Dreams Can Come True

by Leath Sheales

Art by andi jones

This adventure for In Nomine is designed to allow the characters, especially followers of Blandine and Beleth, a
chance to explore the ethereal realm a little more. The adventure takes place primarily on the ethereal plane, allowing
the Dream walkers to be in their element.

Introduction

In the center of the Marches, standing on the invisible border that separates Blandine's realm of dream from Beleth's
realm of nightmare, an ominous black hole has opened. This hole appeared two days ago and has not closed. It moves
and shifts with the constant flux of the border, and has engulfed a few unwary Celestials as they ventured too close.
The sudden and random changes in its movement have caused Celestials on both sides to keep their distance. Several
unaware mortal dreamscapes have also been engulfed as they drifted into the hole. Celestials charged with protecting
or menacing these dreamers have reported that the dreamers have entered comas from which they can not be wakened.
Both Archangel and Demon Princess are calling for volunteers to enter the portal and discover what lies on the other
side.

The Black Hole

The Black Hole dreamscape belongs to a young man named William "Billy" Jackson. Billy is a diagnosed sufferer of
severe schizophrenia, and was recently involved in a car accident, sending him into a coma. While in his unconscious
state, his dreamscape has remained open, bordering both nightmare and dream. Celestials of both sides may freely
enter the dreamscape. Once inside, they ignore the normal limits for how long a celestial can remain in a dreamscape,
as Billy's mental disorder and trauma prevent anyone from leaving, including Billy. The only way out is to convince
Billy that this is all a dream, making him want to leave, therefore leaving the coma and closing the dreamscape.
Rumors fueled by the unlucky people who have been trapped in this dreamscape say that another path exists.

In Billy's realm a Labyrinth exists which supposedly leads out, for those who can conquer it. Celestial powers that
normally work within the Marches are still active, with a few exceptions: Kyriotates will find that once they enter
Billy's dreamscape, any pieces of their being which are not in this particular dreamscape are instantly drawn back into
the whole. They may use their resonance as usual inside the dreamscape, but may not communicate with those outside
it with their multiplicity. Also, any Song or ability that allows communication or travel outside the dreamscape will not
work. The person attempting to use the ability will simply feel the attempt fail, taking the Essence spent with it. For
example, the Corporeal Song of Dreams will not allow the singer to depart the dreamscape, nor will the Song of
Projection allow communication outside. The only exception to this automatic failing of communication is the
Celestial Song of Tongues. Anyone attempting to bind a message into Essence may do so normally, however the
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message will not leave Billy's dreamscape until he has wakened. The singer will not know this, of course. Also, no one
from outside the dreamscape may communicate with those inside without actually entering Billy's dream.

Inside Billy's Head

The dreamscape is a perfect world, according to Billy's standards. Inside his head, Billy is the master of everything he
can imagine, safe from all the worries of the real world. Billy has almost forgotten that another world exists outside his
head, and is close to sealing the exit forever. The only things stopping him are these beings which have appeared
recently in his world, apparently beyond his control. Time has become distorted inside this dreamscape, so every day
that passes in the dreamscape is actually only an hour in the Marches. Those Celestials who possess time-based
Dissonance conditions will find (if they ignore the conditions for long enough) that they need only fulfill the condition
once every 24 dream-days. Also, Celestials will only regenerate Essence once every 24 dream-days, giving a clue to
the distortion of time within Billy's dream.

Dreams Can Come True The Dreamscape

The world as Billy has imagined it appears as a small city, full of people,
all ready to do Billy's exact bidding. Within this world, Billy rules from
the top of the highest building, which stands in the center of the city. He is
a generous ruler, and will listen to everyone who appears before him. Billy
feels much safer in this world than he did in the previous one (which is
rapidly fading from his memory), and does not want to see this safety
threatened. He is concerned about people appearing in his city whom he
can not control (the Celestials).

The primary danger within Billy's dreamscape is becoming trapped. With
B each passing day, Billy becomes more and more content with his self-
created world, and withdraws further into himself. This effect is
contagious, and intruders from outside Billy's head find that with each
passing day (as they occur in the Marches, 24 dream-days inside the
dreamscape), they forget who they are and grow to accept Billy's world.
For each day the characters spend in the dreamscape, they must make a
Will roll minus the number of days they have been trapped. Success
indicates that they know who they are. Failure indicates that they have
forgotten, and take up a new life with all the comforts that Billy can
provide. This effect vanishes in the Labyrinth, but once inside that, the
person must escape or be trapped forever with their failures. The
forgetfulness may be countered temporarily by use of the Ethereal Song of
Healing (curing the "insanity™) or the Celestial Song of Dreams, which
allows the user to slightly alter the dream to eliminate the forgetfulness for
a short time (this helps everyone trapped within the dreamscape for that day). Both of these Songs last one dream-day,
ending as the sun rises on Billy's realm the next day.

The Labyrinth

If the player characters feel that they can not bring Billy from his dreamscape, they can always try to make it through
the Labyrinth. There are one way entrances to this structure all over the city, but the largest and most well known sits
at the foot of Billy's skyscraper. Once inside, there is only one way out, and people can not return to the city. Although
the residents of the city call this place the Labyrinth, it does not resemble a maze at all. Characters braving the
Labyrinth must face and conquer Billy's fears and past events, as the character is forced into Billy's role. Examples of

file:///D|/IT0%20Update%20Torrents/ GURPs%20t0%200CR/pyramid_2000/2000/0105.1.htmI[11/12/2008 08:17:38]



events in Billy's past include constant taunting by schoolyard bullies, and even a fear to cross the road unaided. These
tests are much more difficult than they may first appear. Although each character retains their own skills and abilities,
they see the world through the eyes of Billy, and should react accordingly. Bullies become huge, seemingly invincible
foes. A busy street to cross becomes a highway of carnage, filled with endless vehicles traveling impossibly close
together at insane speeds, carelessly colliding with unwary pedestrians as they attempt to cross.

If the characters are able to endure these tests, they will face the Guardian, the last thing standing between them and
freedom. The Guardian is the thing Billy most fears in the world: his true self. His fearful dreamscape will create an
exact replica of each character in every way, possessing all their skills and abilities, and knowing exactly how they will
react to any given situation. In short, they must defeat themselves to escape. The only weakness of the Guardian is its
inability to initiate violence. When encountered, it will taunt the character and try to block them from leaving, but if
they remain calm and continue to walk past it without using force, the Guardian will eventually allow them to leave.
Non-violent tactics will be reflected back upon the characters, as the guardian responds in kind. Lilim will see their
own Needs, Elohim will be confronted with their own unswerving objectivity. However, the guardian can not be
charmed or fooled. It has no Essence to be stolen, and persons attempting to fast-talk or seduce it may as well be
attempting to fool themselves. Characters within the Labyrinth are immune to the forgetfulness that affects Billy's
dreamscape, and regain their memories as soon as they enter.

The Barrier

This feature surrounds the city and prevents anyone from leaving. It is invisible and most people will not realize it is
there, but anyone attempting to leave the city, either by foot, vehicle, or other power, will find themselves approaching
the city as soon as they have passed its outskirts. The barrier exists in every direction from the city, so all means of
escape are impossible, including such methods as flight or tunneling through the ground (do not discourage the
characters from trying, though). The Barrier can not be destroyed or avoided by any known means.

The Library

The Library is the second largest building in the city, being slightly smaller than Billy's skyscraper. In this building is
held the total of Billy's knowledge of the world, including his memories of his life and loved ones. An elderly man
with a fierce temper, the Librarian, tends the books held here. Billy is afraid of the Librarian, and never sets foot inside
the building. He is also aware on a subconscious level that the Library holds the key for his mind to end the
dreamscape, therefore he has ordered a police guard to patrol the surrounding area, stopping, questioning and arresting
anyone who tries to enter (except the Librarian). The Library closes each day at exactly 5:00 PM, and the Librarian
will open its doors at precisely 8:00 AM the next day. The citizens of the city do not even think of going into the
Library. If questioned about this, they will merely shrug and say, "There's nothing in there | need to know." It will take
some ingenuity on the part of the player characters to safely enter the Library, but once inside the police will not
attempt to harass them any further. The Library has a secret exit that leads to the basement of Billy's skyscraper, which
the Librarian may or may not show the characters. This exit has enhanced the fear surrounding the building, because
very few who enter have ever been seen to leave. Servitors of Destiny with the appropriate attunements may attempt to
use the Library to travel to Yves' Library. If this occurs, there are two possible outcomes. Either the attempt fails
completely (since this is simply another invalid attempt to exit the dreamscape), or the power of Billy's delusions
draws images of Yves' Library from the mind of the servitor and temporarily places them in a false Library. Eventually
they will learn the truth (Yves can not be found, the books don't feel quite right), and may easily return to Billy's
Library.

Non-Player Characters

The Black Hole entrance to Billy's dreamscape has caught Celestials, mortals and even a few Ethereal spirits with its
random movements. Those trapped Celestials who serve Blandine or Beleth have an advantage over other Celestials.
Billy's dreamscape may be odd compared to normal dreams, but it is still Ethereal, and those Celestials experienced in
interacting with dreams will find that their powers are still available. Most of the NPC Celestials caught in the
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dreamscape have fallen victim to its forgetfulness, but several are still actively seeking answers.

William "'Billy"" Jackson

Corporeal Forces 1 (Strength 2, Agility 2)

Ethereal Forces 3 (Intelligence 5, Precision 6)

Celestial Forces 3 (Will 6, Perception 6)

Skills: Dreaming/6

Discord: (These are not true Discords, merely human equivalents.) Paranoia/2, Schizophrenic/5

Background: Billy was raised by his abusive father after his mother had died during childbirth. Regular beatings and
emotional abuse caused Billy to retract into fantasy worlds of his own design. His skill in Dreaming and exceptionally
high Ethereal and Celestial Forces were developed instinctively, at the cost of his physical body. Even when conscious,
Billy rarely moves or speaks. Thrown into a coma following a car accident in which his father was killed, Billy has all
but forgotten the world of pain and misery outside his head, and is happily living in his safe fantasy world. He is
unaware of the impact his dreamscape is having on the Marches and unwary human dreamers, but is aware that the
population of people in his realm that he has lesser control over is growing. Billy sees himself as a kind and generous
ruler. His throne room is filled with people seeking an audience with him. Sitting at one end of the room, Billy will
graciously see all those who ask, and will grant their request if it is within his power and it will not harm or upset the
greater populace. He knows at a glance whether someone was created from his dream (his people), or if they have
entered from outside. He is also able to tell if these intruders from outside are likely to cause trouble (they still have
their memories), or if they have accepted his right to rule (they have forgotten who they are). Billy is still willing to
talk to outsiders, but is wary of them.

Annekial

Elohite of Dreams

Corporeal Forces 1 (Strength 2, Agility 2)

Ethereal Forces 5 (Intelligence 10, Precision 10)

Celestial Forces 3 (Will 6, Perception 6)

Skills: Dodge/1, Emote/3, Fast-talk/4, Fighting/2, Lying/3, Move Silently/1

Songs: Charm (Ethereal/4), Dreams (Corporeal/4, Ethereal/5, Celestial/3), Healing (Ethereal/2).
Attunements: Elohite of Dreams, Healing Dream

Background: Annekial was one of the first creatures to be trapped within Billy's dreamscape. Within close proximity
when the Hole opened, she investigated, only to be trapped within. She is very close to determining how to convince
Billy to end the dream, but is rapidly falling victim to the forgetfulness inherent in this dreamscape. She has a -4 to her
Will roll, for the purpose of remembering who she is. If found early in the adventure, she will be able to warn of the
strange passing of time within this dreamscape, of Billy's delusions and of the various major features of the
dreamscape, but is in very real danger of forgetting who she is.

Thargol

Balseraph of Nightmares

Corporeal Forces 2 (Strength 3, Agility 5)

Ethereal Forces 4 (Intelligence 9, Precision 7)

Celestial Forces 3 (Will 8, Perception 4)

Skills: Detect Lies/3, Dodge/3, Emote/2, Fast-talk/4, Savoir-Faire/3,
Seduction/2
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Dreams Can Come True

Songs: Charm (Ethereal/3, Celestial/2), Dreams(Celestial/4), Light B
(Ethereal/3)
Attunements: Balseraph of Nightmares, Dream Walking

Background: Thargol was caught by Billy's dreamscape when the

nightmare he was manipulating drifted too close to the black hole. He

quickly abandoned the torment of his previous dreamer and set to

work discovering all he could about this strange dream. When he

discovered Billy he sought to torment him, but soon discovered

Billy's remarkable control over the events in his dream. Thargol has

since developed a new plan and is now manipulating Billy, using his

resonance and attunements, to inflict unreasoning fear on the others

he has discovered trapped in this dream. He can often be found in Billy's throne room, acting the role of humble
servant and adviser. He has yet to realize the danger of forgetting the outside world, and is at -2 to his daily Will rolls
for remembering.

