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Dtmolilions equipment in 2300 AD (GDW) 
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Demolitions equipment in 2300 AD is minimal, at best. The only equipment detailed is the basic t 
kg block of Plastique - 9, primitive stuff indeed. This article will describe new and exciting ways to 
tum your neighborhood into smoking ruins. 

EQUIPMENT: This equipment is used in the consttuc1ion of bombs. A bomb needs three 
clements: detona1or, blasting cap, and explosive. A detonator is the device which activates the bomb, 
ranging from a burning time fuse 10 the Ml28 sonar proximity detonator. A blasting cap is simply a 
small charge of volatile explosive - one end is placed in the detonator, one end in the explosive. 
They arc necessary since most explosives arc not very shock-sensitive (to make them easier and safer 
to handle). 1be explosive is obviously the sruff that goes BOOM. 

Dttonaton: These arc standard military-issue items. They include small loops to secure them to 
a surface with nails or Siring, a plug to accept a blasting cap and fit into military-issue explosives, and 
a length of tripwire if needed. 

M ll2 Preuure DetoNUor: This device is similar lo a pushbutton: any weight (adjustable 1-IO kg) 
on the deivicc will ICtivate it. Wt .1 kg /Cost Lv 10. 

M 113 Pull Detonator: This device is anached to a tripwire: when the tripwire is pulled, the device 
activates. Wt .1 kg/Cost L V 10. 

M 115 Preuure-release DetoNU>Or: This device is designed to have an item (at least .S kg) resting 
on top of iL If that item is removed OR pushed, the device activates. Common in boobytraps. Wt .2 
kg/Cost L V 30. 

M 116 Pull-rrkase Derona1or: Similar IO Ml IS above; if this device's tripwire is pulled OR cut, the 
device activates. Wt .I kg/Cost Lv 2S. 

Mill Set Delay Timer: This item incorporates a ID-second fuse. When inserted in an ellplosive 
block. it serves IS an improvised hand grenade. Wt .OS kg/Cost Lv 2S. 

M/25 Difital Delay Timer: This item uses a prognnunable digital timer (adjustable from 10 
seconds to 48 houn) for activation. II is corrmon in the basic "time bomb". Wt .2 kg/Cost Lv 100. 

M 128 Proiimity Detol'l/Jlor: This device uses a simple sonar device to detect approaching units. 
When targets come within the device's range (adjustable t -100 meters) the device activates. Wt .3 
kg/Cost Lv 200. 

M 132 MoriOlt �cror Detonator: This is a compla mercury switch device: if the device is moved 
more than S cm from its location, the device activates. Wt .1 kg/Cost Lv SO. 

M 134 Mine Activator: This device, when proplcrly inserted into a mine. turns the mine into a tnp. 
If the mine ia lifted or tampered with, it will detonate even if the minc's regular detonator hlS been 
disarmed! 

M 138 Universal Destn1etor: This device is little more than a multi-use adapter. with it, any grenade 
(hand or SP), shell, missile or bomb can be adapted to fit the detonators listed above. This is handy 
for impromptu boobyuapping when standard dcmolilion Cllplosive is !ICIR:C. 

MIOOO Time Fuse: This is a standard cord fuse, which bums at a rue of 1 an per second. The end 
has an adapter for a blasting cap. Wt S annastmc11er Cost Lv I meter. 

Miniaturization: Anr of the items above can be found in 'mini' forms. Devices weighing half 
the stated weight cost S ttmcs IS much; devices weighing one quarter the stated weight cost 20 times 
as much. Half weight items arc 'mini'; code numbers end with 8. Quarter weight items arc 'micro'; 
code numbcn end with C. Thus: Ml 138 Mini Pull Detonator, Ml2SC Micro Digiral Delay Tuner. 

Explosives: 1bese arc also military issue. Militiary explosive blocks have a hole tapped to accept 
the plug on a military detonator and a blasting cap. The tenns ER and EV: ER is E11plosive Rating, 
the value of I kg of that explosive. EV is Explosive Value, the effectiveness of I ot the item in use. 

Blasti111 Cap: The bl1Sbng cap is a firecracker-sized stick of volatile explosive. It can be ruect by 
electricity (detonators), flunc (fuses), or even shock (such IS being hit with a hammer). ER 2S, EV 

.1 WtS g/Cost . lLv. 
P-5 Dano Block: AS cm ll S cm ll 30 cm block of explosive, standard military issue. ER 10, EV S 

Wt .S kg/Cost Lv 2S. 
P-4 Dono Block: An older e11plosive, same size IS above. ER 8, EV 4 Wt .. S kg/Cost Lv IS. 
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PS-I S•d Chargt: A set charge or P-S in a metal cone. Treat as wnped explosion. but charges 
cannot be combined for more effect. ER 10. EV 20 (wnpcd) Wt 2 kg/Cost Lv 200. 

PS-2 � Cltargt: A larger model of the PS-I. ER 10, EV SO (wnpled) WT S kg/Cost Lv 
soo. 

P51J Slll!tt Chargt: A S  nm x 10 cm x 30 xm block of P-S. Coounon in boobytnpped items due 
to its concu1abili1y. ER 1 0. EV I Wt . I kg/Cost Lv 1 0. 

P-10 'Sltanua' Dano Block: A highly volatile explosive block not usually used in the ridd due to 
its sensilivi1y. Identical in size to P-S aad P-4. ER 20. EV 1 0  Wt.Ska/Cost Lv ro. 

P-IOOA Dttcord: Detonation oonl is a high-explosive rope used for multiple-charge bombs: 
DetcOrd is Stturll from chlrsc 10 charJe, and when the fint charge rU'CS the dctoonl ignites, burning at 
a speed faster than most explosiou. When the detcord reaches the other char1es they detonate. 
Thus. the bomb ll:ries needs only one detonalor and does not risk fratricide due to the rU1l explosions 
knockin1 out the ocher detmllon before they can rft. ER 20, EV .1 per meter Wt S aruns per 
meter/Coll Lvl per meter. 

HOMEBREW EXPLOSIVES: When normal explosives are unavailable, munitions can be 
improvised from nae available cmip>unds. Finding inpedients is somc:limes difficult: use the task 
below. 

To rand the explosives is I sepante task: Each explosive has it s own difficulty level. task time, and 
cost. Each task and cost is for I k& of explosives. 

Mishaps: Any Major or Total mishap n:usults in an explosion of half the EV of the explosive. 
SflP'!r/fcilll or Mbtor mishap means the belch ia ruined and the inpedients must be n:placed to make 
more. 

TASKS: 
To make fertilizer explosive (ER 2. Lv S). Simple, Chemistry. Demolitions (10 min). 
To make black powder (ER 3, Lv 10). Routine:. Oiemistty, Demolitions (30 min). 
To make dynamite (ER .5, Lv 20). Routine, Oiemisuy, Demolitions (I hour). 
To make HMTD (ER 1.5, Lv 20). Routine, Oernimy, Detmlilions (30 min) (Hazardous). 
To make Mercwy Fulminate (ER 12, Lv 25). koutinc, Chemistry, Demolitions (IS min) 

(Huardoua). 

Any explosive with an ER over 1 0  may be m.cJe into blasting caps. Io make; blasjpg caps· 
Routine, Demolitions (S mi}l)(Hamdous) 

Nole: Makes 6D6 caps. 
To nwkc; dsonatsr. Routine, Mechanical, Demolitions ( 10 min). 
Nole: This tat allows consuuction or pressure or pull detonators. 
To We dgg dcametcg Difficulty, Ekttonic, Mdanical, Demolitions (20 min). 
Noc Tunen 111111t be for a sa time, daamincd when built by the builder. 

Accident.I ExplOliom: 
Any explolive may detonate if sufrlcien1 force is applied. To determine this. IWO factors must be 

considend: the ER or the explosive aad the type of fora: applied to iL 

Consult this chart for the foree's power: 
Explosion: 306 • EV or explosion if within explosion. 
Bullea/fn.pnentS: lDlO + 10 ·EV of round. 
Electricity: lD I 0 + 10. 
Shock: ID120+1S. 

If the nubcr rolled is less than the ER or the explosive, the explosive detonates. Double the number 
rolled if the explosive is ltDRd in c:onWnen. 

ll1•1•hr: Tll1n .,., /1• prolkiu I• U/1 IMt �,,."°' H "''''' 61 IM prop1r u11 
of 111111 1rplorlP11/ 
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Death o..f a Hero 
A Star Wars adventure by Barry Os.wr 

You sec a man dash by with a drawn Blaster. Interested. you follow at a safe distance. He dashes 
around the comer ahead and then you hear two very distinct llOUnds: a shot fired from a Blaster pistol 
and the cry of a target being hit Cautious, you peek around the comer. 

Walking away from the scene is the m111 you followed. You see his (ICC and recogni;a: it as that of 
the Bounty Hunter, M' us Stnlca. The scene he is walking away from is gruesome: a man is lying 
on the street with a Blaster bum through his chest He is shaking, and surely dying. 

You watch M' au step out of sight and dash to the downed man. Much to your horror. you find 
that it is Captain John Cornfield. a hero of the vast Rebellion against the Empire. You lean your head 
down to hear his last words. 

"You must help me ... (cough) ... tell Commander StockweU on Jeareh that the Stones of Brun arc in 
the Temple ... (cough, cough) ... you mu5t do this for the Rebellion ... : 

He fades away and dies just as you hear footsteps approaching .. . 

GAME MASTERS: 

On !he Planet Ko!Chi 

You have the beginnings of the adventim layed out before you. Your players have a message that 
they have been asked to deliver on a planet other than this one. A planet called Jearch. They 
currcndy know little else except the fact that a Bounty Hunter has killed one of the greatest heroes of 
the Rebellion. Players may wish to follow the Bounty Hunter and seek vengeance. If so. M' ass 
Straka"s stats arc given later in the adventure (sec The Cast.) If this is not the chancters first order of 
business. than continue �ng. 

