the clexk a small notecard with the hotel address and their s -
suite number and, helping the still retching M'Yyla along, the groupigoes on
its WaY . e i s s ow . I K ¢ ) ol ‘o e
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+ 1980; Finished at the Pravel Asency, the mad :roup proceeds. 1km South 40 a

data center, Question:"lhere ig the nearest Heno~Zoological digplay and/br
sales complex? (cost of call--~imu). They:stmmon the:cab, which arrives 10

Cmifutes: Iater and, armed with the answer to their question, all proceed i?
“km away (takes 50 min.) to same.

2100: PIRAT: FIIINOTD QUADRAPUDAL . HOCTURNAL PREDATOR. AVIRAGE MASS (ADULT)

:'HALES*%EB EITOGRAMS, FPRIALES®*52 BILOGRAES AETROMECTURATE (BO NOT STARD
NEAR CAGH, PLLAS&) - VHE? DESTURBED VILL SPRAY. NATIVE 70 L'DYEN IIX
_URAN( REbTRICTED GURﬂﬁNTLY TO 3YAO0 K'IN VILDLIFE PRESERVE. L' DYEN'III.

SPRCTHET'S . 1\3%"??‘?‘1*1331&0*‘1‘& ("LUZZLELUTS"), HMALE,

PRICE¥*600 MU, SHIPPING CAGEF*80 MU, BOARDING COST**10 MU/DAY

TRANQUILIZING PISTOL (wIRES CRYSTALLINE DARTS, RANCE 25 MATERS) 140,MU
10 ROUND MACAZINE, Q.5 MUZDART '

The group purchasesg all of the above, along w1th an additional 10 darts.
Arrangements are made for later delivery, and the group proceeds on its WAY «
Off to apotihjer madecap.evening--to an entertalnment complex, by car of course,
some 21 knm away~-1hr O5min in transit. . ;

2235: Attracted by lord knows what, the group bypasses some of the better dram-
atic productions of the complex and charges into a rather insane-full Sensory
historical Peelie deallng with the so-called R'Den Rehellion., There is, I sup-
rose, no accounting Tor taste. Rumning times 5 hours. Cost: 26mu for the
geoup (NlLJLe—LUT gets in at half price.)

129 HAnter 3039 PSFH

0335: A short (30 min, 10km) drive to the restaurant complex that houses the
gateway home, and the group sets down (after a 10 minute wait) to dinner,

Q405: A globe of light three kilometers in diameter comes roaring down on the
spaceport central field. Once down on the landlng field,. the globe . of light
disappears, to be replaced by the dull ;ray 3km sthere of an Akadi class Trans-
port., 100 melter wide gangways are let down, and fvom the twelve zlant cargo
bays comes a swarnm of yelling cadets, fresh from the fisld.

O415-0710s Dinner, ab one of the more exclusive restaurants on the hub world
of a starflisht culture some 6200 years past its first atomic tests. Needless

to say, the dlnner ig both elegant and deliclous. Mot to mentlon exp5351ve.
(108 mu)

Then a 15 minute, 8 kilometer drlve to the hotel, where, at 0725, - everyohe
proceeds to crash for the day. Outside the hotel, the roiling crowds of cadets
are getting more and more boisterous. And more and more drunk.

1525s All arlse,.call up the 11ttle carlan& at

15K0 ¢ the mad six plus one proceed to the ilocal library and book store comp&ex.
After a ride of 3 kn (which tekes £ minutes), the.sroup arrives.

i545: There-are books there, real books. Not Just data Tilled amorphous erystals,
but printed page books, The rages are plastic, rather than paper, but these -
.are true bound books, notrrelying on computer analyzers for their reeding,
“And the shop is filled with them--shelf upon shelf, iadlng oi¥ into the. {110-
neter dlstance.

The building itself is 1mpre351ve enough, COVerlng over & square kilometer,
and rising some two hundred meters into the sky. and filled with nothing but
books, computer readouts, and printer-binding units. And clerks by the thousands,
to serve the many custoners.