Rivarra

Ethereal Spirit

Corporeal Forces 1 (Strength 1, Agility 3)

Ethereal Forces 4 (Intelligence 6, Precision 10)

Celestial Forces 1 (Will 2, Perception 2)

Skills: Fighting/3, Dodge/3, Singing/1

Songs: Dreams (Corporeal/1), Dreams (Ethereal/1, Celestial/1)
Attunements: None

Background: Rivarra is a mischievous young ethereal spirit who escaped a mortal's dreamscape and has so far evaded
the servants of both Blandine and Beleth. He ventured too close to Billy's dream and was drawn inside. He is actually
one of the few creatures enjoying this experience. Due to some quirk of being an ethereal spirit with little
comprehension of the outside world, Rivarra is immune to the forgetfulness that effects everyone else. He is having the
time of his life. Rivarra befriended Billy when he first arrived, but was forced away when Thargol began manipulating
Billy. Rivarra is looking for allies to help remove Thargol, but is instinctively wary of Celestials from both sides.

The Adventure

This adventure is largely unstructured, as there are virtually no limits to what the characters may attempt. They have to
act fast, as each day they run the risk of forgetting who they were and settling down. The GM is encouraged to run
this adventure loosely, reacting to any plan the characters come up with as they see fit, following the guidelines given
above. The possibilities are endless.

The Aftermath
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What happens if and when the characters escape depends largely on what side they are on. Divine characters reporting
to Blandine will receive the greatest reward if they were able to convince Billy that his world was all a dream and
safely bring him out of his coma. She will still be pleased if they are able to escape and bring her information. They
may be asked to venture inside again, as they now know what to expect. Infernal characters reporting to Beleth will
find that the Demon Princess is most pleased if they are able to give her extensive reports on what is occurring inside
the dreamscape. She will be especially pleased if they are able to tell her about the forgetfulness, as she can use this as
a means to rid herself of enemies and troublesome servants. She will not be happy if the characters have no useful
information, or if they discover the effects of the realm yet manage to wake Billy, thereby eliminating a potentially
useful dungeon. She will be pleased if the characters are able to convince or cajole Billy into becoming a Soldier of
Nightmares. Again, GMs are encouraged to play this as it happens.

If the characters take longer than one day (Marches time), Blandine and Beleth will declare the area off limits to their
servants, avoiding the danger while waiting for news. Waking Billy from his dreamscape will free any Celestials that
have forgotten who they were. They will experience a period similar to Trauma, but will eventually recover. If Billy
can be woken, he is an excellent candidate to become a trained Ethereal Soldier. He has already developed powerful
skill in Dreaming and has a powerful collection of forces that could one day make him an influential Soldier in the
shifting fields of the Marches.
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Campaign Killers

by Peter Flanagan

Art by andi jones

Some Gamemasters are fortunate. They have groups of players who understand the need for cooperation to make the
adventure run smoothly. Still, even in the best groups, troubles can arise. A new player can disrupt the game flow
without intending to, or an experienced member might let other frustrations leak into their character.

In addition, most GMs aren't so lucky. They don't have to be bad people to be troublesome players, but they can till
wreak havoc on a campaign or a gaming group. The Power Gamer. The Rules Lawyer. The Nihilist. The Wallflower.
The Combat Monster. Many Gamemasters dread seeing any of these player types enter the game, but they can often go
unrecognized until the Combat Monster has blown away the diplomat the party was supposed to guard or the Rules
Lawyer interrupts the climactic dogfight to argue turn ratios, and then the GM has to clean up the mess. If possible.
But it helps to remember a few things.

First of al, a person whose playing style involves one of the classic extremes above doesn't even have to be a bad
player per se. The problem lies in the extremity, not the style. So maybe, especialy with a new player, a simple talk
can smooth things over. But if it doesn't, it becomes necessary to deal with the situation. Fortunately, the situations
aren't as hard to deal with as they sometimes seem, given the chance to think them over.

At this point, analyze the situation. The "problem™ gamers may not be the cliches that they first seem. Someone who
appears to be a power gamer might just want to play in campaigns with more "neat stuff,” like higher levels of ps,
magic and/or tech, or an apparent rules lawyer might just like tinkering with systems. If that's the case, the situation
becomes less one of dealing with an extremist and more one of accommodating different gaming styles.

However, when a GM runs into a genuinely disruptive player, dealing with the problem is considerably more difficult.
While removing a player may seem satisfying at times, it can be far more difficult than it sounds, and real-life hurt
feelings can be a lot harder to salvage than a campaign idea.

The Power Gamer

Some players just aren't satisfied in any game unlessthey're all-powerful. Even in a game where the characters are
beginners (low levels or point costs), the power gamer tries to find a way to be able to conquer the universe. They may
not intend to destroy everything in their path, but want to be able to if necessary. Naturally, such a character makes
any adventure moot, as the omnipotent PC immediately solves any problem.

Sometimes, the power gamer just wants the character to be "unkillable." Characters can be a huge emotional
investment; if the player doesn't want the character to die, and you're willing to be flexible, you can negotiate this in
advance. The character may be killable within the rules, but the GM can make sure it doesn't happen, or create a
"survival luck" advantage that lets the character survive otherwise-certain death. Obvioudly, this sort of thing depends
heavily on the campaign type. Such reality bending is much more likely to fit into '40s cliffhangers than gritty
cyberpunk campaigns. Either way, if the player is trying to be unstoppable rather than just unkillable, the original
problem resurfaces.
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Sometimes, a power gamer is also a rules lawyer -- the better to create an invincible character -- but as often as not the
gamer isjust clever, using anything available in character to become unstoppable. Such a player, if unable to be
omnipotent from the outset, can marshal resources, remain in the shadows, and wait until the "master plan” is ready to
venture forth and take over. Reasonable tactics, but not particularly heroic or adventurous.

The first thing to do is monitor the power gamer's character creation closely. If the campaign is meant to be run at a
fairly high power level, you might wish to limit the number of points that can be spent on any one ability, or
conversely avoid allowing too broad a range of powers. Telepathic CEOs, magi of high noble rank, and any sorts of
gadgeteers are to be watched carefully. Also, one of the primary tactics of the power gamer is explaining how no one
else should have thought of what they did, because it's so clever.

Don't listen.

Anything the power gamer can come up with, someone can easily have tried already. If they succeeded, they're running
things. If they didn't, someone took them out. Either way, look for chinksin their armor and exploit them mercilessly.
If none are to be found, the GM can always come up with someone more powerful than the gamer who's discovered
the same thing, or another equally diabolic scheme. Another possible solution is to let the power gamer succeed for a
little while, then let Darwin take over. Eventually, one of the character's enemies is going to prove faster, stronger, or
Smarter.

Finally, remember that the tone of the game should play heavily into the solution. In a supers campaign, for example,
some cosmic entity can decide that the power gamer's doing a little too well, and that can lead into a grand adventure
that just happens to dismantle the best-laid plans. In a game devoted to scheming, the power-gamer mentality will be
everywhere, so having some other foolproof plan run into the gamer's is simple enough. Campaigns that fall in
between the two extremes can usually be salvaged by a combination of these two solutions.

The Rules Lawyer Campaign Killers

A power gamer can be annoying, but generally they're not actively
working against game flow, at least in the short term. A rules lawyer,
on the other hand, is a constant nuisance. Someone who knows the
rules intimately can be an enormous asset, if they're working with the
GM. However, the classic rules lawyer waits for someone to make a
mistake, then pounces, disrupting the scene and forcing everyone to

pull out their books to look for the usually obscure rule cited. Now, a
good GM admits a mistake and moves on. But sometimes decisions
have to be made on the fly, especially considering how clever players
are. When the party goes into East Nowhere and the GM hasn't put
anything on the map but the name, some fast decisions need to be
made, which the lawyer can exploit. Worse, sometimes the rules lawyer
turns on the party, and explains how the clever and imaginative solution
a player devised can't work because of the Paper Clip Stress rule on
page 427.

The problem with rules lawyers is that, usualy, they're technically

right. And while the trend in gaming is away from hard-and-fast game

mechanics, sometimes those mechanics are necessary, especialy in

combat. Then the lawyer can slow things down interminably. The solution lies in understanding the type of rules
lawyer you're up against.

Rules lawyer type one isjust big on rules, and is only a problem when they impose that obsessiveness on the group.

Two solutions involve going to the opposite spectrums of the gaming world-use a detailed system and let the lawyer
handle the details if they're fast enough, or use a less rules-intensive system and cease to worry about the lawyer. The
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primary difficulty with these options is that the situation may frustrate someone eventually. The most important thing
to do, however, isto make the decision in advance. This sort of rules lawyer will usually respect such a decision. After
all, the GM isthe arbiter of the rules, and has clarified the situation.

The second variety of rules lawyer is more pernicious, but ultimately easier to deal with. Thisis a variety of the power
gamer, but rather than using the rules to construct a more powerful character, he finds loopholes and seeks out errors
to make sure that conflicts go in favor of the character. Many of the tactics mentioned for power gamers are useful
against this variety of rules lawyer, but the primary thing to remember is who the arbiter of the rules is. Chances are,
the players will side with the GM, since this variety of rules lawyer often uses the rules against them as well. The first
type of rules lawyer is ultimately honest, while this player is twisting the rules. An effective tactic that should be used
sparingly is the creation of an enemy who either istoo simple for the rules lawyer to get a handle on (bruisers are great
for this), or uses every loophole the lawyer's character does. Give lawyer two enough rope, then hang ‘em high.

The Nihilist

Some players can't stand it when things go right. The character, and often the player, bemoans cruel fate while ensuring
that fate is never kind. With the ascent of "dark" roleplaying, the nihilist has become increasingly prevalent, and there's
nothing wrong with pathos now and again. Nevertheless, the nihilist doesn't seem happy unless the character is a
maimed, cursed, hideous outcast whose only love died a horrific death.

If the player is enjoying the game, then the solution is easy: let the character be depressed. The most important thing is
to ensure that the nihilist doesn't ruin the fun for everyone else. Nihilists can easily get out of hand, trying to make
every other character as depressing and paranoid as theirs. Any attempts to sabotage other party members' personalities
should be stopped cold. The GM's options here vary widely. Don't hand the group victory, but make sure that there's
some light even in the darkest world. Any actual assaults, physical or otherwise, by the nihilist (or any other player) on
a party member should be dealt with decisively, unlessthat's the type of campaign being run. Even then, vindictive
subversion of more cheerful characters should receive low tolerance at best. Give other characters perception rolls, or
have any mentorg/allies step in, or just bring in a captain of the watch who happens to be the best fighter any of them
has ever seen.

The problem worsens when the player is depressing. If the character is honestly trying, but the player's luck is rotten,
cut the potential nihilist some slack. A few victories can prevent hard feelings. Still, some people seem to refuse to
cheer up, and this variety of nihilist can kill a campaign. Fortunately, most of the suggestions above work just as well
against a demoralizing player. The added difficulty comes from dealing with players who damn if they do and damn if
they don't. If success brings complaints about the "lack of realism” and failure causes "'l told you so" gloating, there's
not much to do besides ignoring the out-of -character nonsense. Deliberately killing charactersis usually not an
effective tactic, but with a player nihilist it may be the only option. Pleasing this person is virtually impossible; don't
give yourself an ulcer trying.

The Wallflower

There may not be one in every party, but they're fairly common. A regular's significant other joins to be with the loved
one, or a novice is having trouble getting their character into the game, or someoneisjust shy. The wallflower isn't the
annoyance a rules lawyer or a nihilist is, but a player who just sits thereisn't really playing.

Engaging a wallflower might prove to be ssimple, or extraordinarily difficult, depending on how much the player wants
to be involved. Inexperienced wallflowers often have excellent roleplayers hidden within. Providing the player with an
interesting subplot revolving around their character may well result in the wallflower becoming a driving force in the
campaign. The most important thing to do is get the player interested in what's happening around the character. Engage
the emotions. Try not to put the player on the spot by dropping the fate of the party/city/world/universe on that
character's shoulders, at least not at first. Once the player can become their character, by the time the chips are down,
the ex-wallflower will be taking names.
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The situation is more difficult with players who are there for someone else, or are having trouble for other reasons. If
the initial attempts to involve the character don't take, talk to the player. Find out what the wallflower is interested in.
An overwhelmed newbie will probably appreciate the effort, and other players can help you help them. Remember,
even an experienced gamer can get lost in a new system or setting. And if nothing else, the wallflower is relatively
harmless. Aslong as no feelings are hurt, it may be just as well to leave quiet players aone.

The Combat Monster

Perhaps the most dreaded of beasts to many roleplayers, the combat monster exists for one purpose: destruction.
Psychological motivations for hack-and-slash players abound, but the upshot is that the combat monster wants to take
arms against a sea of troubles and end them decisively. But many slashers are not nearly as dangerous to a campaign
as they seem. In fact, the combat monster can be the most innocuous of "disruptions.” Many, if left alone during
roleplaying, will smply wait for the next fight scene and cut loose then. Like many predators, the combat monster is
only dangerous if annoyed. If not given at least one fight per session, or if attempts to force roleplaying are made, the
combat monster can become vicious, lashing out at NPCs or even offending players.

The combat monster usually becomes a problem because of certain situations. If a hack-and-slash gamer tries to fight
their way through deathtraps and cocktail parties, this is obviously going to inconvenience the other players. If the rest
of the party can't deal with the combat monster for one reason or another, having the character (and the next two or
three subsequent ones, if necessary) get annihilated by said deathtrap or the small army of well-armed guards should
provide the player with a clue. Fortunately, the combat monster player usually sees the character as a collection of
numbers, so the emotional impact should be minor. Also, "feeding” the combat monster on occasion with a dose of
high-octane action should encourage patience during the lulls.