You should make it difficult, but not impossible IO leave the planet the characters� on. If you do 
not have a planet for them to begin on, use Kotchi, a planet explained later in the advenrure. Those 
characters who already have a ship and do not need to get passage on one should have some 
difficulties like: 

1-2) Theft of an important component of the ship's drive system. Without this component the ship 
will not be capable of taking off. 

3-S) Some law in the planet's dock procedure hu been brcaoehed by the chanctm. The characters 
will either be forced to pay a fine, or possibly, even spend some time in prison. The details IJ'C left to 
you but some ideas arc possibly: engine does not have the correct baffles causing undo stress on the 
docking facility (the part must be purchased and placed on the ship), the characters planetary passes 
have expired, or somethin� else like these. The law that is broken should be � annoying to the 
characters than actually being destructive. The problem should not be so strong as the ship has been 
recognized as a rebel ship or something like this. 

6) The characters were followed and may be implicated in the murder of John Cornfield. This is 
the worst as it will put the charlClcn on the run with punuants. Cornfield nn a ,.ther exclusive club 
on KO(chi with cliemel which has not taken kindly to his murder. The chmctm will be followed by 
a Bounty Hunter who is 10 return the chantcters alive if possible to stand trial for his murder, or dc3d 
if necessary. The Bounty Hunter is none other than M' ass Straka the real murderer. 
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f-or 1hosc characters who must gain passage. make it either expensive or difficult. If you chose 10 
make it expensive, then Jearch is not forbidden or even difficult 10 gain passage to, but the people the 
characters approach will notice that they arc in a hurry and try to swindle a large profit. If you, on the 
other hand make it difficult to get to lcarch, dJ:ml make passage cost too much. Some ideas of how 
to malcc it difficult might be to have a potential pilot speak real loud in the place they arc meeting him. 
Have him blab everydting they tell him quite loudly. You might also make Jearch forbidden without 
a pass and fon:c the characters not only to get passage there but also to get passes forged for them. In 
any case, make the players wortc for this leg of the jomncy. 

JEAREH· 

When the characters arrive in port, they will know inuncdiately that this is going to be tough. The 
pon facility is Empire owned and crawling with Stonn Troopers. If the characters attempt to find 
infonnation about Commander Stockwell in pon it will be a very difficult roll; 25 at least and 
probably 30, on Streetwise skill. To keep the characters clear of repercussions (the Empire finding 
out who is looking for SIOCkwell) will require a similar roll. 

The rebel activities on Jcarch have drawn the attention of the E mpire to this tiny world. The 
garrison of ttoops on Jearch is here to find Stockwell's command. The characters will see heavy 
weapons and hundreds of suits of Stonn Trooper annor being unloaded in pon. Concern should 
immediately be felt by the characters for the rebels on the planet; so their next step should be finding 
the rebel camp. 

In town, the atmosphere is no more subdued. The troop quaners arc being hastily put up and 
�pie arc scunying evcrywhcrc. Play out the town u a place that doesn't want what's happening to 
11. There arc alot ol irate people and they arc none to interested in conversation, however, Bribery is 
often quite useful. 

Commander Stockwell's command center is only a few miles outside of Jearch Cenual. It is 
sensor blanked by heavy power cloaking units. The power is bled throuJh power cables drawing 
from the city's own power source. Commander Stockwell will be very interested to speak to the 
clwactm about <:omfield and will see them immediately upon arrival. 

The Stones of Brun arc very imponant to the Empire. The stones will be used as 1 power 
convener in a devutating new gun the Empire is producing. The Rebel Alliance has been trying to 
find out where the stones arc comin1 from. The objective now is to destroy the temple ... howevcr, 
there is no one he can spare out of his command to do iL 

NOTE: This is where the characters should begin to feel like they've been suckered. They have! 
But it is for the Rebel cause which they are fighting for. They should feel �lied to complete this 
mission for the Rebellion. Their interest, however, should be enhanced by Stockwell. If the 
chancters want, they may oulfit from the base supplies. These supplies have been heisted from the 
Imperial supply � on kardl. Anything the chancta's could want in weapons could feasibly be in 
the weapons hold 1n Stockwell's base. It should be up to the gamemastcr to decide how much is 
acceptable. �ls.even Storm Trooper armor available. 

Commander Stockwell will provide the characters with money (maybe 10,000 credits apiece: left to 
the GM IO decide but this number has worited in my game) and transport from Jearch to Marshellon. 
the planet the StoneS arc found on. The chancters should be sped out u quietly as possible since a 
raid is expected at 111ytime. If your chancu:n decide to stay and help fi&ht. you11 need to decide 
how to run this. 

The characters will land on a poorly maintained pon facility. The surrounding area is heavily 
forested. Inquiries into "The Temple" will be futile. What is the Temple? No one around will be 
able 10 answer that. The chanic:ten should be made to feel very discounlged with the belief that they 
will never find iL This is where Muc Luck comes in (see The Cut.) Muc Luck is an Alien Student 
of the Force who hu been stranded here on Marshellon. He hu been wortin1 to mate enough 
money to get off the planet but spends it nearly as «Juicldy u he makes it on intcrcllin1 ainkets in 
town. He should meet the characll:n by showing an interest in somcdlin1 they have. 

He doesn't know anything about 1 temple but he docs know of a secret Empire base that is an old 
buildin1 outside of town. The chancten should guess that this is it. Muc Luck will show them 
where it is in renrn ror the i1em he is inll:n:Stcd in and pusage off this world; to uywhal: elx. 
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The forest trail lo 1he lmpeial Stronghold is poorly maintained and 1he charactcn will probably have 
many creature encounters on the way. In The Cast I have given a few ideas of what some creatures 
could be. When the characters first hear the noise of the Stronghold. they will realise there is alot of 
commotion here. 

lbc Ic;mple: 

The characters should take great caution in approaching the Stronghold. Thcy need 10 place the 
e11;plosives they have been given by Stockwell into the hean of the Stronghold. This should be 
tricky, requiring a lot of Stealth rolls. Play it for all it's worth. If the explosives are set corTCCtly, the 
structure will collapse and be u�claimable. I've left the job of designing the interior of the temple 
up 10 you. the gamemaster. The characters will then need to hot-foot it out of there as they will be 
chased by the eiuerior trooper guard back to the pon. If, and when, the characters make it back to 
port. the ship will be ready to speed them bade to Kotchi. 

The Eina!e: 

On Kotchi, Muc Luck will split from them (or not: GM's choice.) The characters may now 
consider whether they should track down M'ass Straka. unless, of course, he's already after them. 
Either way, not too long after they land on Kotchi, they will catch sight of him and he will probably 
auack them if for no ocher reason than to rob them. This is the final scene where the bad guy gets ii. 
Let's hope your players don't gel it first. 

The maps included here are meant to give you a rough idea of the layout. Any fleshing oul of the 
maps is left ro the Gamemasier. 

MIJ. of .ltm• CWrt1 UI IJoc&nU•s 1111! 

Jttn• Ctllllnl 
Pop: 3S,OOO 

,.... llu a ao6nlt ln1tl ol 
lffbolotJ slalllr 10 ow • ..,. 
wit• .. _ t(ldw.ltM to IO­
la 11.o atw Von ao.-S. 
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Mmhlloa Mt11 Mu 

11111111111 
llfECASJ: 
M' assS1raka 
Tr 3121bs 
Male age: unblown 
Bounty Hunter 

Dnreaucl8Cy: 3d+ 2 
Melcc:6d 
BllSltt!6D 
Dodge:'4D+2 
Stnenri9e: 3D+2 

Mechanical: 20+2 
Hlde/Snelt: JD+2 
Conmand:-40 
Security: 20+ I 
Stmnhip Repair: 30 

Commandtt S1ocltwd 
6' 181 lbs 
Male ige:-45 
Dc9cription: Silver-haired ITlll'I, elem shaven, 
Slrong f1ecd. Stockwell ha • 1trong awa of calm 
conrrol about hilnlelf. 
llvy Wpns: �D 
Starship Pilodn1: JD+l 
Comp progJ�air: '40 
Danolkion: !ID+ I 

Muc l.uck  
... 7• 79 lbs 
Male age: 31 

Conwnlnd: 60 
Bnwlln1: '40 
S11mir111: 3d+2 
Srlllhip Rq>lir: '40 

Jv1v1 alien srudcnc of the Fom: 
Alien R11ee: <40+1 Oimb'Jump: 40 
Lanp1ges: <40+1 Comp prvg.JRepm: <40 
Su"inl: 40+1 Control: 20+1 . 
Alter: ld+2 Ufe Seale: 3d+I 

' 
! 
' 

� i I , . . . 
l . 
\ 



CREAIURF.S: 

llfllftrify: (2D+2) 
Ptrc•pti1Mt: (20 I 
Slrmgth: (2d+2) 
Spttd Cod•: f 301 
Siu: I to 1.4 meters tall as adults. 
Combat: Google Bees are vegetari1n1 by nature 
and thus only hive grinding teeth, no« cutting teeth. 
They will fight with anns and legs, but will nm if 
they have a chance. They are. however, fair copy­
cats and if they watch a chll'ICter in a fight for mote 

than 10 minutes, they will be able to use his/her 
fighting techniques II I 0 less than them. Thus I 

Google Bee watching a B rawling fight 11 4d+ I 
would be ahle to brawl at 3d+ I in Io+ minutes. 
U5in1:: Google Bees are shy, but friendly, forest 
creatures. They have eye stalks lite snail! llld their 
chel;t, torso, and abdomen are covered by a huge 
shell. Otherwise, they look like hum1n1 with pale 
green skin llld no cars. 

Google Bees arc frightened of any technologi­
cal devices they find. They will gather all such 
items they find llld will place them into a hole they 
dip: in the ground caled a "God Crypt." Characters 
who delve into these holes will have to either chase 
off the Google Bees or else deal with them con­
stantly throwing the items bad: in the hole. 