Only the sound absorbing barrviers and the book shelves ‘themselves serve as
interior barrisrs., All the: rest oi the building is open space~~vert1cally as
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well as horlzontally, Tor only meter wide walkuays serve to block the vertlcal
views . y :

& short: female clerk with a green trimmed cabe explains the use of the index
computer to the proup and, with her aid, and the aid of the complex' s computer
files, they meke their SelCCthHSa

- The Wars of Expansion (240-670 PSFH), A Short History of the Sugrainty
of Han during the Independance Period by Pentar (StarArm—Hlstorical)
Tau-Rien Ira Luura registered 1846 PSFH price 25mu

A History of the Suzrainty of Han (240-3000 PSFH) ed. Kamdar (Stararp-
Historical) Kyen Ir Ting, registered 3030 PSFH 18 vol. aégmu

A Military Primer Hlnlgtry of Information
~registered 3035 PSFH 15mu -

On Humor by SulComRichtor Sii Ira Chen
registered 3039 rSFH j;' e

A Lavman s Cuide to Mediclne by Comﬂlchtor (GroundArmvﬂedical)
Ai-Iin Iva Suula, reglstered.BOBO PSFH 2 wvol.; 50mu

 Nutrition and Hysene by ComRichtoreb ({roundirm-Medical)
AizLin Ira Suula, registered 3038 PSFH 2 vol., 30mu

LA Gonfllct of Obligations by MilCoran Au,Ir Chien
© registered 1040 PSFH, 25my"

The Hunter Author unknown, ca 2200 BSFH Translatlon by Suu Ir Khan,
3030 PSFH, 25m

House of-Quict ‘Morning by ComRichtor Syel Tra V&ls (19‘4—2381)
- registered 1997 PSFH 25mu ;

In Guiet Desperation by SulPentar uyel Ira Vyis (19’4—2381)
’ re;istered 2030 thH 2 5m

Soldler, Softly by Dihad Syel Tra vyls (1954—2381)
reglstered 23?? PSP, 22@& iy

Child Psychology, a. Prlmer Mlnlstry of In;ormatlon _ _
reglstered 3035 PSFH, 20m1, . . - iy

“Basic Bhysical Chemistry by MllComRichtor Tuu Ir Shao wip B
registered 3038 PSFH 2.vol., 6&Qnu a7

R - -short Mcyclopedia:of Non-Sentient Life Forms ed. Dihad Tuy Ir Chen
o and Dihad Syel Tra Khan, ‘registered 3036 PS‘H 14 vol,, 12§mu %

Galacticographv and Stellar Emhemerls ed, Dihad (StarArm—Astrophysics)
Tuu Ir Liyen, rezistered 3019 PSFH , 4 volumes, with 3= dlspiay
panels, deluxe edition, 450my

dith this rather ineredible collectlon of boaks (most in amorphous crystal
. form) the group drives back the 3 kn to their hotel, after their hour long
" Jaunt throuéh the stacks. . _ _ ..

645 Hav1ﬁg returned to the hotél the group beg1ns pourlng ‘Yver thelry laﬁest
aguigitions. 3'Ilyn quickly mmnopollzes S'Vyis' Migtfall triloay (House of
Quiet Morning, In Quist Desperation, Soldier, Softly), D'Chin and I'Lee grab
the Btellar Ephemerls, and.A Jylan and Y'Yean together are held captive by the

“unknoim ancient storyhteller authdr of The Hunter. M'Yyla, meanyhile, curlg
up in the corner with her humor Took, and is soon on the verge of 1aughing

i"hersel‘ to death.

But even the best of humor tires after a While. And at 2000 hrs, this point
is reached. The rest OJ the _group is gtill enthralled mlth thelr treasures

o
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(B Ilyn-has ilﬁlshed House.ss » is ‘halfuay throngh In Quiet..: d5d has hidden
Soldier, Softly under his tail, in order %o ‘prevent its premature departure from
his clutches) And M'Yyla heads off for thé ¢lothing district,

20&0 Having reached the clothlno district somewhat ahedd of the rovingz bands

of @ drunken cadets, Yyla Troceeds on her business free'from all cares. 3ix
eapes {(costing 130mu) and many and varied materials £i1l out.her purchascs.
(“silks" at 16mu/meter——20 méters, "satins’ at 12 mu/ﬁeter—-io meters; "brocades”
at 21 mu/meter——15 neters, thread &t 200 meters/mu in 20 ditferent colors--800.
meters each, decorative trim-- 5 mmters of' each or three diiferent desirns, at

10+ mu/metev) ‘And then, some 1,115 mu poorer, and much the richer in beautlful
garments and materials, i Yyla conbinves on her nerry. way, back towards the
hotel- tohplex. L

2100: "And here we are, twelve hours past debrleflng, and our happy group .
mambers yet only & here five—-even, whoops!™ The young Altan officer tripped
toppling two other members of the- group, and spllllng green llquld from,the
bottle he was carrying.