Other difficulties arise with another power gamer mix. The combat monster/power gamer is a rather unsettling
combination, especially since a combat monster is optimized to begin with. A smart combat monster can be as
unbalancing as any other power gamer, as the threats that can challenge the slasher may well turn the other players into
paste. Fortunately, in most cases, the solution is simple. The antagonist has something specia to deal with the combat
monster specifically. Thiswill give the slasher great pleasure as the character gets to cut loose, while the other players
can do other things that need to be done without being blown away.

* k%

These are all suggestions meant to deal with player difficulties without having to remove anyone, including the GM,
from the game. Hopefully, any given gaming group is compatible enough to get around these problems, but ultimately
roleplaying is a game, and if it's not fun any more, then it may be time for someone to leave the group.

But it doesn't hurt to try to work things out first.
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Golf Tee Spaceships

by Fred Wolke

Starfire. Full Thrust. Battlefleet: Gothic. There are alot of games out there that let you play out a space battle
between massed fleets of ships. Of course, if you buy pewter miniatures for these games, your budget is going to take a
big hit -- a single ship can cost between six and ten dollars.

Ouch!
It doesn't have to be this way.

A long time ago, a game came out called Traveller 2300. Since it didn't have much to do with the Traveller universe,
they eventually changed the name to just 2300. All in al, a fair game, interesting background, lousy mechanics. What
was important about it to me, though, was that in one of the supplements (it's been a long time, forgive me) they had
some recommendations on how to build a starship miniature out of a golf tee. It was a fairly simple operation. Cut the
golf tee off where the taper on the big end merges into the shaft. Glue the middle of the shaft to the narrow end of the
other piece, prime, paint, and there you go . . . a nifty starship miniature that cost you about ten cents, max. They
recommended making smaller ships by cutting the length of the shaft down.

When | picked up Starfire a while back, | remembered that article, and -
decided IIowould Euild a set of miniatures to use with it. The bases of the Golf Tee Spaceships
miniatures were perfect for the 1/2" hexgrid Starfire used, and it came

out pretty good. | felt that something was missing, however. The ships

all looked pretty much the same. The carriers, for example, seemed to

have no way to launch or recover their fighters. | built a few more

minis, using some flat wooden coffee-stirrers to make landing pads and (2]
launch decks. | built more minis using multiple golf tees. My Dremel

tool was invaluable for making the precision cuts required, as was my 2-

1/2" table vise.

I built flights of fighters by gluing toothpick-tips to bits of transparent
plastic in sixes, and gluing that to a golf-tee base.

Never got to use them. Starfire isn't exactly a popular game. That was
about two years ago.

| just recently picked up Full Thrust (and the supplement, More
Thrust) and whileit's a little overpriced at aimost $20 for just 48 pages
each, it'saterrific system. Fast-paced, generic, and elegant. | can't wait
to play it.

Which means, of course, that I've begun making more miniatures. | can't
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Golf Tee Spaceships

stop myself.

For Starfire, | built one blue fleet, and one red fleet. This one is white. |

got the obligatory smaller ships out of the way, then got to work onmy  Golf Tee Spaceships
favorites, the dreadnoughts. More configurations, larger ships. |

discovered that bamboo skewers offer all kinds of possibilities for

structural elements.

Sometimes, a larger mini will be unstable. By gluing a penny to the
bottom of the base, | got a decent stability without adding too much to a
the footprint.

My latest construction is the "Brokkian Ultra-dreadnought.” It's about

50 times the size of a "standard" golf-tee miniature, built from a bit of

plastic taken from a Hot Wheels track set my son had broken. | added

some half-toothpicks, a pair of golf tee points for engines, and some

paint. For this miniature, | wanted the turrets to show up. Eventually, | struck upon the solution. | took one of those
metal chains made from little balls strung together, cut the balls apart with wire cutters, and glued them to the sides,
top, and bottom of the dreadnought.

Until now, all three fleets have been constructed with golf tees, toothpicks, and bamboo skewers. Adding in paint,
primer, and glue, I've probably constructed all 100 or so miniatures for about $25. They're not as pretty as pewter
minis, but they didn't cost me hundreds of dollars, either. | only broke my "no-pewter" rule once -- | found a pack of
36 fighters for the Harpoon game for $8.95, and | couldn't resist.

Now I'm keeping my eyes open for other bits of plastic and such that | can use for more minis. | till don't have a
space station I'm satisfied with, especially since | want something fairly large. But there's hope.

file:///D)/To%20Update%20T orrents’ GURPs%20t0%200CR/pyramid_2000/2000/0111.html[11/12/2008 08:17:43]



Heroes in Hell

by Brad Glenn

Art by andi jones

An excellent change for a tired superhero campaign is to shock the heroes by dropping them into a horror realm. This
Horror/Supers crossover has been vaguely mentioned in GURPS Supers, Second Edition, but not fully examined by
any means. This genre mix can be an exciting variation for the players, and a fun change for the GM.

Why Horror and Supers together? Strangely, they have a lot in common. Both deal with obvious battles of good versus
evil, and have various individuals, often with strange powers. The real joy of a Horror campaign, or Horror movie for
that matter, is getting scared, and the rush of adrenaline that comes with that. The mystery, the strange, secret powers,
the forces of evil, all together create an intriguing world. Why Supers? The joy of imagining your character flying
over a city, jumping from building to building, the creation of new powers and origins, the fight against evil, the rush
of power after lifting up a tank. These two genres mix together well! Take an ominous horror, while powerful people
fight against it, protecting humanity from pain, torment, mass insanity, and destruction by malevolent forces. Thisis
truly ajob for super-heroes!

Character Creation

When starting up a normal Supers campaign, usually everyone has a Supers Archetype they wish to play. "l wish to
play a speed guy,” or "l want to play someone like Plastic-Man," is commonly heard around the table. There's nothing
wrong with archetypes, as most of them are interesting and fun to play. For a Horror adventure, | suggest making the
characters a little more original, and with a little more personality. I'm not knocking the Flash or anyone, but normally
comic book characters are two-dimensional: it's practically part of the genre. But, in the conversion to Horror, the
characters should change into fully fleshed out three-dimensional characters. They will have different demands upon
them, and different needs within the game. If someone wants to play a basic punch-'‘em-out superhero, they may be
disappointed to end up running from supernatural horrors.

Normally, | persuade my players to take on such characters as Supers with mental disadvantages, or misunderstood
creatures. Strange powers and diminished defenses make the heroes much more accustomed to fleeing in the face of
impending doom, rather than fighting demons face-to-face. A hero who fights a demon face-to-face is known as a
dead hero. Demons are usually way too powerful for direct contact. Ask every character to take at least a minor
phobia. Everyone | know seems to have minor fears, why not superheroes? Give them realistic ambitions, jobs, daily
lives. Make sure everyone knows their character well enough to know their eye color. Thisisthe only way to really
get awell developed character. Now it may not happen the first game. Usually for me, it takes a few games to know a
character, and even then | half-ignore my disadvantages because the character has found his or her own disadvantages,
which usually are far more detrimental than those written on my sheet.

Another interesting technique for Horror/Supersis to try to make the Supers off balance with each other, not
completely trusting of one another. This adds even more intrigue into the game. This can easily be accomplished with
secret disadvantages, delusions, compulsive behaviors (like lying) and other disadvantages. Why does one of the
heroes disappear every time there's a full moon out? It could simply be a quirk that they like walking in the full moon,
or they could be a werewolf, living dead, spawn of Y ugthugyug, whatever. | make it a rule that characters are never
allowed to see each others' sheets, and | often write down secret disadvantages as simply "Secret” and then remember
what itis. | once had a eunuch character who was deathly afraid that people would find out about his problem, and |
played him for over a year with no one discovering it.
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Magicians or witches/wizards are always a good bet for a super-team fighting in realms of the unknown. They can
sense when magic is being used, or the presence of magical creatures. Usually, they are less capable in the raw power
department, but they more than make up for it in diversity. | allow a super-mage to take nearly any spell, as long as
they have the prerequisites, but on top of that, they may also take powers from the Supers system you're using, to give
them equitable strengths. A magic lighting bolt may only go up to 3d6, but a Supers lightning bolt may go as high as
the character has points to spend. Or a GM may wish to do away with limitations on magical powers, so a mage may
do as much damage with a lightning bolt as they wish, as long as they have the fatigue to keep going. Remember,
super-mages should always buy extrafatigue!

Psis are also a good standby, as they are usually present in both comics and horror related material. Psi-sniffersare
good for detecting psionic activity, and telepaths and psychomotrists make excellent detectives. Psionic powers can
easily emulate any super-power, and still have a more realistic fed to it.

For a beginning Horror/Supers game, | would suggest to limit the Supers to a 250 point maximum in GURPS --
convert this to your own system if you're using something else), thus limiting how much power they can have. Also,
restrict the accessibility to powers such as flying, teleportation, or insubstantiality. These powers make it extremely
difficult to capture the heroes in horrifying situations. | often have difficulty with teleportersin RPGs, as it is too easy
to deactivate a situation by teleporting away. Y ou want to scare the players, and having a Superhero hovering over 30
zombies while billowing fire down upon them isn't scary. Now being stuck in the middle of 30 zombies . . . that's
scary! | have found that one flyer will suffice for a four to six player team, but make sure that they cannot lift the
entire team and bring them along for the flight. Compared to a flying team, an earthbound team will be far more
frightened when fighting flying creatures.

Heroesin Hell Villains and Antagonists

The heroes are going to need opposition, and that means creatures
in the Horror genre, and Supervillains in the comic-book genre.
These two antagonists can be mixed together in various forms to
create really interesting opposition.

When creating an enemy, the first thing | consider is the powers,
and how they interact with the characters. For the horror genre |
imagine strange hooks, cutting implements, and other gory tools
of pain. A nasty guy with a pitchfork is good for a normal

B human, but a super-hero is going to zap this poor fool from 30

) feet away and be done with him. To get around this, you might
have the hero surrounded by 50 nasty guys with pitchforks, but
after one or two adventures like that, the heroes are going to get
more area-effect powers and that will be the end of that. The
enemies have to be more devious than that. Invisibility is a good
tool of avillain, as are darkness powers, body of shadow, and
other powers that make the enemy difficult to find. People
suddenly being decapitated by an invisible person with an axe is
scary, because you never know if the killer isright in front of
youl.

Anything mind-control oriented is usualy good. Really good

illusions and hallucinations can be used to mislead the heroes,
making them believe one thing, and then the complete opposite. Having someone stumble upon a horribly disfigured
body covered with maggots and grue is scary, but when they run to get their teammates, and return to find it gone, and
the room totally clean and fresh-smelling: that will unnerve them.

There are also thousands of possibilities for Supervillains that don't fit the comic-book norm, but do fit into the
Supers/Horror crossover. Normally these type of enemies don't wear "costumes' so much as they have horrific bodies,
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or wear clothes appropriate for their powers. One such villain | created is Cross-Stitch, who wears sewn-together rags,
which fits with his character conception. Notice that Cross-Stitch does have his horrific giant needle to skewer people
on, but he can also sew their eyes shut, sew their limbs to their bodies in a binding attack, or throw thousands of tiny
needlesto stick into a person to avoid being followed. He does have his gory attack, but also enough special effects to
make him interesting. Freddy Krueger from Nightmare on EIm Street is another good example. He has a metal claw for
damage, and dream powers, which would make an excellent adventure. When you think about it, most horror movies
focus on a being with powers, so the enemies are not that difficult to come up with.

When | make up a character, I ssmply think of four categories. Attack, Defense, Movement, and Special. To have an
interesting yet potent villain, they should have something from each of these categories. They must be a threat, which
pertains to attack, and they must be able to survive an attack, their defense. They must be able to flee/follow the
heroes, sometimes leaping out from nowhere. This is their movement. And finally their special is something that really
distinguishes them from the other flying hook guys. Maybe your villain has an choking stench of death, or is made
from solid stone. Something to make them interesting.

Now that you have come up with enough powers, the horror genre dictates that they must come from somewhere. In a
comic-book, often creatures just appear, or a villain just invents some story to trap the hero. Thevillain'soriginin a
crossover will probably have to be much more thought out, and intrinsic to the plot. For some, the origin isn't that
important though, like an insane Psi. They, most likely, were born with psionic abilities. On the other hand, something
opened a portal to the dimension of Y ugthugyug, and the adventure there would probably involve finding out who did
it, how to close it, while dodging those horrible spawn of Y ugthugyug.

Sometimes an interesting origin can be the entire basis for a story. For example, | am working on a game where Sister
Twine was raised from the dead by a mysterious tree called the Xikum (also known as the Y ggdrasil). She now has
horrific powers; evil blue ghost babies floating around her, ready to do her bidding. Once the heroes are swarmed by
these blue babies, they will be scared. But the plot follows the line that Sister Twine wants more power, so she wants
to get to this tree. If she gets there, she will be able to raise an entire army of dead, so the heroes should stop her. The
plot is much more complicated than that, but her origin is an intrinsic part of the plot.