Google Bees will run from a fight rather than 

engage in one. They scare easily llld it is diftkult 
to win their complete trust, however, when it is 
won, they will die before letting a friend die. 
Characten will have ttouble staying 11'1.d at these 
guys long since they are both cute cormnunaJ. 

COMPUTERS PLUS 
& l<ANGAROO SOFTWARE 

t•.JI c_! 51,"t't "IJf.'f"' ft 
Arr�"' foM("'fr'M1 ;1.c..41 

Har ran 

llfllttrity: (40) 
P•rttption: {I d-11 
Slrtnith: (6DI 
Spttd Cod•: (2DJ 
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Sile: Fully grown, the Hafran can be over .50 m 
long. 
Cumbll: The Hafran is nearly blind Ind deaf, but 
will immediately ttact if touched (i.e. stepped on, 
chopped, etc.) It will attempt to bite its victims and 
then try to wrap around and squeeze the life from 
them. 
U�ing: The Hafran are very uncommon in the 
forest. They are colored to loolc like the forest they 
live in and look like giw snakes. Unlucky people 
often confuse pans of their bodies with fallen trees 
Ind attempt to climb over them or chop them up. 
This will immediately briq the Hafran to aware­
ness and it will attack. Google Bees are terrified of 
Hafran and will always warn tnvelJers out of areas 
when Hafran have been seen. 

Moore 

Oexlfriy: (3d+ll 
Pttttptlon: (30) 
Slrtngth: (2D+2) 
Spttd Code: (40) 
Sb:e: Adult males are up to 2m in length. 
Combtl: The Moof1 are camivom with a liking 
for small rodents. They will not .neck people, but 
are not afraid to fight if comenered. 
U�in1: The pll1lher like Moofa are a peculiar life 
fonn. Their fur canies a chemical slbne that very 
npid)y disupates heat. Became of this, the Moofa 
play havoc with JR 9ClllOf'S and c .. 't be picked up. 
They arc a pat beacon, however, for UV sensors. 
In all other �ts. Moofa are like normal pan· 
then. 
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11' 1' If S II llH1t•a • r 
By Ethan Marcus 

As the ages have passed, languages have of­
fered several definitions for the word "demon". In 
ancient Oreek, the word memic god or divine being. 
As Larin bee- lhe predomin .. tonpe of Eu­
rope and monocheilUc Cwilriaaity the predomi­
nant rdigion, the word, demon, wa n:plKCCI with 
deus, from whic:hwederivetheword,deity. Demon 
came to aipify foreign aocf, Iller evil god, and 
finUly IUpcrnahlnl evil, tpecifically, a fallen 
angel in the service of Satan. Thus, in a ICUll l 700 
yean, demons evolved from objects of devotion lO 
creaurea oflOllhing. ADcl:D now def"ina demons 
to be chaotic evil aelhlrel which ue native to lhe 
abyaa. In tbia article, l shall inaoduc:e a new 
chuacterclaaa, the S-, which is a IUbc:lua 
of mqic mer. As l do thia, I shall refer to yet 
ll10lher def"mirion of demon, one which will revo­
lutionize the ICience of pdng forthoee magea wbo 
cboo1e to delve into the Rocx:anmt mJllCries. 

a school for mages. It was here dw research was 
being done to di9cover a method of using seeming 
pu11dox. In S42 B .0. (subjective time, before the 
comina of Oorik), the University's Dun, Munalla, 
dilcoveftd a method of inaUlg lhe 1art spell 
available to low-level mages. Indeed, by hia dis­
covery of whal he wu to call "Megavasal Oeome­
try", he alao made 1Yailable sevenl ocher spells 
which were uxful in dealing with extra-planar 
beinp u well umak.ins it possible to literally map 
lhe magaverse by multklirnensional trilngularion. 
This proved to be lhe ide8l aolurion. Since even 
apprenticea could now fOlt, a veritable anny of 
creaurea could be railed. In this puticular cue, 
the umy WU compriled of demons (ADcl:D defi­
nition). Since that rime, the ma1•1,.,.ien of Roc­
cama have called Ill beings from ocher plmes 
"demoal". Noc surprisinaly, tbele llllllfllORCn call 
themlelves demonoloPc-. 

Mursalla alao dilcoYered a way to teach those 
Hil&mx;. Nearly 300 yeara ago. lhe penimula of who weie not born with plionics to gain the powers 

Roccama, a countty lhaped like a bull' a hom curv- and benefits thereof. Since peionic powers were 
ing nonb and wal, wu under lhe llllhority of Nu- not truly magic, they were not neglled by the 
pina, a coumry only twenry milea nonh acroa the dagera of the Nupinan -n. It wu lhia fact 
strait. Nllpina ruled throu&h felr. lllina her invin- which kept Mursalla irm1Dne from� u 
cibleMllllin'acahto�heredicll. Heading he pursued hia resemdl. Soon, thia benefit had 
the d&-sedcult-the.-leal ...-in goddesa been shared with all the ltudenu II the University. 
who hadinvenledadagerwhicb negmed all mqic Although the demonl coald noc CUI apell.a •the 
in • fifteen rooc ndiua. All Naspinm -inl Nupinan llSISlirll c1ae to the ni-magic proper­
carried auch dagen and Ihm were imna1e to daoftheirdqgen,theycertainlycoalchnifflhem 
magical wards and llhlCb. Since Roccarna wu • outlllinglheirheightenechemesandtcarthehlled 
colony of N...,.., ill populabon WM rei.&ively oppn:sson limb from limb. Some of the parer 
amall lncomparilon withita mother country. Thu, demona uled their peionic dilcipllnea 10 eradicate 

the penilllu1a could not pin its hope for independ- the hlpless ususinl. When Nupina learned of 
ence on ill tiny military forcea. Anyway, great the dellhs of the 'peacekeq>ers' in Rocama. they 
leaders, who championed the cw of autonomy, invaded milituily, but ala, their mortal army wu 
seemed to keep dying of lhe dread disease, no match for the demon hoard. 
daggeninlhenitia. So all Roccaman faces turned to And Mursalla? 1be patriot was a very old man. 
the University ofRoc:cama where a secret weapon Heneverlivedtoseethe fmal fruitofhis discovery. 
wu being developed which promiled to free lhem It aeetnS he gated in the lord of the vampire demons 
all. - which got oat of the feeble man's conrrol and 

1be Univenily of Roccama wM 1itu111ed in the killed him. Or had 117 In Manillas blood stained 
city ofRoccema, which happenecho be lhe clpital office. where the murder took place, a soul jar 
of the penilllalaofRoccama. The university wu aumbolwufound. Punhennore,lhejarwumax. 



Hmm. And the vmnpire demon lord aublequently 
took the name, Orcus (l...llin for death - no relation 
to pig.f1ee of the Monster Manual), and becmne 
known as one of the peatest demonologist� of all 
time. Could Mold man become so despenite for 
immortality that he would tBde away his human­
ity? No. of coune not! The soul jar symbol has 
since been etued to prevent further foolish specu­
lation. 

Qnnnm IOd HQIDll!I' For the JIUIP09eS of this 
article, we shall uee the Roccaman defmition of 
"demon". A demon Is 1ny crntun Cor ln1ni· 
mate objttt In special easel from• plene other 
lhan the plene the 1Ummoner currffttly OCCU· 
pies. Thus, if a mage becomes ethereal dvoutth a 
spell, !hat mage is considered a demon by my 
summoner on the prime material pl- (or my 
other plane except the ethereal) Ind vice versa. 
Once a summoner gates in a demon, that creature 
continues to be considered a demon (even though 
it is no longer on a different plane) and is subject to 
all the tteometrical spells described below. Hu­
mmis may neve r be gated qainst their will. There 
ill only one exception to this rule. A human who is 
near dellh, worships no god (or whole god has 
forsaken her/him), and who is not protected by 
some magical organiurion 111ch IS a mage guild, 
may be gated apinll hisftlerwW. Once Jlled, 9UCh 
humlllS are considered to have twice their nonnal 
hit dice for lhe puposea of ausceptability to demon­
ological spells. HumlnS with psionics are consid­
ered tohavedoubleplus S theirnormal hitdice. But 
what, I hear you lsk, is a human? Any humanoid 
creature native to the prime material plane is con­
sidered to be a hmmn for the purpo9CS of demon­
olgy. 

lbe Swmpgpcr (or demonologist): A sum­
moner must have 1 minimum intelligence of IS. 
Such a summoner may only Jain IS levels of 
experience (me the mattic user's chan for hit points 
and experience). Summoners with IJlrr 16 may go 
op to level I 6. with 17 can go to 18 and with 18 can 
(tO to 19. Only 111mmoiiers with Itn' 1 9  or above 
(DM's discretion L� to how this mi� occur) may 
1chieve 20th level. Surrunoners receive the follow-
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ing special abilities: 

Clute Darkness in a fifteen foot radius. 
Inf revision 60". 
Telepon according to the following chart: 

o 1ty o e eponmg: 
Low H' OnT et 

01-41/42-43/44-00 

01-41143-46147-00 
Ol-44/4S-S�3-00 
Ol-48/49-64/6S-OO 

Ol-S6/S7-88/89-00 

The 1um111011er adds S., to the die roll for every 
level of experience. So, a flJ'llt level chtncter •ans 
with 1 S% bonus. All rolls above 00 are considered 
to be 00. Thus, at 18th level, the summoner c111 
teleport anywhere with no mor. Teleponing is 
iNtantmeoos Ind • wW (no c:asting time); how­
ever, ii can be very dangerom. All rules fur 
sunnoner teleponaition an: the Ame a thole for 
the magic user spell ttltpOrt, including those for 
teleporting high and low. If 1 sm1u1MHier telepons 
high, llheJhe takes ld6 of dmnage for every 10' of 
falling up to 1maximumof20d6. (Therean: 30' in 
a game inch outdoors and 10' in 1 game inch 
indoon.) Teleporting into 10lid objeda is always 
fatal and often exploaive. 