©"5"Chin, you blithexing idiok. How look what you've done."Another of the
Altans ‘saved the precious bottle, now only half full, You've cost us the better
part ofi @ liter." T'Chan's 1lips pulled back into a snarl, his tail straight =i
and bottled out behind. hlm. . w7

" Enough of . thls, small comrades. e have better: thlngs to do than fibhﬁ-

amon ourselves. The BJjoran rangzer, towerlnp some two meters above his
g !

Altan colleagues, quickly put an end to any possibility of a fight. He 51mp1y

. .picked up the two combatants by théir tails and held them, .three meters off

the ground, untll they hollered “"hold, enough". "And unless I miss my guess,
and these podr eyes fail me," He continued, setting downt the. nOW'somewhat
restrained StarArm officers, " there is, not so far distant, a young i emale of
your'species foclish. enough to walk abeut on this night of nlghts unescorted
and alone.“ He rlnlshed his speech with a monumental ‘burp.

"And what your alcohol mimbed brain has missed, Ranger Ybnab, is that lumberv
ing brute of a Temale of your species, alse unescorted, in that same locale.
How you notice the Altan and miss the Bjoran is beyond me, but..,” S'Chin's
last comment went imheard, for the rest of the group had set off in fast (or
lumbering) pursuit-of the unsuspecting females. "Oh well, oiff to the hunt, I
suppose, "and S'Chin charged off after his friends. 7 S

H' Yyla. notlced_nothlng unitl the group was almost on her. Then,she hﬁard
the footfalls of the three gquarter ton Bjoran soldler charg;ng along.‘And
the next 1nstant, she was surrounded.

"Come, fair lady, and join our frollc."yelled ™ Chan as he literally
swepﬁ M Yyla of ?'her faet. : ,

"Yesy, oh sunfire and gold, Join us on this, our l&st night oF sreedom,
before we face the dark!" A'Iiu spoiled the effect of hls shozt speech somewhat
by Tarting. In a somewhat exasggerated manner, S'Chin casped, held his ‘nose
fiywly shut with beth hands, and fell backwards onto theé ground.

"Gas warfare, UNEAIBrrr... 'he roared, his harsh growl deterloratlng into
first a purr, and then a-giggle.

M'Yyla, who had at first managed only an inarticulate gurgle, now regalned
her voics, ". Put me down;. you ham handed grass eater!”
E"But of course, ny dear," repiled her captor, dropplng her onio her, post—
erlor end. M'Yyla said a very unladylike word, from the Common Tongue.

At thls p01nt, the_BJoran Rangerrcame rumbling back, accompanied by an énly
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slightly struggling member of his own species. As she was also diligently striv-
ing to consume the alcoholic comtents of his leviathan canteen, she was not
struggling overly much with her "captor. .

"Surely we cannot allow this poor small creature to sutfer the cold of the
street,"the Ranger rumbled, "Come,.let us take her somewhare that she might
warm her poor body."So saying, he sripped the Altan female firmly, and swiftly
but gently placed her in his backpack. There, a bottle was quickly removed from
the vast stores and handed to her by another Altan vwho was riding in the back-
pack. :

“The view's really much better from up here, and the zinjh is right at our’
fingertips. that more, dear sunfire and £old, could we: ask for? Her Tellow
Passenger's eyes quietly crossed, then closed, and he slowly toppled over, to
rest, snoring, against her shoulder,

"Oh -well, when in Rome.. " M'Yyla reached over, careiul not to disturb her
travelling mate, removed an opener from a pocket in his cape, bopened the bottle
she had been given, and took a deep draught of the green liguid stored therein.,

THé group contirmed, Northward, growing slowly in size and not so slowly in
boisterousness., By the end of the First hour, -the Altans, now some twelve in
number, were all baying at the two moons. By the énd of the second hour, the
Bjorans, now five in number, had joined in with their own bass roars. By the
end of the third hour, amidst a pile of enpty bottles in the knapsack, 'Yyla
Joined in with a version, most definitely proscribed, of "Sam Hall". By the end
of the rourththour, I'Yyla was teaching them all to sing a rather raunchy ballad
called "The Riddle", suitably translated into L'Doran Universal, and adapted to
Altan anatomy, of course. At the end of the fifth hour, the group, now some thirty
strong, entered into a minor diécusgion with another similar group heading
south. ,