Creating Scenarios

As| stated earlier, horror plots generally surround the creation of the antagonist. There's a black slime gurgling up
through the sewers and dissolving people into skeletons. Plot? What is this thing, how did it get here, and how isit
stopped? The antagonist itself creates the plot.

But, more interesting, a villain can be a character in the plot. Villains should also have ambitions, so their needs can
be interesting plot devices without actually being the plot. Take for instance, an evil freak-show, led by a deformed,
mindless, eight-foot-tall man with a small baby head growing out of his neck. He has the strength of five men, and the
baby gives him an IQ of 20. Scary and gross, but if he were to rampage the streets, a cop could easily subdue him. He
gets his freak friends to enter the city and search out a freak that left the circus ten years ago, and stole with him a
strange mystical egg. According to the freak-man, the egg is preparing to hatch, and it will unleash a creature so
horrible that to look upon it isto go insane. There's the plot, and the heroes have to discover what is going on, search
for the wayward freak, and deal with the inevitable hatching of the creature. Meanwhile, they antagonists will want to
stop the heroes, and will send their own freaks after them, but the more freaks fighting the heroes, the less there are to
search for the egg. The GM must decide how the antagonists react, and how desperate they are for the egg.

In that instance, the actions of the heroes affect the actions of the villains, instead of a static plot where the actions of
an unthinking enemy would go along the same lines no matter what the heroes do. This, unfortunately, is much harder
to GM, but much more interesting and realistic for the players.

One of my favorite Horror/Supers style plots are ones where the players doubt reality. One | came up with is called
"From the Mouths of Babes," where a group of powerful psionic children are gathered by a mysterious leader, and the
heroes are brought into the campaign through mind-control, hallucinations, and various other psionic powers. One hero
wakes up with an axe in his hand, and three hacked up bodies around him. Another finds his dead wife is alive, and

file:///D)/T0o%20Update%20T orrents GURPs%20t0%200CR/pyramid_2000/2000/0112.1.html[11/12/2008 08:17:44]



hiding from him. A third hero has every fear she ever had show up and attack her. In each instance, the heroes doubted
themselves, each other, and reality. Would you feel safe around a person who is accused of murder, but can't remember
doing it?

There isan old line that says "avoid clichés like the plague.” This holds true in a game. Sure, zombies are scary, but
the second time you encounter zombies they are much less scary -- just hack them up and get on with things.
Vampires, werewolves, and mummies are all expected in a Horror game. Instead, give the players something that they
don't expect. Give them tentacled creatures, veiny blood-spurting humanoids and amorphous clouds with thousands of
clawed hands and a giant bull's head. If you want to use a cliché villain, make them as interesting as you can, and don't
let the heroes know what they are up against. Sure, that woman in the trenchcoat and fedora seems to be invulnerable
to bullets and can turn into a cloud of mist, but who is going to suspect she is a vampire? The team possibly will, but
if enough super-humans are encountered, they might just think she has super-powers. Still, if they figure out she'sa
vampire, she will be much lessinteresting. "Break out the stakes," the super-heroes yawn.

Horror/Supers plots should be misleading, scary, threatening, and keep the heroes somewhat off balance. They should
play upon personal fears of both the characters and the players and, presumably, of the GM.

Scaring the Players

Scaring the players should mainly rely upon an intriguing, twisting plot, but to enhance that fear, several "helpers' are
available.

Lighting: There isa problem of how much light to have. Y ou have to be able to read your character sheet and plot
notes, but sitting under fluorescent lights isn't very scary. Candles are excellent mood-setters, but they aren't al that
bright, and there is a small chance of fire with open flames and all those pieces of paper. Even with these problems, |
still choose candle-light, and a soft light in the background. The candles give an aura that electric lights just don't
have. One main candelabra for a centerpiece, and three or four other candles on window-ledges seem to be enough.
You can try it without an electric light, or turn off the lights during a scary bit. (I once faced a demon while inside of a
pentagram, and the GM turned off all the lights and left only one small candle to light the room, and it worked quite
well: he portrayed the demon with excellent horrific qualities!) Thisis still a bit of a distraction. Although | have never
tried this, | have always thought about having those clip-on book lights on clip-boards for the characters to read what
ison their sheets, but otherwise just use candlelight.

Props: These are excellent little touches that add to the game a lot. Setting the room up with subtle, tasteful items that
pertain to the game give a good psychological undercurrent. | have a ceramic skull | bring out and set on the table: it's
a little blatant, but everyone knows it, so it doesn't seem out of place, and reminds players of the genre. The GM
should also make up small props for the game whenever appropriate. If the players are to retrieve an ancient map, try
to give them one that looks as authentic as possible. Pour strong tea over paper to get that old-fashioned look, burn the
edges, use home-made paper, anything. It doesn't have to be perfect. Computers often have interesting fonts, and can
emulate old-fashioned writing, so even though they look like computer printouts, the players will forgive you. In past
games, | have used such props as paper-mache masks, false scars and wounds from Halloween costume packages,
hoods and capes, and a small, silver skull with "magical properties.”

Music: Often music can be distracting, detracting from the mood instead of adding to it. Y ou have to find the proper
music to make it helpful. Our local library carries records (remember them?) of movie soundtracks, and they have a
decent selection of horror movie soundtracks. | go through them, and make cassette tapes to play during the games.

Y ou actually have to listen to the songs before putting them on, because there are often ones that don't fit. Play them
quietly in the background, and soon the players will forget they are listening to the music, and just react on a
subconscious level. (On a side note: | have played these tapes while driving at night- bad idea!) The problem is that
occasionally you have to get up to change the tape, unless you have an auto-rewind. | keep the tape-deck handy, so
that I can quickly flip the tape. | have five or six tapes, and that seems to be enough that the players don't get sick of
hearing them. Another use of music isto play music that is being played in the game. If the characters are in a noisy
nightclub, play nightclub music, loud! Also, | got a tape of a performer called Diamanda Galas, who put out an album
called The Litanies of Satan. She sounds exactly as | would imagine a horrific demon sounding. Pick it up if you can
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find it. It's very difficult to listen to, but as a demon howling in a dungeon cell, she's excellent.

Problemsthat May Arise

There may be a few problems integrating superheroes into a Horror game. They may not enjoy the change from being
nearly all-powerful to running away from monolithic horrors. These can be dealt with in different ways.

The players may not be too pleased to learn that they must now make fright checks. They may have gotten used to
fighting supervillains in another campaign, and being incredibly brave in the face of nasty space robots and super-
Vikings. Unfortunately, you must enforce fright checks, as they are no longer fighting regular villains, but terrifying
creatures. They may not need to make fright checks when facing normal villains (like the super-Vikings), but when
confronted with Lovecraftian-styled creatures it should be frightening to the heroes. If you describe it well, the players
should have no problem, because hopefully you will scare them as well. The writhing tentacles dragging people down
into the sewers should be described well enough, and in the right atmosphere that the players are scared enough to
understand how their characters may be frightened as well.

Scaring the players may be difficult. | have found that once players have powers, they feel invulnerable to outside
forces; this must be curbed in order for the heroes to enjoy the game. Allow them a chance to flaunt their powers, but
make sure they understand that however powerful they are, there are more powerful forces in the universe, and
malevolent ones! You can prey upon their weaknesses, trapping them and wounding them. Let them know that they are
vulnerable, and that they can be killed. I don't suggest killing a character just to show them that there can be fatalities
in the game, in fact | actively suggest you don't, but also don't shy away from killing them either. If a character does
something stupid, or rolls terribly at an inopportune moment, you have to be brave enough to give out consequences.
If a character is hanging upside-down from bridge above a thousand foot chasm by his knees, then critically fails his
acrobatics roll, chances are he's going to fall, and unless he can somehow slow hisfall or get saved by his teammates,
you may have to splatter him across the rocks. Let the players know before they get into the game that it may be
deadly, and not to get too frustrated if a fatality occurs.

One problem that often arises with almost every Horror team that 1've encountered is the feeling of powerlessness the
players have when trying to influence the outcome of the game. It is a prerequisite that the players must be challenged
to enjoy the game, but superheroes should still have some power, or else it would just be a normal Horror game. One
way to confront this isto start the game with a smaller challenge, such as stopping a bank robbery or some other
criminal activity. This way the characters get to show off their powers, gain a little prestige in the public eye, and have
a bit of a power trip. Nothing wrong with that. When the players get comfortable with their power, hit them with the
creatures, the horrors. Show them that the forces at hand are powerful, but that a normal human would be too frail to
deal with it, and only a superhero stands a chance, and not even much of a chance. This style shows the players that
their characters are forceful, just dealing with powers beyond their control. Give them smaller tasks during the game as
well. The fire-breathing demon may set a building on fire, and the heroes can take pleasure in saving humans. This
will allow them power, but still they know that the demon is much more powerful.

Conclusion

The main duty of a Supers/Horror crossover game is to be frightening to the players, yet still containing the
inventiveness and powers of a comic-book realm. Through the introduction of terrifying villains, and monstersin
keeping with both the Supers genre and the Horror genre, a GM should have little difficulty maintaining both genres
within the same game. The point is to have fun, so if something occurs that doesn't fit the genre, but is fun, go with it.
L et the characters stop a bank robbery, save a cat from atree, do normal superhero things if they want to, but also
allow them the challenges that come with a really good Horror campaign. Don't become too slowed down with
fighting, instead have battles resolve quickly, and then get onto scarier problems. Focus on frightening the heroes, but
let them fight if they really want to. The main ideais to enjoy the game, for both the GM and for the players. Give
them the leeway to dictate their characters actions, and their world to a point, but also allow yourself to make up
enjoyable and scary scenarios to fit them into.
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The Secrets of Gaard

by Brandon Cope

Art by andi jones

This mini-campaign requires only the GURPS Basic Set, Third Edition, Revised and GURPS Space, Second Edition.
GURPS Space Bestiary and GURPS Ultra-Tech are useful but not required. Any page reference with a "B" refers to
the Basic Set, whilea "S" refers to Space.

This is presented as a mini-campaign rather than a structured adventure to allow a more "open-ended" exploration of
the star system. Specific adventure ideas are given at the end of the article. Since more adventure time is likely to be
spent on Reginald, it is more detailed than the other planets. As Gaard was considered uninhabitable for so many years,

it can be easily placed in an ongoing campaign, though it shouldn't be located near any important systems (at |least 6-
10 days FTL travel away).

TL10 is assumed to be average for the campaign. If your campaign isn't TL10 or differs from the "standard” TL10 (as
per p.S26), make changes as needed. The term "Alliance" will be used to denote the galactic government, for
convenience.

Previous Exploration

The Gaard system was first visited by the Xinos (see below), a dying raced hunted by the Verm (see GURPS Aliens).
They settled in the system as a place of last defense, but the Verm never arrived and, eventually, the last Xinos died.
Several centuries passed . . .

About 60 years ago, a one-man Alliance Survey ship spent about two weeks doing orbital scans but no landings were
made. Since this was the scout's last job before some long overdue R& R, the survey was rushed. On the basis of the
incomplete data, the Survey Service felt that the world was not worth the effort of colonization and labeled it such.

Recently, another Survey ship was sent in to update the first report, and it did a much more thorough job. The reports

of high levels of useful metals on Gaard la and 111 caused the Survey Service to reclassify the system as "limited
colonization: potential mining."

The Star System

Star Name: Gaard Type: M7V Location: as desired by GM
Biozone: 0.1-0.2 AU Inner Limit: O Number of Planets. 6

Planet Orbit Dist Type Diameter Density Gravity
Reginald 1la 0.1 earthlike 7,100 6.4 1.04
Bernard 1b 0.1  rockball 1,200 41 0.11
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Franklin 2 0.45 hostileterrestrial 5,700 25 0.33
Aldo 3 0.8 icy rockbal 2,300 6.8 0.35
Jerad 4 15 gasgiant 52,000 2.1 2.5
Marbles 5 2.9 asteroid belt -- -- --
Johnathan 6 5.7 gasgiant 46,000 19 2.0

Reginald (Gaard 1a)

This is the most habitable planet in the system. It is tide-locked, with a 21-day year and a 3 degree axia tilt and no
seasons. However, the dense (1.7 earth-pressure) atmosphere rotates clockwise around the planet, following the
planet's small moon which completely orbits Reginald once every 24 Earth hours (since the planet does not rotate, its
day is measured by the orbit time of its moon). The atmosphere is composed of 71% nitrogen and 25% oxygen,
breathable with slight aid (see p.S108).

Eighty-five percent of the surface is covered by water, and humidity is over 90%, resulting in near-constant rain on the
light side and snow on the dark side, with some of either on the strip of perpetua twilight. Along this strip, the
temperature is 82 degrees and the predominant terrain is jungle. On the light side of the planet, temperature is 146
degrees, while on the dark side it averages 17 degrees.

The temperatures aren't as extreme as one would expect on a tide-locked world, since the rotation of the atmosphere
helps to balance things out. However, this also causes high winds (15-40 mph is common) and frequent storms. Most
natural resources are scarce or absent, except for industrial and light metals which are extremely plentiful.

The highest observable natural life forms are lower mammals, which primarily inhabit the seas and jungles. However,
a developing race, numbering about 20,000, lives in extensive tunnel systems under the planet's surface. They are

described below. Most of the land surface is covered by jungle, with a fair amount of plains. There are very few
mountains and no signs of recent (within 10,000 years) volcanic activity.