Psionics... A lllllll110llCf ha a psionic lbility of 
1 70 + lK per level (up IO 1 maximum of 2!!0) 
which is divided evenly between 1ttld and de­
fense armgtbs u per the peionics rules. 

Summonen only take half demage from the 
following lhinp: cold. elec:Uicity (lightning), fire 
(drqon or llllgical), g11 (poilonous, etc)). Swn­
moners mey wear lnilOi' IS long IS there is no iron 
init. Wuponresttic:tionsan:the sarne uforrnagic 
users IS long IS the waipor19 an: not iron. Buically. 
summorien may not hive any iron on their person. 
Sununoners start the game with access to ldl2 
planes. and as they achieve em:h level. they hive I 
S% chance per level of leamintt a new plane. Of 
course, if the summoner actually travels to a plane, 
he/she 1ains access to th1t plane in the future. 

As sununonen go up levels, they gain the fol­
lowing symbols and their described powers: 
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This symbol allows the 9W11IDOnet to ICtllally 
see onto lnOCher pl1ne of existence. This vision is 
limited to the Point of Concact (POC). The POC is 
the point on the ocher plme which is .Wogous to 
the point It which the demologoist hu inlcribed 
the pentagnm. Of coune, since pltneU llld plmes 
tend to rotlle, POCs tend to move Ind shift con­
stantly if gradually. Abo, POCsonoeherplmes ue 
not necesllrily oactly the mne size 11 the pen­
tagram. Indeed, the fllther away a planes is, the 
�er the obee"lble POC - kind of like the 
spceading of a flashlight bemn over long distll!.CeS. 
For relarive diltancea of pl111e11, 111e the nuip in the 
Players Handbook and eome DM dilcraion. An 
eumple of POC spread in my game is• follows. 
An eipl foot dillneter pentagram on the prime 
mllerial plane Clft be ued to �e a circle 
eX1cdy eight feet in dianeter in the ethereal pl1ne 
(the rwo pl1ne1 touch- no disunce.) WherelS thal 
same penUp1Un mighl be med to observe 1 circle 
3'° miles in diameter in one of the outer pllneS 
(e.g. the lbya). A � obeening another 
pi- wi1h 1 pentqrlm Clft not commniclte with 
111)' creatma shelhe oliltnes, nor e111 thlr sum­
moner even bar IOllllds from thal plme. Vilual 
contllCI only. Once the demonologist observes a 
creature, sheJhe may 1011 th11 demon in. This is 
done in the same m11111er uthe 71h level cleric spell 
with the following eiu:eprions. The summoner 
need not nmnethe being which is being summoned. 
The demon must remain in the pentapmn until the 
demonologilt releues it or until it escapes (if ir 
can). 

The hue chuc:e of a demon escaping from a 
pentagram is 5'1>. Add 2.5'1> for every level the 
demon ii above thedemonologist, orsubtrlct 2.5'1> 
per level difference if the demonologist b of higher 

level than the demon. Also add 2.S% for every 
increment of difference in alignment between the 
demon and rhe summoner. Increments of differ­
ence in alignmem are figured as follows: Neutral 
is one incmnem away from either Law or Oiaos 
while Law mid Chaos are two incremenrs from 
each other. Neutral is one increment away from 
eirher Good or Evil while Good and Evil are two 
incremenls from from each other. Add the differ· 
ence of boch portions 10 get the total incremental 
differenceinalignment. E.g.aLawfulGooddemon 
is four increments different in alignment from a 
Chaotic Evil demonologist (All Rocc&mlll demon­
ologists IR Chaotic Evil). Oiance of escaping a 
pentagram is rolled every tum unless the sum­
moner is cunmtly dealing with the demon (e.g. 
talking) in which cue rolls are made every round. 

Once it is glled in, the demon must follow every 
order of the demonologist to the letter (although it 
may try to JJC"ert the letter of those insauctions) 
unless it can break control. Exception: demons 
may not be ordered to reveal their true names. The 
hue chance of breaking control ia 5"1. Add or 
subttllCI 5 .. per level of difference between the 
� and the demon II in escaping a pen· 
tagram. Aleo add 5'1> for every increment of 
diffeRnce in alignment. If the true nune of the 
demon is known, subtract 40'li. Rolls are made 
every tum, unless the demonologist is dealing with 
the demon in some way in which cue the rolls are 
made every round. A demon, if ordered not to, may 
noc attempt to escape apauagram unless it success­
fully breaks control. If 1 deinon is releued from a 
pentagram (oresc1pe1), it may be ordered hllck into 
it (or another) 11long11 c:ontlOl ia maintained. 

Demons with psionica are conaidered 10 have 
five more hit dice for the purpoaa of e9e11ping 
pentagrllllS and breaking control. 

The CC\'C!X ncnlHCllm. Unlike rhe pentagram, 
the demonologist actually stands inside the pattern. 
When observing another pl-. the summoner sees 
the entire plane except whatever is inside rhe circle 
of the POC. The exllCI opposite situation from the 
pentapam. When gating in 1 demon, the demon 
,.._sinwnedialelyOUllidethesymbol. lllchlnces 
of breaking into the revene pentqram ia figured in 



the same w1y IS with the pentqnim. 

0 
This symbol is conwnonly called the ·ooule)'e·. 

The summoner either sttnds within it or wean it on 
hWber cloa. Thesymbol lllOW1 the demonologist 
to hlVe 1 demon under herJhis conlrol to be uled u 
1 funiJiar(uperthemqicusenpell/iNlfomilim). 
This mew that the 1an1n11111er an tee through the 
eyes of the demon Ind communicate with it men­
tally. It alllO me1111 tNI the hit poinla of the demon 
uc added to thoee of thedemonologilt. lu with the 
find familiar spell, If the demon dies while being 
thef1111iliarofthesummoner,lhat1w1111KJ11ertakes 
twice the demon's hit points In dmnage. Finally, If 
the demon hu my apell lhilities, the -IUllOllef 
cm ue 111y of thoee ape1ls which a magic uaer of 
the ume level could uae. Demon familliua may be 
discharged or exchanged for other fmniliua biit the 
process takea two full tmnl. 

The bullseye also gives the IUlnlnOnel' the apell 
chann pn-son (useful on my intelligent being). 
Demona (RoccllNlt definition) sne II """ unless 
the nue name is blown, in which case the save is at 
-1�. Owmed demons mey successfully brea1c 
control md ltill obey the demonologist if they are 
charmed. 

Lent 3: The th1u11111tuflisl'11 tri1n�le. 
When the demonolot:iat atlllds within this 

symbol. aheAle glins the following powen: Immu­
nity to Ill illu1ians,plionr�lfarce ,disptl P111J1ic. 
Also, the 1Ummonennay cllt aprotectionfrom rvil 
which works aglinst all demons, good or evil who 
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save at +3 md-1 per level of the www1u11oner. The 
protectionalsoworbagainstmyothenwhowould 
do hmm to the 1U111111011er, but they eave normally. 

Level 4: The lmcrlbed aquatt. 

This aymbol ii often called the "embusy". 
Within this symbol, the physical llWI of tome other 
plane prevail. The IUlllmOlla' mUlt decide which 
plme this will be when drawing the embtsay, and 
this decision ii final. An e:umple of how 111 
embasy might work b if the IUl1'IOOlltl' U.es in a 
medieval fantasy world 11111 1111 • embaaaied" a 
world whete guns are Uled, that IWIUllOllCI' might 
be able to fire a gun (if he/lhe hid one) from the 
imcribed tqUare. A better eumple is if 1 clemon­
ologist "embassies" the lbylS Ind IUCCellfully 
kills a demon (ADclD definition) within the em­
bassy, that demon is penna11e1illy deld because h 
wa effectively killed on ita own plme. Other uses 
of the embassy are left to the imaginllion of the 
OM. 

If a demon is within the heui:ram, lhe sum­
moner who comrols it may do the following things 
10 it. She/he C111 chlnge its alignmen1 one incre­
ment (described aboloe). A uving throw •ersus 
spell is spplicable. This may be done 111)' number 
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of times. The demonologist may also torture 1he 
demon, perhaps to get it 10 divulge its true name 
(al1hough they sometimes lie, even under duress). 
Saving duow venus pertrific11ion is applicable to 
torture. The demon may also be killed -- save is 
versus death magic. The demon must be under the 
summoner's conirol for the hexagrllll to wort. 

The reverse llHacram. 
This symbol worts much like the hexagram 

except that the demonlogist •ands inside the pat­

tern and uses it against a demon outside. If the 
summoner knows the name of the demon, she/he 
can affect it with the symbol's powers anywhere on 
the plane. If 1he true name is noc inown, then the 
power of the reverse hgexagr1111 is line of sight. 

Levef 6: The hyperbola. 

[Q] 
This allows pl111e to plane menial conununica­

tion between the mmmoner and 111y demon within 
POC of the ocher plane. 

Levef 7: The .-rabola. 

All within this symbol can understand anything 
anyone else within the symbol is saying. This is 
similar to the spell 1on1ws. 

Lent 8: The ellipse. 
Abo called lhe ·eyeball". A summoner within 

this symbol is endowed with all the detect spells as 
well u identify. The8e spelb are always accurate 

and require no constitution poin1s to operate (as 1he 
identify spell normally does), nor do they require 
louch. Proximity and viewing are all 1ha1 is re­
quired (unless the demologist is blind). II also 
gives the demologist trvt' sight -- the ability 10 see 
invisible, polymorphed, or 01herwise disguised 
1hings as they truly are. when used in conjunction 
wi!h a pentagram, the summoner can use 1he eye­
ball's power within the POC of another plane as if 
he/she were actually there. 

rn 
kmm��g�� 

As well as 1he powers detailed for 1he pen­
tagr am, Ibis symbol c111 strip any creature (even a 
non-demon!) of 111y spell powers and psionics for 
IS long as it remains within its boundaries. The 
improved pentagram may also be used to gate in 
anim11e objects (e.g. golerns, living statues, etc.) 