1t took twenty minutes effort by eighty ground security officers to resolve
the dispute., And at 0200, 130 Winter, M'Yyla Found hérsclf in the drunk fank
at the North end of the field, along with a dozen inebriated Bjorans; and:
four times that many Altans, Host of them snored. :

Ho one really knew what bhad happened to M'Yyla, so they just waited at the
hotel, resting, hoping for some word to reach them., And reach them it did, at
0200y im the form of a call from U“¥yla, courtesy of the local police. "Her some-
what drunken account of the episode allayed their fears somewhat, but net
enough. . Their car was sent out .to pick up her things and bring them back to the
hotel (total distance covered--64 km). N'Yyla conveyed the Joyous information:
that shé would be detained for some Fifteen hours. So the rest of the group
decided to crash--from 0600 to 1400 hours,

M*Yyla was released at 1800 hours, and the car picked her up at the drunk tank
and took her directly to the weapons shop. The ride was an hour and a half long
(and added €0km to the mileage log), The rest of the group, after a meal of iron
rations, proceeded to the weapons shop in tinme to meet M'Y¥yla. ° :

193Q~2130{Jiésson %é_in weapons handling, : 9

2130-2210; Group proceeded back South to the hotel complex,

2210-2215; Drove (5km) frofi hotel complex to restaurant compl eX.,

TR L 3 o i .

2215-2220: vhiting %o be seated at the Sai Chin

2220~0030: Dimner for six and a half. 48.75 mu (130 iinter 3039 PSFi)

‘As the group was leaving the restaurint, there followed something that mi ght
best be described as a repeat performance of W'Yyla's earlier mishap, Another
roving band grabbed them (some tmenty strong, this time), and an hour later, and
some 5 kKllometers North, the group eollapsed. 4And it was off to the drunk tank
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for everyone. It was four hours before they were released. They went by cab back
to the hotel (Gkn 'added to mileage) to {ind, at 0615, both.a message {rom the

travel agency, and their computer-system chemical analyzer unit. - . -
FLEET HAS MOVED OFF INTO DEEP SPACEH. NEAR !SPAGE HO.. SUFFICENTLY CLEAR TO

. ALLOW PASSAGE OF . COMMBRCTAL' VEIICLES. NEXT SCHEDULED FLIGHT T0 AN INNTE
‘RING: SYSTEM LEAVES 0435, PLEASE:CALL FOR ?URTHER FLIGHT _lINFORI‘iATIGN " ‘

' ;jTEe’Qexﬁ'fligﬁ%'tﬁaﬁ;thej felt any desire to catch was a flight to L'Dyen

system, gome 151y distant, leaving at 1000 hrs that day. So, a few hours £

Temained yet to kill before departure. S

handling, followed by a trip by car (3km) to a shuitle station.
0830-0900:by shuttle to the ship (22mu), then, , o
OEOO—OQEQzlpading;rP@ssage cost in.Bmu for the entire group.

For some ninety minutes; the ATAUA hoosted at one Han normal #ee. Then,
-gome two hundred thousand kilometers from Han, with the local gravitational ..
influences low emough to-allow a safe margin, the ATAVA went FTL. But though
safe, the 11 snap was far from pleasant. '

At 1130, dinter 130, 3039 PSFH,’ Commercial StarCraft ATAWA {registry out

of L'Dyen) left the normal four dimensional svace/time for the uncertainties
of the {tl-jump space. And as that space ripping field built to hurtle-the '/ -
ATA A into jump space, all the crew and Passengers of the ATA'A suffered the '
torments of the damned. D'Chin and Miffle~Ffur spent the next fifteen minutes
throwing up all over the place, a most nasty business in null-gee. And when
theATA A broke out of jump-spavce fifteen minutes latér, some two hundred ang
forty thousand miles out from L'Dyen III, the process was repeated, and A'Jylan
Joined his tow colleagues in treating one and all to g technicolor yawun.