Bernard (Gaard |b)

Thisis Reginald's single moon. If studied carefully, a single ziggurat will be found on the surface near some old
meteor craters (see below for details).

Franklin (Gaard I1)

This planet is of little value or note. It has few metals, and its weak magnetic field subjects it to very high levels of
radiation. It has a trace methane atmosphere. There are no ruins on the planet.

Aldo (Gaard I11)

The outermost terrestrial -type planet, it has large amounts of heavy metals and no atmosphere. There are no ruins on
the planet. Even if Gaard lais closed to mining, Aldo would probably be opened up.

Jerald (Gaard V)

A medium gas giant comprised of hydrogen-helium, it has a spectacular ring formation but very few satellites: six
moonlets and two moons, one small and one medium. One of the moonlets, perhaps captured from the asteroid belt,
has a radically inclined orbit, at 62 degrees to the system's plane.

Marbles (Gaard V)
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The belt mainly is of stony/iron composition with a very sparse collection of asteroids.
Johnathan (Gaard VI)

Another medium gas giant, this one's atmosphere is primarily hydrogen. It's only unusual feature is a large number of
moons: 13 moonlets, six small, five medium and three large moons.

Xinos Ruins on Reginald (Gaard |A)

Careful ground exploration of Reginald'sjunglesinthe  The Secrets of Gaard
twilight strips will reveal stone structures partly covered

by centuries of growth. While the materials used were

simple stone, there are signs that the actual construction

was very high tech (using laser and fusion cutters).

These structures are ziggurats, 34.56 or 69.12 feet per side

along the (square) base, with the height equal to the base

length. The only entrance is through a 213-1b stone slab at 2]
the pinnacle of the structures which covers a vertical

shaft. Deep notches are cut into one of the shaft wallsto

be used as foot- and handholds.

The shaft stops at ground level, and a single short dead-

end tunnel leads north. If carefully checked, the dead-end

wall is actually a dliding door (A Vision-3roll to

determine this and an 1Q-2 roll to figure out how to open

it). However, thereisa 1 in 6 chance that the door is trapped. Opening it without disarming the trap (requiring separate
Traps/TL4 rolls both to find and disarm) causes a stone block to drop from the ceiling and onto anyone within three
feet of the door. The traps are quite old and can be avoided with a DX roll (minus encumbrance level). Failure results
in the character taking 10d damage (roll on the Falling table for location hit; any damage to the head or torso does not
"blow-through").

Beyond the door is a burial chamber very similar to that found in Egyptian pyramids. The body inside the sarcophagus
iswell-preserved, and can be identified as a Xinos with a Xenology-4 roll or (assuming the PCs' ship has adequate
databases) a Research-3 roll. The characters may be very surprised to find various TL9 and 10 items inside, though
none of them are usable.

Xinos Ruinson Bernard (Gaard IB)

There is only one structure on the moon, which served as the Xinos fina home. It is large (about 138.23 feet per side),
but appears identical to the ones on Reginald. However, there are rungs on the vertical shaft in this one, which leadsto
an airlock.

On the other side of the airlock is a moderate sized complex, which has not been inhabited for several centuries. If the
complex's computer is somehow brought back on-line (a Linguistics-2 roll to figure out the symbols, followed by an
Electronics (Computer)-4 roll), the PCswill be able to access the records of the Xinos (see below). If the party isin a
Survey or Patrol vessel, they will have a limited database on the Xinos language. Otherwise, the adventurers will have
to return to civilization to trand ate the records.

For the financially-minded adventurer, there is a fair amount of Xinos equipment laying around, most of which can be
repaired. However, since the Xino culture was not exceptionally advanced, the equipment has value only as antiques or
curios (which may be high anyway!). Note that if the PCs are working for a third party, in most cases the employer is
legally the owner of whatever artifacts are found, not the characters. . .
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Xinos Ruins on Johnathan (Gaard VI)

Shortly after the Xinos arrived in the system, an automated defense base was set up on one of the moons of the
outermost gas giant. The idea wasto use it as bait for any pursuing Verm. Some of Johnathan's smaller moons were
stripped from their orbits, similarly equipped and then stretched out along the gas giant's orbital path to form a
perimeter defense for the system. After several centuries, it became apparent that their enemy was not coming and the
bases were abandoned. Their beacons, once meant to attract attention, have not been operational for over 500 years.

Unfortunately for the party, the two principal weapons of each base are functional: an experimental "anti-radiation”
beam which causes a ship's power plant to shut off, and a tractor beam (100,000 tons pull to the first weapon's range)
to crash the drifting ship into the moon's surface. The pilot of a stricken ship must make a Piloting-4 roll to avoid
splitting the hull open. For every point the roll isfailed by, assess damage to the ship asiif it had taken a hit from a
weapon with a firepower equal to 100,000/ship tonnage. If the ship is still operational, the party must make their way
into the defense post and shut off its power. There might be a few security robots operational, and perhaps shutting the
weapons off trips a self-destruct device. . .

The Natives

The natives of Reginald resemble two foot tall crabs with eight legs and four eyestalks. The pincers are fairly small and
are adapted to digging. Their most unusual physical characteristic is a single arm underneath ending in a three fingered
hand, used for fine manipulation.

They do not use fire but are able to construct some wooden tools. Their language is fairly simple, consisting of only a
few hundred or so words formed by chirps, clicks and pincer movement. They have no name for themselves other than
"the people,” and livein extensive tunnel systems in groups of 20-100. Rival clans are tolerated, but warfare, though
rare, leads to total destruction of the losing clan.

They consider the ziggurats to be sacred ground and will be greatly angered if one is disturbed, surrounding it and
making threatening gestures to those responsible. They are not especially brave, however, and will flee if frightened.

In combat they fight with their pincers but will sometimes use a branch as a club. Pincers are PD/DR 2/4 and may
parry at half DX.

ST: 7-9 Move/Dodge: 6/5 Size: 3

DX: 10 PD/DR: 1/3 Weight: 200-350 Ibs.
|Q: 7 Damage: 1d+1 cut Habitat: Sub
HT: 12/8 Reach: C, 1

The Xinos

The Xinos were an advanced race that was destroyed in a series of major wars about 3,000 years ago. The Xinos are
not considered a Precursor race, since their technology was not extremely advanced (they were TL10-11 at the time of
their extinction) and they had been starfarers for only four or five centuries. However, relics of the Xinos have aided
the in the development of technology of humans and others, as well as the detailed histories they kept of other races
they discovered adding to the knowledge of this part of the galaxy.

The Xinos were very thin humanoids, almost to the point of being skeletal, and their faces were very triangular.
Slightly smaller than a human, a Xino was hairless with off-white skin. They were excellent scholars and explorers but
were ill-suited for combat and thus had to rely heavily on technology in war. They were very long-lived, often
reaching ages up to 600 years.
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They were finally destroyed in a series of wars against the Verm (see GURPS Aliens, p.76). The Verm had managed
to despoil most of the Xinos colonies as well as wrecking their homeworld. In addition, they used a biological weapon
(provided by an unknown race, perhaps the Markaan) that rendered the remaining Xinos sterile. Within 500 years, the
race was dead.

A small group made it to the Gaard system and settled on Gaard la. However, within a few years the Xinos discovered
that there was native intelligent life on the planet. Not wanting to interfere with its development, the Xinos resettled on
the moon, but carefully studied the new race (which they named Qusals). While the Xinos stopped burying their dead
on Gaard |a, they left the existing ziggurats in place; this proved to be a mistake. The Xinos were considered gods by
the natives and the Xino tombs were treated as holy structures. The last Xino in the Gaard system died some 700 years

ago.

At the GM's option, the Xinos might be unknown in the campaign until their ruinsin the Gaard system are found. This
isa good option if (a) the GM wants to keep the party very busy in the Gaard system or (b) the party isn't the kind who
would normally like dealing with proto-sentient giant crabs, and would rather raid tombs.

Beasties

Various non-intelligent creatures inhabit Reginald; three noteworthy land animals are listed below. GMs may find
GURPS Bestiary and Space Bestiary useful for additional creatures. None of these creatures have specific names (for
example, the natives refer to the Large Carnivore as "big fast thing with sharp teeth™).

Large Carnivore

ST: 50-75 Move/Dodge: 11/6 Size: 12

DX: 13 PD/DR: 3/6 Weight: 2-3 tons

|Q: 4 Damage: 3d imp Habitat: jungle, plains
HT: 14/30-50 Reach: C, 1, 2

This predator resembles a small to medium-sized allosaurus with natural armor plating. It is not related to dinosaurs,
though; it'sa mammal. Vision is very poor (Vision 8) but all other senses are very keen (18). It usually attacks from
ambush, though it is capable of running down prey.

Small Carnivore

ST: 4-6 Move/Dodge: 6/7 Size: 1

DX: 14 PD/DR: 0/1 Weight: 60-90 Ibs

1Q: 5 Damage: 1d-2 cut Habitat: jungle, plains
HT: 13/6 Reach: C

Fairly common, it is best described as a sloth with the temperament of a wolverine. Equally at home on ground or in
trees, it hunts in packs of 3-5 with larger groups possible. The pack will carefully circle its prey (Stealth-14) and then
rush in to attack. Solitary ones drop from trees onto unsuspecting prey (treat as a Contest of the beast's Stealth against
the victim's Vision, with success indicating 1d6/2 seconds of surprise).

Small Herbivore

ST: 9-11 Move: 14/7 Size: 2

DX: 13 PD/DR: 0/0 Weight: 250-300 Ibs

IQ: 4 Damage: 1d-3 cr Habitat: plains, jungles
HT: 13/9 Reach: C

These grazers are about the size of ponies. They have very short necks, dog-like heads and long legs with hooves. The

file:///D)/To%20Update%20T orrents/ GURPs%20t0%200CR/pyramid_2000/2000/0112.html[11/12/2008 08:17:51]



grazers stampede when frightened, which is easy to cause. They attack by kicking and are found in groups of 12-20.

Adventure ldeas

The nature of the party's adventures in the Gaard system will depend largely on why they're there. Suggestions include:

* The party has been sent in to do a pre-colonization ground study, either for the Survey Service or a mining company.
The job includes scouting a proposed colony/mining site on Reginald and the land in a 50-mile radius. The siteis
located in the grasslands of the largest continent with jungles a few miles to the south. Odd holes about two yards wide
(entrances to the native's burrows) are located sparsely on the surface, about two per square mile.

When the party enters the jungle, they discover one of the Xinos' ziggurats and (as they exit it) are then discovered by
the natives. Assuming the party tries to talk rather than shoot, some communication may be possible (make the players
roleplay this!). Suddenly, a Large Carnivore appears, which scatters the natives. If the adventurers can defeat or drive
off the beast, it will evoke a good reaction from the natives.

* The Xinos ruins were discovered by the second survey team. The adventurers are Patrolmen or mercenaries sent to
protect the ruins or scientists going through them until the Alliance can decide what to do. A foreign power (or even an
Alliance member!) sends in a small team to steal some artifacts for research. While dealing with the terrible weather
and odd animal life, and trying to stop the raiders, the native race makes themselves known.

Asatwigt, the party could be the ones hired to steal the Xinos relics. How well they are equipped depends on who's
sending them, but in general their armor and weapons should be dlightly inferior to the Patrol's.

* Basically the same as the previous, but it's the natives that are known about, not the ruins.

* The party is given the tedious job of searching each of the moons of the gas giants to see if there are any more Xinos
ruins. After several weeks of boredom, they discover a ziggurat on one of the many moons of the outer gas giant.
However, just seconds after their discovery, a beam fired from the structure hits their ship and disables their power
plant. A few seconds later they are hit by a second beam (a tractor beam) which pulls them to the surface (a Piloting-4
roll isrequired to avoid crashing).

The engineer manages to get the reactor going again, but a few seconds later the ship is again fired on and the reactor
quits again. It should be obvious that the explorers will need to enter the ziggurat and disable the weaponry if they are
ever to leave the moon.

Other adventures are possible, such as helping set up a small scientific colony on Reginald (the Alliance will not allow
mining on the planet, however, after discovering a developing race on the planet, nor can a regular colony be located
on the planet). Or, perhaps, the Verm have finally tracked the Xinos to this system, still ready to make war after so
many centuries. . .
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Psionic Wizardry

by Stephen Kenson

Art by andi jones

The GURPS system draws a distinction between magic and psionic abilities. Magic channels the mysterious energy
known as manato achieve certain effects. It involves numerous skills (spells) and rituals and has a very broad range of
possible effects, although each spell or ritual is very specific. Psionics calls upon the inner powers of the mind. Psionic
abilities are no more difficult than any other act of thought, and psionic skills tend to be broader in scope than spells,
but there are fewer of them and significant psi ability is quite expensive. Psi and magic are two different means to the
same end.

In a game-world, however, there might not be as clear a distinction between magic and psi. Wizards might use both to
perform their amazing feats. They might differentiate magic from psi, like in Mercedes Lackey's Valdemar series or
Steven Brust's Jhereg books, or they might consider them two aspects of the same thing.