The Improved reverse pentacrum. 
This has the smne powers as the above symbol 

except the demonologist stands within it and af­
fects a demon under her/his control outside. If the 
true name is known, the summoner can affect 1he 
demon anywhere on the plane. Otherwise, the 
range is line of sight. 

Level JO: The soul jar. 
By use of this symbol, the summoner may put 

the soul of ademonorhislherownsoul into storage. 
If the symbol is ner datroyed, its owner dies 
permanently -- but.m lhe ju must be unerly de­
stroyed. Somudvamagesofthisarethefollowing. 



A demon who has broken control may be reluctant 
10 defy the demonologist if she/he has its soul in 
srorage. 

If a summoner has his/her soul placed in a jar, 
and then dies. another sununoner may use the soul 
jar to place the deceased demonologist's soul into 
another body (or at least in control of that other 
body). Of course, the original occupant of the new 
body would have to be removed with a soul jar. Tiie 
same soul jar could be used if 1he dead 
demonologist's soul is actually being placed in the 
new body, thus creating a simultaneous trading of 
souls-· bul only one soul may occupy a soul jar al 
a rime, and that soul may only control one body at 
a time. Of course, the one thing which a summoner 
would never consider doing with a soul jar is to use 
it 10 exchange souls with an inhuman demon ·• 
possible but unthinkable. 

Perhaps the most useful propeny of the soul jar 
is irs use as a master control board. The current 
dean of the University of Roccama has carved his 
soul jar in 1he wall by lhe main counyard. Any 
student or faculty member may use this pattern 10 
con1TOl the gian1 symbols drawn in mulri<olorcd 
inks on the surface of lhe University's foundation. 
The symbols span the entire campus and are used lo 
conrrol 1he public demons there. Any person using 
the sou Id jar to control the symbols on the founda­
tion may use those symbols as if they were of the 
same level as the dean. Any summoner who is level 
I 0 or above may place his/her soul in a soul jar and 
have it used as a master control board for any 
demonological symbols she/he has drawn nearby. 

Lent 11: The arrow. 
This will poinl (across the planes if need be) in 

the direction where the summoner can find the 
nearest demon of a ccnain type. It can even be used 
to find a specific demon if the lrUC name is known. 
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Level 12: The Allis. 
Unlike the ocher symbols, this symbol is three 

dimensional to swt with. Rods arc placed to 
describe the three deimensions: length, width. and 
height. Then, three demons from difk1lll planes 
are gated in. Using the rods and the paths described 
by the incoming demons. the summoner may llian· 
gulate and discover a currently unknown plane of 
existence (DM's discretion). It is also possible that 
he/she may just rediscover a currently known 
plane. Once a summoner discovers a new plane. 
she/he has access to that plane. Every time the 
summmoner uses this symbol on a given plane and 
gates in demons from the same three ocher planes. 
that summoner will always ttiangulatc onto the 
same new plane. In other words, if hrlshe wish.::s 
to continue discovering distinctly new planes. the 
summoner must try different combinations ·• like 
putting the symbol on a different plane. if possible, 
or gating in demons from a different set of three 
planes. WARNING! Any new planes the sum· 
moner discovers must be created by the DM. If the 
summoner discovers a plane which was previously 
known but as yet unfamiliar to the summoner. shd 
he gains access to that plane .in addition to any 
planes he/she may later get by gaining a level and 
rolling the 1ppropri11e percentile chance (see 
above). 

Level 13: The trapn.oid. 

While in this pattern, the summoner may tem­
ponrily raise one basic characteristic except Intel­
ligence to 2S. 
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This symbol is a n  improved embassy. The 
summoner in this symbol can actually be seen by 
demons inthePOCoftheplane shclhciscontacting 
as if the dcmonologist were on the demon's plane. 
Those demons won't be able to tell that the sum­
moner is actually on another plane unless they try 
to touch his/her insubstantial form. This insubstan­
tial fonn may not make attacks nor may it cast 
spells (except illusions using the thaumaturgist's 
triangle) on the demon plane it is contacting; 
however, the summoner may certainly make 11-
tacks and cast spells on the plane she/he is really on. 
Psionics mu.be used within the POC of the plane 
being contacted! Also, the summoner may use the 
bullseye JWbm&l.having to pre rhem inro the plane 
he/she is on if shrJhe is simultaneously using the 
rhombus. If the rhombus is used in conjunclion 
with the hyperbola or the helix (see below) per­
sonal communication can be esrablished. All the 
benefits of the inscribed square uc also gained 
from the rhombus. 

l..enl 15: The htlix. 

Wirh rhis helix, the �umoner may hear 1$ well as 
observe (with a pentagram) occurcnces on another 
plane. 

The rcvtne helix. 
A summoner may use this 5ymbol to allow a 

demon within the POC to hear sounds (such as 

Ltvel 16: The bioform bullst'ye. 

Wirh this pattern, the demoloogist may llOI only 
gain the spell powers or • demon, but the actual 
physical form as well. This includes hit points and 
attacks IS well. The summoner need not control the 
demon he/she is "bullseyeing" if it is only to take 
its physical form and powers, but to use the demon 
as a familiar(and thus gain its extra hit points added 
to the summoner's own. see through Its eyes, 
communicarc with it mentally, etc. IS with the nor· 
mal bullseye) control is a musL 

Ltvel 17: The ward. 

This symbol acts as a simple unbrcachable 
barrier(norolls to see if ii can be breached) and  has 
none of the powers of the other pentagrams. No 
demons may entff the symbol as with the reverse 
pentagram. Also. the summoner may choose to set 
the banier so thll non-demons may not enter. The 
barrier may even be set so that only crcarures above 



or below a cenain level (or hit dice) may pass while 
others may nor. Orcus (not pig-face) had designed 
a ward so well rhat he could exclude individuals 
while allowing others to pass. Only he (or another 
using his soul jar masrer control center) could 
duplicate this fantastic conrrol or the symbol. 

Level 18: The item bullseye. 

When this bullseye is inscribed on an item (ring, 
wand. CIC.) that itml gains the spell powers or I 
certain demon permanently ( or until the demon 
im:vocably dies). The powers last even if the 
demon is on a different plane from the item (unlike 
the other bullseye symbols). Any person may use 
the item (even a non-summoner) and need not 
conttol the demon (although the summoner who 
origunally inscribed the pattern needs have con­
rroUcd the demon at the time of the inscription). 

Level 19: The scptagram. 

This symbol is a hot-line to the master of all 
planes (the OM, of course). It may be used for 
direct communication and may be considered to be 
the equivalent of the magic-user spell. Wish, with 
all its benefits and banes. Use of this symbol is 
arbitrarily limited by the OM. 

Level 20: The master's doak. 
At 20th level, the dcmonologist may inscribe all 

the above symbols into a cloak. While wearing the 
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cloak, i t  is as if  the summoner were standing 
directly in front of the symbol (pentagram, im­
proved pentagram. hexagram), wearing orcanying 
it (bullseye, bioform bullseye), or standing within 
it (all others except the item bullseye). If an item 
bullseye is inscribed into the master's cloak, then 
treat the cloak u if it were an item. and that symbol 
functions normally. Summoners of lower level 
may use a master's cloalt (but not make one) but 
they may only me lhc symbols available to a 
summoner or their level. Exception: anyone may 
use the powers gained by the item bullseye, if there 
is one. even a non-summoner. 

The rt is no sp�cific symbol for 1/re cloak as it i.s 
all symbols combined. 

Notes: Herc arc some cxua rules involving the use 
of the symbols. 

It always takes two full nuns to draw c1eh 
pattern. Once: a paucm is drawn. one of its powe:-s 
may be used irmncdiarely. After the initial use, it 
takes two tumS to prepare it for the next use. Some 
symbols work oontinuously until discontinued. 
e.g. the bullseye or the puabola; however, once use 
is discontinued, it takes two turns to start again. 

Patterns may be used together, e.g. a pentagram 
and a hexagram. It still talces two tumscacb aodraw 
them (for a total or four in the eumplc), bul for 
each additional use of the combination, ii only 
takes a total of two turns. 

When symbols arc used on mon: than one de­
mon, they add their hit dice together for lhc pur­
poses of saving throws, rolls for conrrol, rolls for 
breaking me of a pentagram, ete. Demons with 
psionics always are considered to have five more 
hit dice than they actually have for these purposes. 

Unless otherwise specified, use of all symbols 
which directly affect demons, except the pen· 
tagrams and their revcsc counterparts, require 
control of the demons affected. 

Symbols·may be inscribed on rugs or other 
portable surfaces and canied around. 

A dcmologist only gains experience points if 
she/he is a member of some univcnity (noc neces­
sarily auending classes). If kicked out, the sum-
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monc.r gains no ellpcrience and kJsn all the non­
symbol abilities (e.g. telepon) except pslonics. 
The summoner also llO"' llkes full damage from 
those things which only caused half dama,e before 
(� above). The summoner may still use the 
�ymbols known 10 hirn/htt. If the summoneT joins 
ano1her sc:hool. he/she re1ains 1he lost abilities, but 
must Slm1 11 zero experiect points. although the 
demonolopst may keep the symbol powm gained 
from the previous school. If the summoner is 
reinstated tn the same sdlool. lhinp are simply 
back to normal. 

Summoners may only pre creatures from 
planes ocher than the one they currently occupy. A 
demon trapped in 1 pentapam (or outside 1 reverse 
pentagram) may noc cast spells or use psionics to 
affect anythlnJ OUISide (or inside. in the case or the 
reverse pentagram) the p111em. A demon may 
freely enrer a pent1gram. bath is then tnpped unril 
released or andl h succasfvlly rolls faresc:ape. A 
1cnlon may freely exit a rnenc penta&ram or 
ward.butmeynoccmernlesssimilarCIOllditioftsto 
the above are met. Kind or like a valve. eh? 

All symbols. •lthoaah cin:alll', describe a 
sphcte of effect. Half the lflhcre is llSllllly in the air 
while the odier half is nually unde1pound. Thus. 
Asmodeus could noc IUllld ap in 111 tipt foot 
diameter pentqram. (lte'1 J 3.5 feel tall). 