1345; ATAVA in close orbit about L'Dyen IIT

1445: ATAYA landed at Port Shilde, L'Dyen IIT, Local time, ééhﬁ Summer 156, -
Cost of local transport toowildlifc area and through it was: - f -

QéiﬁfbéZQ}r5 min, 3km drive to weapons shop, then & two hour lesson in weapon

HE

‘Subsurface shuttle to wildlife area (round trip) 53mu
A1 terrain vehicle rental - Yomu/day
Driver/Cuide : 500mu/day

Camera equipment rental, plus: Processing & purchase‘of film &0mu for 1 day

144 5-1545 Han, 2245-2345 Local:In transit via subsurface shuttle to wild 1ife
Treserve, :

ithin an hour's drive of the shuttle-station, only a few kilometers into.
the SarChin mountains, the party was rewarded with the sight of six adult '
Pirai. Three males, three females, and they managed to get clear holog of '~
four of them--two males and two females.

1705 Han, 0105 local: This accomplished, the group of intrepid explorers proce-
éded to relax by lakeside picnicing. : :

1940 Han, 0340 local: After several brushes with the local wildlife (easily
handled by the guide/driver) the mad six were confronted by two Yaoli (mass

125 kg, felinoid predators). 14 rounds of 0.50 calibre ammo later, one of the
Yaoll was convinced to move on, and the other had little interest in anything--
being somewhat the worse for wear. i I B

2005-Han, 0405 local: ¥ith the plemic Tinished (along with a’pood deal 6f the

local {fauna) the group piled back into the ground car and went on theirimerry
Ve Y. w 3 : '

2015 Han, 0415 Jocal:At the base of the trail in the foothills, bhey ran iuts
(quite literally) a pair of Kuyudu {(beasties that resemble nothing so much as

Twemico LS nde

-
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| oversized Komodo dragons.) :

2015~2115 Han,:.0415—_0515_1_<_)cal: The group proceeded westward, at many kilometers
Per hour.

21150an, 0515 logal: Streaking through the reeds, the group managed to disturb
a Kagari. The Kagari, a ten:foot tall, 500 kg hunting reptile, was somewhat
annoyed at being woken up at such an ungodly hour. It got up, roared mightily,
and frocecded to charge the groundcar. $till moving along at some thirty kph,
the ;uide spun the'wheél; threw the car into a spin. Beversed, and moving twenty
kph, the car crashed into the Kagari. The Kagari fell over, and the car roared
offy «fith the Xagari charging in hot pursuit a moment later. Unfortunately, the
Kagari could run slightly faster than the groundcar could move over rough ter—
rain., o _

2132 Han, 0532 local: Twenty feet ahead of the maddened Kagari, the group
arrived at one of the many shuttle stations in the preserve. A high power force
scereen penerated by equipment in the station excluded the mongter. And, faced
with the alternative aof sitting on their collective duffs for elght or s0 hours,
the group chose to return ta the spagceport and to Han. Cost for exbra ammo.
expended--8nu. e

2232 Han, 0632 local: And the group was back at the rort, so 2240 saw then back
on board, and 2340 saw them in orbit at £+l shift point.. - o

0100 hours, 131 Winter , 3039 PSFH :4nd the commercial ship Tiu Rlén went ftl,
And A'Jylan spent the entire fifteen minute 71 trip treating the'group to a
technicolar yawn, DA ] T o
0115: Shift to normal, four dimensicnal: space-time was completed. And M'¥yla,
B'Ilyn, D'Chin, and Y'Chan promptly began to join their friend A'Jylan in the
heaving yroutihe. - . ; : B ;

0715: The Tiu Rlen landed at T'Chin Yan Field. Gost to: the party was 105.8mu. -
0715-0725: Again,'they charge out, to the pedestrian zring via shuttle (20mu).
0725¢0735: 10 kn ride via hived cir™td wearons shop complex, for =
0735-0935: lesson number four in weapons handlin‘é,-.'