It is aso possible to have a game-world where "magic” is based entirely on the use of psi. Some occult theorists and
parapsychologists claim that magic is nothing more than a misunderstood use of psi cloaked in legend and superstition.
Psionic powers can be focused and refined with training in concentration and meditation through the use of magical
mantras, gestures and the other trappings traditionally associated with spellcasting. GURPS Black Ops takes this view
of magic. "Mages' encountered by the Black Ops (like the members of the Lodge) are actually psionics. Katherine
Kurtz's Deryni novels are a good example of a race of powerful psis who treat their abilities like magic and use them
accordingly.

The Psionic Wizard

All psionic "wizards' possess one or more levels in various psionic powers (see pp. B165-176 or GURPS Psionics).
Minor seers, healers, soothsayers and hedge magicians may have only one or two powers, while true adepts have levels
in most if not all psionic powers.

The power levels available depend on the point-level and restrictions of the campaign. A modest level of Power in
even one psionic ability can be quite expensive; while a starting mage may spend 25 points on Magery and another 20-
30 points on spells, a psionic can easily spend 50 points on a single power! A campaign with powerful psionic wizards
will require at least 250 points, if not more. The cost of some psi powers can be reduced using appropriate limitations
(see below).
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A low-Power psionic wizard can still be quite effective, but isforced to rely on subtlety. Low Power levels are
especially appropriate for a "secret” magic campaign, where psionic abilities are hidden and used covertly, as well as a
low-fantasy campaign where "magic" is not very powerful.

A psionic wizard's powers can be brought out of latency through long periods of training and initiation, using psycho-
metabolic techniques such as meditation, hypnosis, drugs, and altered states of consciousness. Those with latent psi
powers are said to have "the Taent" or "the Gift," the potential to become wizards. Occasionaly rare individuals
develop their Talent spontaneously, usualy as a result of some psychic trauma. These individuals often have trouble
dealing with their abilities and can be a danger to themselves and others if they are not properly trained.

People with psi powers may be considered specially blessed (or cursed), touched by the gods or spirits. In primitive
cultures, psi ability is the mark of a shaman or medicine man. Psis may even be considered a separate race from
"normal” humanity, strange and fey, like the aforementioned Deryni.

Individual psi powers and skills may go by different names in the game world, especialy in pre-modern cultures. Each
psionic power can be considered a separate branch of study, perhaps even an individual "college" of magic. The
individuals powers and skills and their likely permutations are discussed below.

Antips

Antipsi may be known as shielding, blocking or warding to a psionic wizard. A character with Antipsi cannot normally
have any other psionic powers, so antipsis make good "warders' who protect others from magic. Antipsi is also
common among skeptics, who point to the fact that psi doesn't seem to work around them as proof that it doesn't exist!

If the GM desires, he can lift the restriction on Antipsi and allow psisto possess it along with other powers. In this
case, apprentices are taught to use the Psi Static skill as a means of protecting themselves and others from hostile
magicians, and Neutralize is used as a means to rob another magician of his powers.

The Psi Static skill can also create an area that is difficult to penetrate with clairvoyance or astral projection, creating a
"ward" that blocks the passage of psychic energy.

Antips isvery limited at low Power. Neutralize cannot be used if Power isbelow 5 and Psi Static has a very limited
range, requiring the psi to use it on a single target at a time (global range is only about one inch at Power 5). Within
these limits, a skilled screamer can still quite effectively jam the psi skills of a single target he can see.

At the gamemaster's option, the Neutralize skill might be used to permanently remove a character's psionic powers
(although it might still be reversible, perhaps using Mindwipe). This technique could be used as a punishment inflicted
on wizards who abuse their "gifts’ and by evil wizards to destroy the powers of their enemies.

Astral Projection

Also called spirit travel, or the Second Road. Psionic wizards use Astral Projection to travel in spirit form to spy or
communicate over great distances as well as see astral forms that might be lurking nearby. Astral Projection can be
used as a form of spirit combat, and individuals who lose their body while astral projecting may be the source of
legends about ghosts and specters, especially if they have telepathic or psionic vampirism powers as well. A
disembodied psi-vamp makes a very effective ghost.

Journeysto the inner astral plane (GURPS Psionics, p. 51) are a common means of introspection and initiation for
psionic wizards. Such a journey is virtually required for a neophyte-shaman. The astral plane in the game world might
be inhabited by various ghosts, spirits and other psychic entities to challenge wizards, or it may be largely empty, save
for astrally projecting wizards themselves.

The astral form of a psi with low Astral Projection Power tends to be slow (low Speed) and cannot project as long, but
skilled astral projectors can still remain outside their bodies for some time. Astral sight remains quite useful despite its
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more limited range.

Related to astral projection is the Dream Travel power from GURPS CthulhuPunk. Psionic wizards might interact
with each other in a dream world of some kind, not unlike the inner astral plane. Of course, there may also be various
creatures that live in the dreamlands as potential allies or enemies of wizards.

Electrokinesis

Electrokinesis is poorly understood in preindustrial cultures, since there is no real theory of electricity or
electromagnetism. Most Electrokinetic skills are not very useful until electricity comesinto widespread use.

Confuse can stun opponents and disrupt another psi‘s concentration. Confuse has a limited range and duration at low
Power but is still quite effective. The Lightning skill (coupled with Energy Sense) can direct discharges during
thunderstorms to attack certain targets (although the wizard wouldn't be able to summon thunderstorms). Energy Shield
can protect against such lightning attacks as well as natural lightning strikes. Energy Sense provides the ability to
sense magnetic north and provides a +3 to Navigation skill, keeping a wizard from getting lost.

Photokinesis can create illusions or render the user invisible, although telepathic invisibility via lllusion will probably
be far more common (see below). Photokinesis needs Power 3 to produce an image 1 hex in size, up to 9 hexes away, a
very useful ability for a low-Power electrokinetic. A low power photokinetic can only blur his image, not become
invisible (which requires Power 10+). Since photokinetic constructs shed light, they can also be used to create globes
of cold "flames' that shed light, like the "handfire" of the Deryni.

In amodern or futuristic setting, Electrokinesis becomes much more effective, allowing psi wizards to control and
influence electrical devices of all kinds. Dampen can shut down many types of machines (including computers and
robots), Surge can cause overloads as a "poltergeist” effect, and, with Cyberpsi, "net wizards' can hack computer
systems using only the power of their minds! (see Joan Vinge's Catspaw for an excellent example of this application
of psi).

Cyberpsi requires greater Computer Programming skillsto use it effectively at low Power. Most low-power cyberpsis
prefer to touch their subject, gaining a +2 bonus to skill, rather than relying on their limited range.

ESP

ESP is commonly referred to as "the Sight" or "Second Sight" by psionic wizards, and it is one of the most common
ps abilities (along with Telepathy). In a psi-wizards campaign, anyone with Danger Sense has ESP Power 5. People
with ESP are regarded as seers, mediums, sensitives and visionaries. Many consider it a primary ability for becoming a
wizard, although many people may have ESP as their sole psionic ability. Skilled users of Clairvoyance, Psychometry,
and Precognition can gain a reputation as soothsayers and fortunetellers. Many (if not al) seers may have a Limitation
on their ESP skills, requiring them to use of some kind of focus such as a crystal ball, mirror or deck of tarot cardsto
gain a clear "vision." Some wizards only have visions while in deep trances.

Clairsentient abilities can be used for scrying and information-gathering. Low-Power clairvoyants have very limited
range, a matter of inches. Enough to see inside envelopes, closed drawers or the like, but not much else. Long-distance
seers use Astral Projection rather than ESP. Combat Sense is useless without at least Power 10, unlikely in a low-
Power game. Precog limits on range make the ability weak in terms of range and time at low-power. Psychometry,
however, can be quite effective at low Power, except with regard to very distant events.

Healing
Healing is a highly prized ability in low-tech settings and even in high-tech ones. In a fantasy campaign, psionic

healers are probably the pinnacle of medical "technology." Healers tend to combine their psionic powers with practical
skills such as Physician and Diagnosis, along with a knowledge of herbal remedies. In a more technol ogically-
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advanced setting, psionic healing is a formidable a complement for other forms of medical treatment. The campaign
world may feature a prominent "order" of healers, such as the Healers from the Deryni books.

Metabolism Control is a basic ability for any healer, as instructors begin by teaching a student how to understand and
control his own body. A knowledge of biology and anatomy can allow psychokinetic healers to do considerable
damage if they chose to use their psionic abilities aggressively (p. P35), but professional healers most likely take oaths
not to use their abilities to cause harm (a Vow and/or Pacifism).

Sense Aurais also be a basic healing skill, allowing the wizard to read a patient's emotional state and providing
information on the subject’s state of health.

Wizards may use Life Extension to lend truth to stories about wizards being immortal or having very long life spans.
This can create awe and no small amount of jealousy on the part of normal people and could lead to very old and
powerful wizards who accumulate skill and power over the centuries. Perhaps legends of liches and similar "undead"
began this way.

Psychic Vampirism

Psychic Vampirism can form the basis of vampire legends, as well as necromancers who use magic to steal the vitality
of others. Perhaps vampires are not undead at all, but powerful psis using Psionic Vampirism to steal life from others
and extend their own lives.

The Steal Power skill can also be used somewhat more humanely as a means for several wizards to freely give some of
their power to another for a particularly difficult psionic feat. In this case, a successful Steal Power roll isall that is
required, the subject does not resist. Less scrupulous magicians can, of course, still use unwilling subjects for this
purpose. If everyone is latently psionic (p. P102), then even normal people can be drained for 1 point of Power each!

Psychokinesis

Psychokinesis (aka "fetching” or "shaping") is the "workhorse" power of the psionic
wizard, used to perform virtually all physical feats of magic, from levitation to
spontaneous combustion. Telekinesisis used to move objects, deflect attacks and
strike at foes, allowing a wizard to do things like crushing a victim's heart or
choking them from a distance. Using a focus like a voodoo doll to obtain a Telescan
"lock," a psionic wizard can even inflict harm on atarget from afar. Levitation
allows awizard to fly, and PK Shield can deflect many physical attacks (especially
in a low-tech campaign, where a little DR goes a long way). Wizards can also use
Telekinesis to deflect missile attacks like arrows and thrown weapons.

Some of these abilities may be considered the work of invisible spirits, leading to
legends of magicians with numerous spirit helpers to carry out their will.

A powerful psychokinetic wizard can be a terror in combat. A low-Power
psychokinetic has some strong limitations. Cryokinesis and Pyrokinesis require
considerable time and patience to be effective. They are virtually useless in combat.
L evitation needs Power 5+ to work on an average human adult, and even then is
slow. PK shield provides some protection at low levels, but not enough to deflect
most weapons. Telekinesis can move only very limited weights, but is still capable
of great precision with sufficient skill. Direct TK attacks (p. P35) are till quite
effectiveif the telekinetic pinches off a blood vessel or the trachea.

Telepathy
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Psionic Wizardry

Telepathy allows psionic wizards to perform all the classical feats of mental magic:
mind reading, charms, illusions, mental suggestion, and psychic attack. Most
"wizards duels’ are in fact mental struggles of telepathy or combats carried out on
the astral plane; or even both, with astrally projecting adepts using psychic
"weapons' against the Mind Shields of their opponents.

Mind Shield is a wizards first-line defense against most hostile magic. Apprentices
are always taught the Mind Shield skill if they are able to learn it at all (psionic wizards should probably be allowed to
purchase Mind Shield as a single-skill Power). Powerful wizards are able to extend their psychic shields to protect
others near them (p. P38).

Psionic "signatures” will be used to trace the work of particular wizards, and individuals with Signature Sniffer and Psi
Sense skills may be employed as "witch smellers,” either to find potential candidates for training or to hunt down
anyone with the Talent for the Inquisition!

Low-Power sharply limits the range of telepathic skills. Aspect is quite useless at low-Power. Mental Blows of low-
Power can stun, but cause no real damage. Mental Stab needs a Power of at least 5. Mind Shield is less effective at
low-Power, but a high skill still makes the shield quite useful. Other telepathic skills are limited almost solely by range
-- skill is more important than power for abilities like Telereceive, Illusion and Telecontrol.

Teleportation

Teleportation gives psionic wizards the ability to appear and disappear at will, perhapsin clouds of smoke or sparks, as
well as "walk through walls" at low Power and escape from various forms of bindings and traps. They can use Exo-
Teleport to make items, creatures and even people (if they have sufficient Power) appear or vanish out of thin air,
useful for conjuring tricks as well as "banishings." Some or al wizards might even have the World Jumper advantage
(see GURPS Time Travel) and be able to travel to alternate dimensions or times.
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Teleport is aweak ability at low-Power, which greatly limitsits range. Combat Teleport requires Power 10 and Exo-
Teleport is quite weak at low levels, able to move less than an ounce. Low-power Auto-Teleport can still alow a
teleporter to "walk through walls" or escape "impossible” traps in the manner of Houdini.

Rituals

Psionic wizards still use the ritual trappings of traditional magic, as a framework for focusing and intensifying their
innate psionic abilities. Wizards may have Limitations like Preparation Required on some or all of their psi abilities to
reflect the elaborate rituals needed to activate the ability. Thisis especially true of many ESP abilities (especially
Precognition) which are not usually performed on the spur of the moment.