When usins pentqr1mS '° obsmle another 
plane, dlcre Is a chance that the demon bein& 
observed (or I demon lord nearby) may detect the 
obsei �lion. Whal a demon lord is can be deter­
mined by the OM. Eumpla might be homed 
devils. a solar, Dmogorp, etc. - basically a ruler 
amons other nn-potwr beinp. Deeectioe 
chlnc:eil the it1tdligenceof'llledemon times 2.51' 
If a demon lord detcts die obec1 tllicM. ii CM play 
1 diny tridt on the sumnoner. When the 111m­
moner cries to pie some later demon In. the lonl 
can take that demon's place. Thus, the demoliolo­
gist may get more than sheJhe barpincd for. This 
nrely happens as demon lonl$ teiid to be fairly 
busy. S1ya 51'chanct.ldjusccdastheOM sees fit 

A denllOIKJlocisc who simply ps 10 school wl 
does noc ld¥ennn pins 600CJ1perienc:e points per 
day. 

A Onal note on Mmonologists In tltt> c.ampalp. 

They 1rC 1 challenge. A OM with a summoner 
in the a•me must be ever prepared ror interplanar 
rclarionshipsanchravel. By hislhcr -my nature, the 
summonrr ell)Jlnds the JllilC In a usuaUy uneit· 
plortd direction. However, lhe reladonshp be· 
tween demon wl demonologist is nrely amiable. 
wl can thus be a buls for some interesting rival· 
ries. 

To lllusmtc the attitude of the typical sum­
moner. I Jive you the words of Ruddy or Rocam1 
(1Chancter in my aune> who, when ulted Mly he 
lrr.lled his demons IO hanhly, said, "Tortare is not 
necemrily 1bute. • 

Hope )IOI! �/rllf witlt dtt claa. 
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• .,., n • ..,,.. .. 
By Craic S•eeley 

Players' Information: 
Finding lodgings on lvcndo seemed hopeless. When the swpon officers announc:ed that the entire 

pon was being closed while the authorities went on a search-and-destroy mission to otenninate a 
nest of "space-ticks", the hotels filled up. (Information: "space-ticks" is the slang for Ferldcy's 
Powcrvore, a mobile vacuum-evolved lifefonn which consumes power, silicon, and metals - in 
essence, a walking, inscctoid-formcd batteries with a bad habit of growing to huge size prior to 
explodinc with a 1hr1pncl shower of mite-sized youllJ. who in tum, consume and grow! Such an 
explosion ocand, and the authorities arc trying to find and cas the little pests - all it takes is a quick 
shot of pure oxygen to corrode them to death; a normal atmosphere -Id have done the same, but 
they can survive in lvcndo's thin envelope) Late arrivals like the pony of a.tht'llllUen are stuck with 
no place to stay! They can't stay on ship, and lvcndo's single domed city or Lowplace doesn't boast 
that much in the way or hotels ... 

While the p111y was hal'lnging the local cuSIDmS omcials about their plight, a man in a flashy deep 
purple suit of modem cut (tastelessly set ofT by bright orange lapels and a seersudccr sreen vest) 
wandered up, smoking a cigar (!) and utcd the officials what was wrong. Upon being informed of 
the party's problem, he turned to you and assured you that he could find a place for you at the 
Lowplace MegaAnns (the customs officials were visably impressed), rent-free. Note to GM: The 
players h8d bcuer accept this offer, or their chanicters are without 1 place to stay! He called a cab and 
toolc them to the Me1aArms (putting out his stogie). On the way, he uys that there is a mectinc 
Joing on at the MegaAnns and he's going out on a limb to get you a place there, but there are plenty 
of empty rooms 1oing to waste and there shouldn't be any security risk. "Just stay out of trouble, 
and keep dear of Ambassador Blcwptt, and nobodyll notice." Ht doesn't give 1 name. merely 
identifying him9tlf as a "Second Secretary." 

C M'• lafonnaUoa: 
Finl off, Ivcndo ii a Law Level 9 world (2319 8324659-A A); this will put catain restrictions on 

the inevitable hardware the PCs WMt IO dra&, IOW, or ci.nk out or the smport. � are .-CCly-cyal 
Imperial troopen with puss rifles and RAM P'tflldes available (there is I Marine base II the port, IS 
wdl IS the Naval and Scout installations) ID dissuade dlOlt who wish to 8r1UC thele restrictions. 

The PCs ha\IC bta1 lodpd .r the best hollel facility on the planet. The reason for the empty rooms is 
that the entire hotel is the site or diplomatic talks over the changing borders and the nuid political 
situation in the Marches. Dutt Nonis invited repaentanves from all the acll.- stateS with an inltn:St 
in the problem to lvendo to discuss the pobltm and Ir/ to at least rech 111 undmlandin& on divisions 
of territory. So far, the talks have been 101n1 on for two months and have gotten 
nowhcrc.-Ambusador Sttvtns-Grter, the man originally cnuusted with adminstering the meeting, 
was called away by di�tic envoys from various factions in the Civil W1r l'lginJ rimward; he is 
the best ciplomat Norris has, and his skills were needed to deal with people from Dolinar and Lucan. 

Ambassador Blewgate was hurily brought in to fill the sap, and the talks were immediately 
stymied. Hence Blewpte is a pompous little ignoramous who believes evaything can be solved 
with mathematics (the more complex, the better), and his former service has been purely 
administrative. He insiSlS lhai a "peace equation" can be found to resolve all disputes, if the other 
ambundors will only provide him with enough data! Unfonunately for the conference., this "data": 
he wants is often infonnation or the most confidential natu� - natunlly, the odlers have no intention 
of' telling him what he wants IO lcnowl In the meantime, his queries and lmclt of leadership have 
succeeded in alienating the other rtpre9tlltatives, leaving them confused and hostile. 

This is the situation that the friendly "Second Secretary" has dumped the pmty into. As the party 
becomts accustomed the their lodgings, have them meet some of the other diplomatic panics in 
residence. The diplomats will surely want to know who the new-comers arc;; will the PCs tell them 
the straight truth? [Penonal note from the author: tr they do, stuff them and put 'em in a museum! 
An honest answer from an advcnturin1 group would be a fll'St, as far IS my experience indicates!!) If 
they do tell the trulh, someone will report them to the Fint Sccrewy (see Fint Secmsy). 

First, Ute other delecatlons: 
The Zhodani delegation consists of the Ambassador Chalyistebr, his aide Zhdilfrezh, and his 

secretary/travelling companion Adlkashi. Chalyistebr Is there as an onlooker. the Consulate is in a 
comfonably strong po�ition and has no gear of warfare affecting them. He is merely gathering 
information on what the othen arc going to do! Oialyistcbr is a patronly man who says linle and 
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seems 10 be enjoying a private joke. Zhdilfrezh is a twitchy young man who is cons1antly nervous 
and a bit pannoid; lhis is his first nip outside the Consulace and he is now among the "robbers and 
thieves" or the lmpcrium. Adlkashi IS a lovely woman of sultry llllMelS; she DUIS all comers wilh 
the same steamy friendliness and unconsciouly plays lhe vamp. Sbc is Intendant-class. and is 
studying non-Zhodani u pan of her snxties in psychology. 

The Sword Worlds dclgation includes Abassador Maartin Amonson and a half-dozen sttong, 
Nordic-iype aides, both male and female. (Remember thc old saw: "'The Sword Worlds - where men 
arc men, and women are men. too!" Sword Worldcr females in the delegation act in masculine 
fashion.} The Sword Worlders wear pscudo-militany uniforms &}iltcning widl medals; they do have 
ceremonial daggcrs ... Ambassador Amorsson wu sent post-butc when it wu revealed that the 
Darrians were showing up. tool If there are any borden ID be decided. the Sword Worlds want their 
fair share! To this end, Amorsson is blusterini. loud, and lldamut about baving the coreward 
worlds in the Dmian IUblcct« hlmCd over lo the Sword Worlds (lhc SM!ld Wadden are qui1e bitlef 
about the loss of these worlds u a raull of their defeat in the Fifth Frontier War}. The majority of 
the aides are hosblc to any non-Swcrld Worldcr, and apecillly pacial ID Imperials. 

The Darrians prcxnt are Dean Dales (pronounced DaJ-ees), an elderly, white-haired WOllllll wilh a 
long service in Durian govcmmmt, and her two male aides Zgaad and 7.lkolc. She is the opposite of 
Ambassador Amoruon: Ca.Im, even-tempered. never raises her voicc ... And just u adamant u any 
old school-teacher. She is dctennincd that order is better than chaos, and counien Amorsson's 
outbursts with biting sarcasm. 

The Jha1ei interests to rimward sent a single negotiator, Kaeaoural, and his women (wives Wyas 
and Uawear and sister Hliyleah). Seeing that diplomabc action was preferable ID the expensive and 
destruelivc ahemalivc of warring with Norris fleets, the Aslani empowered "->uni to defend their 
interests and tty to soothe Imperial fears of the • Aslani lnYUion. • He is trying to maintain his 
composure in the face of useless talk and pointless bictcring. bul his tolerance is we.ins dlin. For 
the most pan. he lets Ua- and Wyas do the wldng while he listens. Hliylcah is bcll"Cld Iliff by all 
the talk and hankers for diversion - she is young and preay, Md very rcsdas. 

The Vugr staleS and interest corewud sent their own lqltCSCntalivcs, hcadtd by the charisnvtic 
Vargr who advocated attending the conference in the first place, Atocnglturthcll. By vinac or 
strength of chancier, be is the speaker for the Varsr interest (the other four Varsr are there so protect 
lhc iniercsts or their factions • from Akucngkurthen U well IS from thc other nccsl). Due llO the 
inefficiency and lack of conaol over the confcraic:e displayed by Ambusadcr Blcwpte, noching has 
been accomplished. This is dangerous for Akuengkurkhen since the other Vargr 'WOUid interpret this 
lack of progras as a personal failure and proof that he was wrong to pcrsudc the others to anend. 
He has been forced to adopt ever more nidical and vocal positions to show his willingness ID put 
himself on the spot in order ID get something done (and mainlain his position of leadership). Slill, his 
"followers• are gelling restless and IOIDething dramatic is going IO have to be done, soon. 