0935-0945¢ 'SB;'( ¢ar back to the hotel complex (2Zkm)

o§ﬁ5;g;3:; The (roup attempted to recover from itshmapyrand‘varied hurts. And
spent néarly twelve hours sleeping it all off, c '

2130;2%30; Jfere spent feed;ng'their—fac§s~~cost 32 mu thxgughrroomservicei
ZEEQ*Z?QVL-By.éai to;thé wéapoﬁs éhqp.complex {(2&km). oy o
2240-0050: Lesson number five in weapons handling. .
0040 132 Winter 3039 PSFH: Lesson number five compl_-ét,ed, tﬁe group, wandered

out’of the shop, and was faced by a new, and rather unpleasant problem. Charging
down the pedestrian mall were some seven open-top electric ground cars, On
board were three Bjora, 2 H'Rel, and ten Altan cadets—-all of whom were more
than somewhat drunk. And the mad group found itself scooped into the groundears

and scatiered in all Qirections, along with the rather insanely drunk ecadet
drivers, 4nd:so it WEpt,.. - S i

Hour one; Balen's car headed to the Northiest and, after ramming its way sucs

cesgfully through the protective barrier, procesded, at the direction of itg

rather.inebriated driver, to play tag with the ground security vehitles over: ..

the length and breadth of the landing field. Security was not amused. Neither

were the commanders of the four military vehicles that had to divert to sccopdary

landing Tields. Nom'weré the pilots of the eight commercial “transporbs’ that-near- =3

1y ended up wrecked bocause of the cadets’ littie escapade’ Hﬂké?e“ﬁaé;parﬁiéﬂiar}y g
%..’E

¥




ad

OPRRATION 0HAOS rage 15

amised exeept the cadete who were, to be honest, too drunk 4o really give

a damn, Balen, perhaps the drunkest of A1l when they were finally appre—
hended, certainly seemed to cares the least over the trouble he had caused. For
his lack of consideration, he found himself shortly thereafter belng poriked
over by an expert, ComRichtor Tau-Rien Iv Dobrin did not like codiis. He liked
rich ¢fes even less. And he liked rich drunk inbonsiderate scofflaw codiis
least of all. He did a most professional Job on:Balen, had him dyed a brdght
shade of (reen, fined hin 1800 monetary units, ‘and threw him in the drunk tank
to sleep it off, (To be held in tank for 25 hours). : B

Mdn Lohgreach, alias A'Jylan, had a somewhat less eipenisive time of it, !
Hig car went careening North at about 30 krh and rammed into a safety baxricr.

“The’car overturned, and all concerned went directly to the Hogpital Complex -

(did not pass go, did not collect two hundred dollars}.,., His dryout time was
a bit shorter, and his.fine somewbat less-~that is, 200 monetary units. {ith
the 200 monetary unit charge for hospitalization, his total bill for the esca-
pade came to H00 mm., . . = r

Kalen/Y'Yean ended up in the drunk tari by a somewhat more dirvect rdute.
His crew oi madmen simply drove right into the drunktank and presented thems-

selves, and XKalen, for coniinenent, They drew a 23 hour holding period for
their courtEdusness. : - : e
tour Two:B!Tlyn took well to his captors, and within twenty minutes of his
abduction was well on his way to becoming as drunk as they, if not more so.
The green caffein-laced zinjh was somewhat more potent than the tipple the good
brother was used, to on his somevhat less advanced world, so by the end of the
tirst hour, he was quite well on his way to blind oblivionm. 3o he might be
forgiven somewhdt for the indescretions tha followed.

Throush the stald halls of Asalo iilitary Academy they rode. Swinging Trom
the roll bars, singing at the top of their ecollective lungs, and making numer-

“ous lewd and biologically improbable suggestions to the:local Temale perdonell.

And adding to the general chaos of graduation as much as physically'pqssible.

~ The Academy ;xounds security Personell were used to such gocurances,
though. Tempered by four centuries of such siad cadets, the regulax security
staff had set proceedures for dealing with such madness. And within half an -
hour of setting foot on Academy erounds, 5'Ilyn and Co,, fournd themselves in.
the Academy Brig. Along with the other dancing bears and singing coyotes.
Thirteen hours to dry out, and a 300 ronetary unit fine for poor brother
UERSEEOTY Y : . s w : om B

Hour Three: Tady Susan, aka #'Yyla, finally ended her carouse. Thoroughly drunk
by the end of the second hour, il’Yyla still managed to jump out of the po-car
without killing herself. And, frec of her captors, she proceeded on her way,
a bottle of 2Zinjh in each hand. - : ' e

“"YWatlh where you're going, you clunsy idion?”, ¥'Yyla shouted. The rediplent
of her wrath, a young Starirm officer with & bandaged ear, paused. He had
been ready to help this rather drunk female out of the gutter, a gutter that
she had fallen into with no help from him, when suddenly she began to verbally
assault him.