A ritual circle of telepathic wizards can form a psychic gestalt to increase their power (p. P37). This would requires al
the wizards to enter into telepathic rapport, and each must have the ability to be augmented in order to add to the
power of the gestalt. A large enough circle of wizards could extend their power over a great distance and perform
massive feats beyond the ability of any of the individual members.

Foci

Magical itemsin a psionic wizardry campaign are exceedingly rare, because magic does not reside in objects, it exists
solely as a product of the human mind. This limits magical power primarily to wizards.

Wizards might use items to focus their concentration and improve their own abilities. Such an item is called a focus. A
focus has no power of its own, but because of its form, or something inherent in its structure, a focus improves and
strengthens the wizard's concentration. The most common foci are crystals, which are believed to amplify psionic
energy. Examples include the shiral crystals from the Deryni books and the "mage stones" used by magesin
Valdemar.

A focus usually provides a boost to the user's Power. An example of this is given for the crystals used by the Disciples
of Change (GURPS Religion, p.151): each 10 carats of flawless crystal adds +1 to one Power if the user isin contact
with the crystal and makes a successful Meditation roll. If crystals are useful as psionic amplifiers, it explains the
tendency for fortunetellers to use crystal balls and the craze for crystalsin the New Age movement.

Potions

Even primitive psionic wizards may discover and use plants and herbs that have natural psi-enhancing properties,
similar to Brainstorm, Mind Hype, or even Blue Fire from GURPS Psionics (p. P78-79). Enhancing drugs can be used
to bring out latent powers or ssmply enhance weaker power levels for wizards attempting more powerful effects.
Likewise, those seeking to restrain those with psionic powers may discover a natural extract that functions like Shatter
or Monabloc (p. P79-80). The anti-Deryni drug merasha is one example.

Familiars

Another potential focus for a psionic wizard is some kind of catalyst creature (p. P54). Certain animal pets or
companions might a psi's inherent powers while they are present, others might have a tendency to bring out latent
abilitiesin their masters. Catalyst creatures can take the form of familiars, and might be attributed greater powers than
they truly have, considered to be spirits or demonsin animal form.

There is aso the possibility of non-human psionic wizards in the campaign world. If a fantasy world includes races
like orcs, elves and dwarves, they may all have psionics powers of their own. Perhaps some races are inherently better
at certain powers than others. elves are excellent empaths, while dwarves are stolidly anti-psionic (or have high levels
of Psionic Resistance).

file:///D)/T0o%20Update%20T orrents/ GURPs%20t0%200CR/pyramid_2000/2000/0118.1.html[11/12/2008 08:17:53]



Other psionic creatures and "monsters’ may exist. For example, dragons may have evolved from psionic dinosaurs that
learned the use their inborn psi powers to survive the extinction of their cousins and evolve greater intelligence. A
dragon wizard might possesses tremendous psionic power, using pyrokinesisto "breathe fire," levitation to fly in
defiance of the Laws of Aerodynamics and life extension to live for hundreds or even thousands of years. Other
creatures may possess natural psi abilities they use to stalk and capture prey, or for defense. Creatures may also have
Psionic Resistance, making them difficult for psionic wizards to deal with.

Ghosts And Spirits

A psionic wizardry world can also feature beings of pure psionic energy, like a Being of Pure Thought or an astral
entity. Some may be psis whose bodies died but whose minds lived on, creating "ghosts" (like the ghosts from GURPS
Black Ops). Other entities may come from elsewhere on the astral plane, perhaps even from the mysterious "inner"
plane (or the Collective Unconscious).

Immune to physical harm, these spirits can only be dealt with using psionic abilities like Telepathy and Psychic
Vampirism. Anitpsi can aso keep them at bay.

Psychic Magic Campaigns

In a psionic wizardry campaign, magic becomes a somewhat less "mechanical” force than it isin some fantasy
campaign worlds. Wizards must rely entirely on their inner abilities and resources. Magic items are extremely rare and
generally not useful for non-wizards. This means psionic wizards can become very powerful relative to other
charactersin the campaign, especialy in a low-tech fantasy world. In such a setting, gamemasters may wish to impose
an Unusual Background cost for psionic powers. Very high power levels (10+) in a specific psi power might also call
for an Unusual Background, unless the campaign has characters built on 200 or more points.

Psionic wizardry can also add an element of fantasy to a modern or futuristic setting. Characters in a GURPS Space
campaign can encounter a primitive world where the inhabitants have refined their native psi talents into a complex
system of magical rituals, and many of the local life-forms have "magical" abilities. Isit "real" magic or just an
application of psi? Keep the players guessing.
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Cars for 2050

by James Hintz

Art by andi jones
The Long Shot

Tired of getting knocked out in the first three seconds of a Division 20 duel? Then drive the Long Shot!

It's not big, pretty, or heavily armed, but it carries more armor than Fort Knox. Laugh at the stunned faces of your
opponents as your composite armor shrugs off the heaviest weaponsfire. Let patience be your crew chief as your
opponent empties his big guns. Then swoop in for the kill with your turreted shotgun, triple loaded with ammo.

Strength, endurance, longevity; When you can't outgun the opposition, outlast them. The Longshot from Whirling
Duelist Motors.

The Longshot: Compact, x-hvy chassis, heavy suspension, large power plant w/PC and SC, four PR radial tires, driver,
vehicular shotgun in turret, two extraVS magazines, five flame cloud dischargers; 2 left , 2 right, 1 back, all linked
together w/ link to turret, hi-res single weapon computer, no paint windshields, heavy duty anti-lock braking system.
Metal Composite Armor: F12/30, R5/27, L5/27, B5/27, T12/30, UL1/5. Four 10 pt. wheel hubs, four fake wheel guards.
Acceleration 10, Top Speed 123, HC 4, 4,440 |bs, $19,856.

The Tsunami Warrior

Drive the duelling sensation for the 2050 season, The Tsunami Warrior.

Experience the power of the elements with the Warrior's incendiary rockets and heavy composite metal armor. Y our
Division 20 opponents will know you have mastered the waves with one look at the new HoloBlue (tm) paint job. Duel
with the forces of nature at your side. The Tsunami Warrior from Fuji Motors.

The Tsunami Warrior: Sedan, ex-hvy chassis, hvy suspension, super power plant w/SC, 4 HD radial tires, Driver,
Micro-Missile Launcher in turret w/mag and 20 shots incendiary ammo. Micro Missile Launcher left side linked to
turret. Spear 1000 mine dropper w/ mag and 9 shots spider mine ammo. 2 oil dischargers,1 left,1 right, hi-res single
weapon computer. Sloped laser reflective metal composite armor: F5/23, R4/20, L4/20, B4/24, T6/25, U1/5. 4
Composite wheel hubs 1/5, 2 composite wheel guards back 1/5. Acceleration 5, Top Speed 115, HC 4, 6,120 |bs.
$19,995.

The Bullseye |11

Atlantic Industries presents The Bullseye
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Cars for 2050

[11, redesigned for 2050. Arena ready for
Divisions 10, 20, and 30.

Only the Bullseye Il has the twin laser B
guided rockets that will knock out your
opponents in one shot. Drive the Bullseye

and drive to the winners circle in style.

Div. 30 Bullseye I11: Luxury, x-hvy chassis,

heavy suspension, large power plant, four-

steel belted solid tires, driver, twin linked

laser guided armor piercing heavy rockets

in turret, targeting laser in turret, laser guidance link, recoiless rifle W HEAT ammo bumper triggered back, hi-res
targeting computer, heavy duty shock absorbers, heavy duty anti-lock brakes. Sloped armor: F45, R32, L32, B35, T30,
US. Acceleration 5, Top Speed 90, HC 3 6,595 Ibs, $29,919.

Div. 20 Bullseye I11: Sedan, x-hvy chassis, heavy suspension, large power plant w/PC, Four PR radial tires, driver,
twin linked guided armor piercing medium rockets in turret, two 3-shot rocket magazines fed into turret. targeting laser
in turret, laser guidance link, machine gun w/HD ammo bumper triggered back, targeting computer, Armor: F45, R45,
L45, B45, T20, U4. Acceleration 5, Top Speed 90,HC 4, 6,116 Ibs, $19,402.

Div. 10 Bullseye I11: Midsize, Lt chassis, Lt suspension, medium power plant w/PC and SC, 4 standard tires, driver,
twin linked laser guided armor piercing light rockets in turret, two 1sp rocket magazines fed into turret, targeting laser
in turret, laser guidance link, junk dropper w/mag linked to turret and BT back, light flamethrower w/mag linked to JD
and BT back. Armor: F15, R15, L15, B15, T15, U5. 4 10-pt wheel hubs. Acceleration 5, Top Speed 97.5, HC 1, 4,315
Ibs, $9,880.

Div. 15 upgrade: Remove junkdropper w/ mag, two 1sp RM, 2 links , and one bumper trigger. Add Two 2 sp rocket

magazines, 2 pair LGAPLtR's, HRSWC, HD brakes, 1 paint discharger, upgrade FT ammo to high temp, and add 10
points of armor. 4,320 |bs, $14,980.
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Designer's Notes: The Munchkin's Guide to Power Gaming

The Guide To Munchkins: The Truth

by James "' Grim'' Desborough & Steve Mortimer

Art by Kent Burles

Scene: A darkened room. Two spotlights come on, each picking out a single figure seated on a wooden chair. The first
is a hulking, cuddly, Sumo-wrestler type with a worrying fire in his eyes. The second is a long-haired, painfully thin,
bearded, arty type. They look remarkably unworried. A voice starts asking questions from the darkness.. . .

Why did you write the guide to munchkins?

Grim: It seemed like a good idea at the time.

Seve: It's our only contract and I'm a qualified expert on the subject.

Grim: It was a joke to start with, but Mr. Jackson seemed to likeit. Who are
we to argue if it means we get a break in the industry? Nothing quite like it
has been done before except in a small way in roleplaying magazines. We

thought it was time that roleplayers had some humor of their own. a

Seve: It'sjust one of those things you do when you're drunk; collect traffic
cones, tell everybody you love them, and write huge books!

What sort of decisions did you have to make when writing the book?

Seve: Did we actually make any decisions?

Grim: Yes. We did.

Seve: What?

Grim: How much to write each week, what to cut, what to keep, what was funny and whether to get up before midday.
Seve: Oh yeah, | remember those decisions.

Grim: We had to decide what we could legitimately satirize in a book with this specific title. Most of it concentrates
on power-gamers, but we also have a dig at the big companies and a lot of other stuff as well.

Seve: And some of our friends.
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Grim: And Goths.

Seve: But you are a Goth.

Grim: Gothish.

Seve: And Friendsthe TV show.

Grim: And pop music, the Spice Girlsin particular. We'd have had a go at a lot more but the book would have been
600 sheets of microfilm and would have been called Grim and Steve Rant On For Several Weeks. We had to be strict
about what we wrote, and stop it drifting.

Where did you get your source material ?

Grim: Friends, players, the Internet, bad dreams.. . .

Seve: Persona experience.

Grim: Yeah, Steve is a munchkin himself. I'm a poor put-upon GM, | have to put up B
with this kind of crap al the time. | wrote most of the detailed stuff about thwarting
munchkins.

Seve: And | wrote all the stuff about screwing over your GM.
Grim: 1 want to make it absolutely clear that he said screwing over your GM.
Seve: We don't want you to think we're a minority or anything, then you won't buy the book.

Grim: | don't know, there's something rather butch about munchkins. Don't you find al that fascination with guns a bit
suspect?

Seve (Indignant tone): No, not at all. There's naught wrong with a big gun.

Grim (Sgh): Therest of the material comes from our imaginations. We filled in the gaps with observations and ideas
on the industry as a whole.

Seve: Just think of us as observers, documenting munchkins whenever possible. It's all to do with karmic balance. All
the pretentious people are always complaining about how bad power-gaming is. We thought we'd restore the balance
by telling the munchkins' side of the story.

Was there anything you missed out?

Grim: We had to cut our list of rea life and fictional munchkins, but then it wasn't
funny. No great |oss there.

Seve: We had to cut back on some of the swearing and some of the more libelous )
comments. We don't want you to get the wrong idea, we're not the kind of people
who swear just for the sake of it. We're nice boys really. (Evil grin.)

Grim: Uh, yeah. We didn't entirely cut the swearing, but our "*" key saw a lot of use.
WEell, munchkins are shallow enough to think swearing is funny in and of itself, so
why not?

Seve: OK, so maybe we're not that nice. | suppose | do listen to Cradle Of Filth.

Grim: We tried not to censor ourselves or cut anything out. We wanted this to be a true representation of what
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roleplaying is. A hobby for dirty-minded adolescents who like guns and cars.
Seve: And chicks.

Grim: Liar. We didn't ignore women. We didn't really miss out anything. Pretty much everything we wanted to say
that's relevant isin there.

Do you have any plans for any other books?
Seve: | don't know, it depends if anyone else takes us on.

Grim: Since we've insulted all the major games companies in the book | think we're
f***ed. Damn, that means we'll have to get day jobs.

Seve: And lives, and normal sleep patterns.

Grim (Shudder): Seriously though, we'd like to work on something that isn't
humorous. I'm afraid of getting pigeonholed as a "comedy roleplayer,” and Paranoia
is the only game that was ever really funny. Oh, and Toon! of course, Mr. Jackson,
Sir.