The Imperial diplomats that the PCs arc: likely eo have dealings wilh include Oiancellor Olapman, a 
tall, lanky noble who took up the diplomatic service because of the free drinks - he's as useless as 
Ambusador Blcwgate and can typically be found at the drinks table, slugging down bourbon. 
However, he docs have a great sense of c:orrcctness (he feels that everything should be just as he 
meant ii - he's responsible for clearing the hotel for the conference), and will be astounded and 
alarmed if the PCs do anydtingh untoward. The Fnt Secretary reports IO the Clwlcdlor. 

The adventurers can mingle and meet the diplomats for 1 day or two - it's pretty cuy; the place is 
awash with the catering staff from the holcl, and the brace of cmss-uniformc:d Muinc guards have 
given up trying to identify everyone, sclllling instead for pa1tin1 people down for weapons 
occasionally (each Marine is armed_ wilh a chrome-plated .45 au1opistol, an ancient Terran tradition. 
They do have two loedcd clips, but typically wear the piaols unloaded). As nolcd, the 7llodani arc: 
properly mysterious, the Sword Worldcn stuffy (fun-loving Oms can have fun with their group 
describing the Teutonic beauties with the contigcnt - only two arc female - and havin1 these same 
women shOOl the would-bes down in flames with typical intolerance. The Danians arc quiet and 
inscru1ablc, the Asian properly poud and honor.&lc, cllCept fer Hliylcah (sec Hell-Raising Hliycach). 
The Varv are looking for something to relieve the bon:dom and will be happy so carous with new 
race. This is easy since chanctcrs need only wander by the buffet to be noticed. 
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Meelln& the First Sttrdary: 
If the characten make their presence known. thc Fim Secrewy will notice this and call the Second 

Secreawy for an explanation. The First Sccrearyu is a man of medium height (shorter than his 
subordinate) and of slight build, with mannerisms that suggest he was raised by a succession of 
maiden aunrs - the term "prissy liulc wimp" would describe him adequately. He is horrified at the 
thought that the Ch1ncellor might discover thll his "security" had been breached - and under no 
circumstances should the Ambassador discover outsiders among the diplomats! Why, there'd be 
reprimands. or even · horror of horrors - cuts in the rcpresen11tional liquor allowance! He w111ts the 
Second Sccrewy to keep the characters out of sight and aw1y from the Chancellor and Amblssador. 
(Of course if one of the diplomats vouches for the party. they can't be booted.) If the adventurers arc 
the standard bunch ofrough-and-nnnble goons PCs tend to be, the First Secretary will be even more 
horrficd. 

Disaster Strikes: 
Ambassador Blcwgate discoven thlt a top-secret dipatch data cube is missing. One of the PCs 

should be loitering in the area when Blcwg11e calls a meeting of the Imperial diplomats - unless the 
PCs address Blewgate personally or draw 1 Joe of 111ention around him, he'll ignore them. 
"Gentlemen; he whines, "someone hu taken cube #198 from my dispatch easel This is a theft of 
the utmost import. We've got to get it blck!" 

The f"lrst Sccrcwy raises a wet-palmed hand. • 
What wu on the cube. Ambassador!" 
"How should l know?l7 It wu a BARF (Beyond Administration - Restricted File) level dispatch! 

Even I couldn't read it!!" 
The Ambassador is frantic; the cube isimpley must be recovered; think of the blot on his E.R. 

(Efmcicncy Report) if such vital secrets arc lost! He orders the Marines and the other Imperial 
diF!omats to begin an investigation (there are about ten jwiior diplomats performing minor fuctions at 
the meeting). putting the rust Secrcairy in charge. 

Suspicion Falls on One or the Cllaracters: 
Ambassador Blcwgate puts his tiny mind to work and selects one of the characters u the likely 

suspect - after all, they 1re "outsiders." Uld not ttustwonhy fellow diplomats. He selects the most 
suspicious-actin1 character ind hu the Marines search his/her belongings as well u questioning the 
PC about the data bcubc (which the PC knows nothing about). Unless the character lies, they won't 
be able to pin the theft on hi� ... yet. 

The Second Secretary calls the adventurers together and tells them that if th1t cube isn't found, 
Blewgate will find some change for all of them and have them all mc:sted. "Personally,• he says, ·1 
don't think 1ny of you have seen thll cube; you couldn't decode it even if you had it, Uld you'd not 
be 1ble to use thc infonnarion it contains. However, there are a number of e1pablc panics here that 
would be ver-r-ry intercsred in iL..Keep your eyes Uld ears open." 

CUBE, Cube, Wllo's Got tlle Cube? 
The furor does not go unnoticed by the delegations. Within hours or the Marine search and 

interrogation, one of the Sworld World aides wants IO speak to the suspect character ... Somcthing 
about 1 mutual 1grcement concemin1 the exchange of credit for a ecru.in data cube ... "Say nothing! 
Meet me at the buffet tonight with your decision! Auf Wicdenehen." As soon u the Sword Worlder 
leaves. the Darrian aide Zakoli sneaks in to see the suspect and advises ignoring the treacherous 
Gcnnanic's deal. offering double anything the stinking Sword Worlder's money, no matter whit they 
offer. 

Later, in the hall, another one of the Sword Worldm advises the suspect to stay aw1y from "those 
lying Darrians. Anything they say is a bald faced untruth; they're lying the moment they're born. 
You can't trust them; they have no honor." 

Suspldous Ennts: 
Overilcard in the corridor - Zhdilfn:zh, the Zhodani aide, tells Adlkuhi that " ... the asking price is 

going up even u we spealtl I've goc it safely hidden 1w1y, though ... " 
Shouted in the b11 - the Vargr party is not hippy with Akuengkurkhen's le.dcrship, and there is a 

shouting match, where in one of the Vargr 1CCuses him of sitting on his tail. If he wu really 
working, then why isn't he trying to get the cubc7 Akuengkurkhen shouts them down. 

A 'chance meeting' - one of the friendlier V argr strikes up a conversation with one of the characters. 



25 

mcntioneing that one of the adventurers has something very valuable, and the Kforuz fac1ion would 
be most grateful if you could retrieve it for them... And gratitude takes many forms. 

A slip fo the lip - HJiyleah, carousing with the chuacters, mentions that "older brother and his 
wives U'C going prim11es over some stupid missing cube... He thinks it might contain some son of 
fleet d�loyment plan, or something ... Hey, pass that beer over here!" 

Observed in a shadowy alcove - Zgald is talking wilh Zhdilfrezh, offering "a certain valuable data 
cube" in exchange for technical information possessed by the Consulate. 

[GMs, arc you gelling the idea? No one knows where the cube is, or who's got it, even though 
some factions are acting lib they have. Make up more suspicisous eventS like the ones above, as you 
wish - the idea is to keep the players guessing.) 

Hell-Raising Hllyleah: I 
Hliyleah is 17, thoroughly bored with the diplomatic life her brochcr is ll'lining her for, and wants 

some action. If there are any male Aslani in the adventurers' party, she will latch onto him (highest 
social standing if men than one) and hang around him u much u she c111, being "tr'/ familiar (in 
more innocent times, such behavior wu labelled "loose"). If there are no male Aslant in the pany, 
she11 hang out with the strongest-acting male in the group (remember, Aslani have different SWldards 
of masculinity! High STR and END help, as well u acting macho and llOl displaying "female" stills 
or interests like trichnical ability, administrative p-owcss, or any son of conccm about money. Asian 
males light and make decisions and that's all). She has Carousing • 2 and Tolennce • 3 uid an 
unazing capaciry for liqour ... 

Kaeaoural will definitely not approve of this behavior, unless the characu:r is an Aslani and contacts 
him formally to get his permission to "escort" his sister. Roll on the Reaction Table to determine his 
answer (of course, it helps if the petitioner has a higher Social Slltus than Kaeaoural's 8). He will be 
enraged if he hears that Little Sister has been having a liaison with a lulmaitl (And knowin& her, she 
just might •. ) 

Br1wl In the Boardroom: 
A day after the disappearance of the cube, Ambassador Blewgatc calls the delegates to the 11ble 

again for another session ol useless talli::; with the representatives shouting at one another and the 
Ambassador trying to worm classified info from everybody. After Amorsson outshouts 
Alcucngkurkhen (the poor Vargr has a �  throll from the day before) and Dales zaps diem both wilh 
a quiet sarcastic comment, the other Vargr swt muttering among lhemselves thal they need a new 
leader. In a desperate bid to retain control, Akuengkurkhen slips up bChind Kaeaou"I and 
spray-paints "YANKEE GO HOME" on the back of his cape. Ambassador Blewgate and the rust 
Sccrcwy are honifted; the Aslani are outnged and Kaeaoural challenges Akuengkurkhen to battle 
right there, tooth and nail. They go to ii vigorously, and a chair gets thrown into the Swonl Wortdcrs 
midst by an overexcited V argr. This brings their team out onco the field and pretty soon, the room is 
a brawl which even overwhelms the rwo poor Marines who came: in to calm things down. 

Finding the Cube: 
The only way to find when: the cube is involves physical searching of possible hiding places · the 

Muines have been searching using a transmitter which aiggers a mini-nnspondcr in off'1eial data 
cubes, leading the operator 10 1hcm. They've already searched the odlcr delegations' quaners and the 
adventurers'; there is a squad of Marines closing off the hotel so no one can sncalt the cube OUL It 
might be a good suggestion for the chuactcn kl "11:quire" one of the search lrlnSmiuen ... 

Then there's 1he mauer of ge1ting into diplomatic rooms 10 search for the cube because 1he 
occupants won't like people poking around their secrets! However, during the Brawl, no one will be 
in their rooms (except maybe Hliylcah, who will probably be drunk, having an usignation, or both). 
The Second Sccrcwy will probably use this opportunity kl search rooms, too. 