One bottle of the potent ¢reen intoxicant had been shattered in her fall,
and the contents splattered over much of the iemale's pelt. The smell was
both' strong and unpleasant, Especially unpleasant to pour T'Lieaou, whose own
drunken binge was only some ten hours finished. ' : \

She grabbed at his ankle, presumably to use it to aid her in regaining an
urright position., Her paw drivped zinjh, And a thread of green drool coursed !
its way trom her recking mouth down through the gold Tur of her throat, He
struck her once, behind the left car. She collansed, with a low sighine sound,

s e R b
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into the gutter, releas:.ng‘ heér hold as she collapsed. And T'Lieaou proceeded
on his way.

‘A security patrol found M'Yyla twenty minutes later. And they dragged her
off to the tank. She spent the next eighteen hours drying out.

0340 432 sinter through 1600 135 “inter: were spent recovering. The vehicle
was reguired for 240 kilometers of traipsing about to collect all 8f the

 drunken/dried-out members of ‘the exped:.tlon. People did manage to complete
lesson number six during this period. :

1600: Of the original 6 million or so cadets that startéd out on their mad

. orgy, Perhaps 13% were sbill going the rounds, The rest had collapsed, been
haulted away, or just pla,ln g:r_ven upu The g,roup expenc‘zed 105 monetary urmits for

.Tood pr:mr ta’ - ; .

1610 Ga,r arrlved te tla.nsport group to the weapons shop complex.
.1620. Arrlved at the complex (:5&m total ~ 3 to hotel, 2 to shOP) and
1620~ 1820: had lesson number seven in weapons handling and safety,
1820—-18§ were spent waiting for the car to arrive.

1830: The group had learned somewbat from experience, But, all too umortunately,
they had not learned enough. Or at least they hadn't learned enough to put
to use, then they saw what looked like tyo Kodlalc bears wearing ml‘ts, twelve
__evermzed werewolves and a bipsdal cat, all drurk out of their gourds charging
down on them, oaly Lady Susan/i* Yyla a,c:'ted fast gnourh to excape capture. Only
she manabed '!:o reach the car in t:Lme. or the others? 'ell Tallyho‘ o

But in some small way, thdy were learmng,. 0f all thelr mumber only
B Ilyn/Br. Gre: gory fell prey 1.0 the eVJ.l demon-z:m,]h. But ‘then, it orly
) ta.kes ong. :

At the emd c:n0 ‘nearly two a;nd chalf hou‘rs of carmis:mp throw; h town (durlng
which, surprisingly, the cadet ba,nd never ot quite drunk enough to formet to
wateh thelr captlves) the distriet s bu:;.ldlrvgs seemed to underge a sli _ht
chane. The buj.ldlngfs were taller, somehéw more Substantial. in their appear-
ance, And older, oh sormuch older than the pther buildin.s they bad seeh.
Where rzauld. Bt 'e;;r ‘Find more perfect targets” for d:.sruptlon, the H Rel ca,de't :
cried. T’here 1ndeed, but in Overiovernment bumldlngs. T

‘I‘hey pounded 'thelr way inm in moments, and then proceeded ‘to attempt to =
destroy any files, papers, stray workers, etc., not protécted by unbreachable
:E‘orce—screens. Cround Arm security troops arrived inp five minutes. Unfortunate-
"1}5 théere Were only thirty security men in the flrst wave. And the fifteeh -
cadets rather qulckly laid them out. The second wave, some forty five strong,
arrived just as the cadets were completlng their’ mopmng up operatlons. Thisg
time, the cadets lost. Along with B'Ilyn, Y'Yean and associates, E Evéryone
except. Gregg and Balen drew 150 monbtary unit fines. Balen was Tined: 1450 mu,
and Gregg 2750 mi. Needless to say, ground security types worked: Bslen and Cregg
over guite thoroughly. All concerned were confined for five hours:

:3 Q4 Mireuh of. iconflhement ,
ODOO Hnter 1'36 3039 PSFH: And all were back,; once more, safe and sound at

'bhe hotel-

-GOOO—@BOO- Everyone was resta.ng,x' or every 1 000 cadets #ho s‘barted the round.,
the:re were now 91 sti11 mov:Lng about in the orgy. : .