Where ls the Cube! 
In Ambassador Blewgate's sui1e, the 1ransmit1er leads to a scaled and bery complexly locked 

mini-comp and cube sunge case. This is the Ambassador's dispatch case. Further e11ploration of 
the suite will point to another cube, in another cube case hidden under the bed. This case is full  of 
naughty holo-cubes and one oflkial cube. Eurdtall It's the missing dispaschl The infonnation on it 
is in Imperial Code and is a very hud nut to crac:k (rtquiring Computer -4+ or 1hc use of the heavily 
locked decoder). Should the cu� be decoded, it contains a letter from Dulce Norris 10 Ambassador 
Stevens-Greer. It's noc even .. , ... interesting reading, consisting of 1ossipy news about mutual 
�uainta.nccs. 
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The old FASA Traveller play-aid S1arpor1 Hotel is rttomrncndcd for this adventure. Give each 
delgalion a whole floor. 

· 

Advice lo G1memuters: 
This adventure is meant to provide some light-heancd comedy relief to the usual dangerous 

Traveller Campaign: ii is highly suggested that the GM camp it up. The "push" and the ·pull" in the 
advenrure are 1he same in this case: Find the cube or be prosecuted. Of course. it is likely that 
enterprising groups will probably try and make a few �ts from the confusions anyway. 

Resul1llon - F1clal Expressions: 
For mon: pmematering fun and blcltground. have the Imperial diplomats (the Ambassador, 1hc 

Chancellor, and die f'trst Seaclary) use these codjficd and numbered expressions - for instance, 
when Akuengltmthen sprays Kaeaounl's cape. hive AmbasSldor Blewg1te respond with a 509-c 
(Stunned lncrcduality). Oiaractcn should be near the F"trst or Second S�tary when this happens, 
so that theirconverstaion/remarks can identify the expression. By the way, Amomon knows these, 
too, and will react the them ("Don't pull an 84-r (lnJurcd Innocence) on me, Blewgate! You're as 
pilty u sin!"). 

Astonishment II Altldt from an Uneiipa:tcd Quaner (9 1/2-r) 
Anempc at llestiness (41-d) 
Benign Comnand (4-g) 
Benignly Restrained Severity {321-lt) 
Cold RetlS'll to Objectivity (91 -s) 
Confused Modesty (29-j) 
Eager Coniptulltion (12-b) 
EdlaaS1cd Patience (85-r) 
Expcct1don o(<Jral Things in Due Course (7-y) 
Good Intentions Miscontrucd (41-f) 
Gnic:iOUt O>ndenscension (24-w) 
Huns Borne Mlllf'uUy (49-m) 
lncipienc Loss of Self-Control (99-ii) 
Incipient Misundmlanding · Not Y ct Beyond Retrieval (79) 
lnjund Innocence (84-r) 
JUSliflcd Fury Held in Oicck By Sheer Force of Chlnctcr (97-d) 
Lo(ty Kindliness (modified 203-c) 
Mild Reproof, wilh Full CogniWICC ofExtcnualing CU'CUITISllnCCS (458-b) 
Ominous Sarasm (1 104-b) • With Hint of Impending Reprimand. Written ( 1 104-w) 
Plrience Grown Wmy through Long Suffering (315-g) 

. Patience Oucngcd (721-b) 
. SigniflClllt Gllnc:e (13-a) 

Stem Yet Kidy Reproo((41-c) 
Stoic Martyrdom (29-0 
Stunned lncn:duaJity (509-c) 
Sublime Confidence, Enhanced by Co9ciousness of Virtue (217-0 
Subtle Sexllll Invitation (23-x) 
Unobtrusive Rccognicioft Between lnsidcts Anmng the Gowim (23-v) 
Viewin1 With Alarm, Second Dep (927-<I) 

All of these were invented by the talented author, Keith Laumer. for his series of stories and books 
concerning James Relief of the Corps Diplomatiqul! TerrtStritJllM · reading one (or more) of these 
would be • wonderful mood-setting el!CCl'Cisc for GMs getting ready to run this adventure ... 
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I/Arn !P(11�111e'1 
By Bill Burg 

Thi$ time we step away from variants and into tables. Here we feature the Uni venal Bar Generator: 
A set of tables to help referees generate the Travellers' favorilc hangout. Ban are represcnled by a 
univerul Bar Profile or UBP: 

Name of bar (Planet its on) 1 234S · Notes 

I )  Size 
2) Patrons 
3) Activity 
4) Quality 
S) Security 

So a bar code might read: 

Bill's Bu (Procyron) 33462 • BCE 

llJE BAR PESIGN FLQWOiARI: 

I. Size 
L roll ID, consult Table I 

II. Patrons 
L roll ID • 3 + Size, consult Table II 

Ill. Activity 
L roll I 0 • 3 + Patrons, consult Table DI 

IV. Quality 
L. roll ID, consult Table IV 

v. Security 

/ 

L roll ID + planet's Law Level · Activity. consult paragraph V. 
VI. Notes 

L roll 20 · 9 + Activity 
b. consult Table VI once for each 'pip'. 

1. EX: If the adjusted roll equals 4, consult Table VI four times. 

Treat any resullS less lhan zero as zero. 

/ 

I 
.'/ ; 

.· . /;:' 

TABLE I • Size (Roll ID) 
ll.llf 

TABLE II - Patrons (Roll I D  • 3 + Size) 
1LDf 

I Hole in the wall. T111y. 
2 Small. cramped bar. 
3 Average · size bar. 
4 Large bar. 
S Huge bar. 
6 lnunense. hangar - sized bar. 

TABLE III - Activity 
(Roll ID • 3 + Patrons) 

I 1D • 1 palrOllS. 
2 2D patrons. 
3 40 patrons. 
4 80 patrons. 
S 120 patrons. 
6 200 patrons. 
7 + 400 patrons. 
Roll to determine how many customcn lhe bar has al 
any time: divide by 2 during daytime. 

TABLE IV - Quality (Roll lD) 

ll.llf ll.llf 
I Dead. No conversation, dull barflies. I 
2 Sedate atmosphere. Muted conversation, 2 

dim lights. 3 
Calm. Friendly conversation, relaxing. 4 
Boisterous. Occasional yelling, fun S 

3 
4 

Awful drinks. rude service. 
Acceptable but bland drinks. 
Average drinks. nothine outrageous. 
Good drinks, friendly 5ervicc. 
Great but slightly overpriced drinks. . 



1l.B.£ 1l.B.£ 
atmosphere. 6 Fantastic drinks. 

5 Loud. Yell if you want to be heard. 
6+ Obnoxious. Look out for flying bodies. 

PARAGRAPH V - Security (Roll ID + Planet's Law Level • Activity) 
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UBP for Security is the roll. The security roll is similar 10 the planet's Law level: weapons of a 
law level less than the bar's security will noc be pcnnincd inside, and overly boisterous chanictcrS will 
be harassed or ejected by bouncers if a 20 roll is less than Security score. 

TAB L E  VI. NOTES 
Roll on this !able a number of times equal to (2D • 9 + Activity). Foreldt roll on this table the bar 

gets, roll (20 • 3 + Activity) and consult the table below. 

&21.l llBf 
2- I Mellow rcconlcd music played. Dancing (very linlc.) 
3 2 Mellow live music played. Dancing. 
4 3 Bar is local's hangout. 
5 4 Bar saves food (roll on TABLE IV for Qualiry). 
6 5 Bar is current "in" spot: Double Patrons roll. 
7 6 Gunbling common in bar. 
8 7 Bu is spteer's hangout. 
9 8 Loud recorded music played. Dancing. 
10 9 Loud live music played. Dancing. 
1 1  A Exotic dancing. 
12 B Mercenaries' hangout. 
1 3  C P an  GallCtic Gargle Blasters served. 
1 4  D Hangout of scum, slime, filth, and otha low-life of the galaxy. 
1 5  E Obnoltiously loud live music played. Violent dancing. 
16+ F Activities too depraved for publication arc common place. 

Elilriintw notes 10lled which an inappropriate for 10flT idea of the bar. 

Other bar tips: 
•Make up interesting drinlt names. "Laser Blasts", "Jumpdrive Cocktail", whatever adds to 

the atmosphcn: of a spaccpon bu. If a chll'ICler orders a rum and Colee or a Miller Light, look at him 
funny. 

•u a barfight erupts, try to encourqe fist-fighting rather than shooting. It's less deadly and 
less trouble with the authorities. 

•Never, under any cin:umstances, should the PCs be able to kill the bartender, even if you 
have to give every bartender Battledress and an FGMP - 1 5. Every banender on a low law level 
world will have some weapon under the bar. 

•Bouncers are essential to a bar's atmosphere. The 1vera1e bouncer will have a UPP of at 
least CAC664 and at least Brawling - 2, with weapons and umor appropriate to law level and tech 
level - though non-killing weapons are emphasized (tranq rounds. gu sp-ay, neural weapons, ck:). 

� spaceport bar can be a bland, generic setting or an exciting, varied experience. This set 
of tables. plus imaginaaiort and improvisation, will help make your TRA VEU..ER pme man: detailed 
and fun. 

Have a drinlt on the House. 
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Blac1' a11d O>l)lte Gr tan color 
portrats of !OOr ra�orlte 
cl)aracta or c-reiatare. 

Btlitu prices: 
a.a· '1l.. u· 
s.a· x u· 

Colar fl.Ices 
s.s· x u· 
s.s· x H· 

.$f5.00 
.$20.00 

.$20.00 
.$23.00 

Trolls Lair Portrialts 
P.O. BolR 489 
6are1'a. CJI 93502 

Jiii J»GrtraUs are clol)e GI) 
l)ea� stGdJ Bristol Beard 0>ltfJ 
per(l)ill)Cl)t ll)IJ al)d radla11t 
d!CS (tor .cellar portrall)ts). 
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