Seve: And there's GURPS Goblins. And our editor worked on GURPS Discworld...
Grim: Okay, I'm sure that's enough creeping to the publisher.
Seve: On another serious note, we'd like to work on some of the really destructive games.

Grim: Or just see some of our other ideas in print. We'd like to convert a few science-fiction books into roleplaying
gamesif we ever get the opportunity.

Do you have any suggestions on how to use the book?
Grim: Yeah, you can prop up wobbly tables with it. You could hit someone with it, | suppose.

Seve: Or you could build a little shrine, put it on its own pedestal and give it offerings of Marlboro and single malt
whisky.

Grim: Really though, you'll find aspects of your characters and players in there. Its a good thing to read as a group.
Just try not to wet yourselves.

Seve: Yeah, you could even use it for its intended purpose and turn your characters into utter munchkins.
Grim: Or aternatively you could use it to scupper anyone trying any power-gamer tricks in your game.

Seve: One technique we didn't include in the book was that if everything in there fails, you can beat your GM soundly
round the head with it until he submits.

Grim: To tell the truth it has no actua intrinsic value as far as anyone's game is concerned, but its still a good laugh.
Buy it, damn you.
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Chronicle Narration

by Aidan Delgado

Art by andi jones

Roleplaying is a fine balance between the performance of an actor and the narration of a storyteller. For a game to be
fluid and exciting, a game master must combine an elegantly crafted plot with a convincing performance to actually
bring the charactersto life. For many players and GMs, the performance inherent in a typical roleplaying gameis the
weak link: many players would find it easier to write their characters actions and dialogue rather than speak it. If
players could be freed from their self-consciousness and inhibitions about playing their roles, the game could be
elevated to the level of classic fantasy literature. For those who find their heads filled with powerful and thrilling
words but are too inhibited to say them aloud, the style of Chronicle narration may be just the thing to set you free.

The essence of Chronicle roleplaying is that the GM is the only speaker and reads written statements from the PCs that
determine their characters actions. In this way, the story of the game is given a single narrator that makes the story
flow more easily and without awkward pauses. At the end of any game session, the GM should have what amounts to
a written transcript of the PCs adventure, al narrated by the single voice of the GM. The strength of this system is that
it frees the players and GM from having to perform; they can concentrate on creating an epic story without having to
place their own acting talents on the line.

To begin running a Chronicle narrative, you should first gather a large supply of 3x5 index cards and pens. These will
be used for easy transport and organization of notes during the game. The typical order of play in a Chronicle narration
isas follows:

1) The GM reads aloud the setting for the current scene. Meanwhile, the players write out on pieces of paper the
actions that their PCs will take.

2) While the players write out their actions, the GM makes note of the actions of any NPCs or monsters.

3) The GM caollects the papers and puts them in chronological order, adding perhaps a word or two to link the passages
together.

4) The GM aso writes out a description of any events that are happening in the setting independent of the party.

5) The GM then reads out the actions of each character, inserting any NPC actions in the order that they occur. While
the GM reads this new narrative, the players write out any actions that their characters will take in response, and the
process begins anew.

Before play begins, the players and GM should agree on a verb tense to use when writing out their actions. It is very
disrupting to have one or more characters using past tense when the GM is narrating in present tense; it fragments the
story and forces the GM to make corrections on the fly, slowing the game to a snail's pace. Likewise, all players
should agree on the type of language to be used; if most of the players are using Old English words like "thee" and
"thou" then the whole narrative should be in this style. An example of a player's note could be: "Sensing the
approaching guards, Keoland leapt back; flattening his body against the wall and trying to blend with the flickering
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shadows that played acrossit.” The player would indicate on hig’her note that the thief PC was attempting to Hide in
Shadows, and the GM would place it according to initiative order if in combat or according to chronological order if
outside of combat. How long would it take to write out this short sentence and dlip it to the GM? Thirty seconds? How
many players habitually use this level of detail when describing their PC's actions? Comparing the above statement to
the phrase "I'll try to Hide in Shadows," which sounds more like fantasy literature? This follows the established
literary principle of show-not-tell; the game becomes much more vivid when players figure out actions through
descriptions rather than having them bluntly stated. The actions of the character blend with the GM's narration rather
than being an interruption to the GM as in usual gaming. The Chronicle style of narration lets your players have more
dramatic license in stating their character's actions, but it frees them from the self-consciousness of having to verbally
act out those dramatic words.

The key consideration during a Chronicle gaming session is to keep the adventure fast-paced. Writing out actions is so
much slower than speaking them that players may lose interest or grow bored if the GM takes too long to process each
player's actions. To contend with this, the GM and players should use as much "overlap” in writing as possible. The
players should not wait for the GM to finish speaking before they start writing, the players should begin recording their
character's actions during the GM's narration to speed play. If the actions are already thought out, writing them down
should be very brief. Similarly, the GM should use every moment that the players spend writing to plan out any NPC
actions. The players will not notice the extratime spent on actions if the narrative is really thrilling and detailed. It may
be helpful to use an egg timer or stopwatch to keep the writing period short and sweet. Y ou will be amazed at how
much you can write in one minute, and how much detail you can give to a player's actions with a single minute to
write. More importantly, a minute should be a short enough time to keep the adventure flowing at a steady pace and
leave plenty of room for dice-rolling and other bookkeeping. If your group is large enough, you might consider using
an assistant GM to help play the part of NPCs and villains. It lightens the GM's load considerably if he has a helper
who plans and writes for the major NPCs in a scene. The assistant GM scenario can speed up play considerably if you
can spare the player.

During combat, it is especially important to overlap player writing time with GM time. It may be best in combat
situations for the GM and players to spend a minute or two writing out all their actions before any narration takes
place. Interestingly, using the Chronicle system actually makes combat more surprising and spontaneous because the
GM cannot have the enemies adapt their tactics to the PCs moves. The GM and PCs must agree upon their actions
beforehand, reveal them all at once and let the dice fall where they may. The GM will have no idea what the players
are going to try, and therefore the monsters will also be "surprised” by the PC's actions. If players want to take a
minute to confer strategy, let them write out their character's discussion. This serves the dual purpose of giving the GM
more time to write, and forcing the players to carry out discussions "in-character." Players often discuss topics without
actually roleplaying their characters discussing it -- the players talk and the characters just mutely follow the agreed
strategy. With the Chronicle method it is especially important to keep al conversation in the written narrative, that way
the story will flow in alogical way as all actions will be recorded and justified.

Further, a GM using this style has to put his/her trust in the players to provide the meat of the story. A GM doesn't
have time to put in ample descriptions of each player's actions with this method; the players must paint a picture of
what their character is doing and how they are doing it. In the beginning, players may be cautious to take the lead in
the storytelling. After a few sessions, you will probably find that your players enjoy having direct control over the
narrative and will develop detailed character statements. In a pinch, the GM can always embellish a player's note,
adding plenty of detail to a sparse statement. There is usually plenty of time for the GM to insert moderate description,
but with planning the adventure and writing out NPC actions, it is up to the players to carry the weight of the
narration. This places the focus of the story where it belongs: on the players. Players will enjoy having the chance to
state their character's actions exactly as they envisioned them, customizing the narrative to suit their own creative
vision.

Once you and the players get the hang of this type of storytelling,

you are free to do many things that would be impossible in a typical
style. One benefit of this method is that if you forbid the players to
discuss their characters before the game begins, the players will not
know which player is representing which character. This makes the
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Chronicle Narration

players address their comments to other characters rather than the
controlling player, speaking to the puppet rather than the puppet-
master, so to speak. This subtle change will cause your players to
relate to each character as an individual because it will be impossible
2] to tell who is running the PC. Y ou will find that players will have
more detailed discussions when they are forced to do all planning and
strategizing in written form among their characters. Another upshot
of this technique is that the players will not be able to tell NPCs
from player characters. The GM could insert detailed comments from
an NPC and have the players relating to that character as if it were
player-controlled! Clearly, this opens up some exciting possibilities
for roleplaying when NPCs become as valued as player characters.
Imagine the party desperately trying to save an NPC henchman,
because each player thinks the henchman is another player! A PC
could be shocked to discover that the servant he always talked down to was, in fact, another player. With Chronicle
narration the line between GM-controlled characters and player charactersis blurred. Because all interaction takes
place in the same forum, NPC voices carry as much weight as PC voices, as there is no difference in their presentation.

In the long run you will find that Chronicle gaming yields another benefit: a complete record of al game sessions. At
the end of each adventure you will have a stack of note cards that tell a story very similar to a novel. Who knows?
With a little polish you could even turn your gaming sessions into fantasy short stories. In addition, it is a great tool for
a GM to have every event and NPC recorded. With a written chronicle of each adventure, you can keep all the names,
dates, and eventsin your game in order. If your group should happen to adopt a new player, it will be easy for that
player to get acquainted with the current campaign by simply reading through the records of the party's adventures.

The challenge of the Chronicle system is to keep the story going without getting bogged down in the mundane chore
of collecting and organizing notes. If the players shoulder the main task of describing their actions and the GM only
places the notes in order, hastily adding a few connective words, you can keep the adventure running at a speed
comparable with verbal gaming. Remember: the GM must be extremely succinct when adding to the player notes and
get right to the business of reading out the players statements. Y ou can hold the players' interest if you are quick to
read out their statements and allow them to act without too much delay.

It has always been easier for some to write something and deliver it indirectly than to speak personaly. Thereis
something very fulfilling about taking part in a fantasy novel, and with Chronicle narration you will find that your
games take on the dimensions of sword & sorcery fiction. If you can get this type of game up and running you will
find it much easier to take that extra step in drama and language that turns your game into an epic.
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Dork Tower!

Dork Tower!
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Murphy's Rules

by John Kovalic

Murphy's Rules
2]
Murphy's Rules
2]
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I'm Crazy For Boy Crazy!

After taking a look at http://www.boycrazy.com/, the promotional web site for Decipher's newest collectible card
game, |'ve become Boy Crazy! Having a possible 363 cards depicting cute boys between ages 12 to 22, sold in packs
of 9, | have to admit -- shamefacedly -- that | am driven to collect them all. With pictures of cute, wide-eyed boys and
vital statistics such as astrological signs and preferred type of beet, a hard-core gaming collector just can't pass up this
game. | have to buy them off the net quickly, since they're going fast and | heard the kid with Down's Syndrome is
going to be worth something on eBay.

Decipher, Inc. has aready revealed they're working on expansion packs for Boy Crazy!, and | can hardly wait.
Hopefully, they're going to be adding action cards to make the game more interesting while teaching valuable lessons.
There will be those depressingly common and low-powered Lying and Cheating cards. There will the powerful
Marathon Phone Call card, which conveys all the boy information the girls will ever need to know, and played with
Lying it becomes a dangerous device. And then there's going to be the Backstabbing card, so we can learn the power
of betrayal early on -- but it'sarare, so we have to buy lots and lots of boys before we can start backstabbing our
friends.

Maybe, if Decipher has a sharp marketing team, they can buddy up to Wizards of the Coast and start selling Pokémon
Crazy! cards. There's something disturbing and attractive about unleashing Ricky Martin-esgue teenage bohunks out of
Pokémon balls to fight random members of ‘N Sync in a stadium, using the power of a Pelvic Thrust card to break the
empty career of the enemy. Beware the girl who happens to be wielding such dangerously rare cards as "Can Sing,"
"Can Play An Instrument,” or "lsn't Shallow and Pointless." She's dangerous.

Decipher president Cindy Thornburg said, "Every heterosexual girl goes through a stage of development where she
becomes aware of boys." Does this mean they're releasing a leshian expansion for those girls who discover in their
development that they're gay? "Girl Crazy! The collectible card game for girls discovering their emerging interest in
girls!™ We can't discriminate here!

| am proud that Decipher has decided to use sex to introduce girls to the wonders of roleplaying games, and are using
gaming as a tool to teach young girls (ages 10 and up) that the opposite sex is just an object, al that matters is what
you look like, and a girl'srolein life isto get a boyfriend. What a wonderful use of the teaching tool. | hope they
introduce this into schools. | can't wait until April when Boy Crazy! isreleased in stores everywhere.

Fetch Daddy's blue fright wig. | must be handsome when | unleash my rage.

Another Objectified Marketing Scheme

For reasonsthat | can't quite comprehend, gaming companies like Decipher, Inc. realize they need the female quotient
to prop up their bottom lines, but they make the blatant assumption that girls are dumb. And not normally dumb, but
dumb as posts. Clearly, in their estimation, all girls think that math is hard, so they should go shopping. Why not tap
into that gauzy pink, air headed mentality and make a mint on it at malls everywhere?

Has the crew over at Decipher, Inc. spent so much time hanging around at Sar Trek conventions doling out cards
sporting Ferengi that they've lost touch? Or are they so afraid of the juggernaut that is Hasbro-supported Wizards of
the Coast that they're willing to bend to the lowest common denominator? What's next on the desperation and
exploitation train? Porn collectible card games? Should they be appealing to that yet untouched 18-25 year old
market? (Well, other than XXXenophile, of course -- we're talking about full 256-color with pendulating breasts and
the word "nipple" written on the card somewhere.)

It's appalling and insulting. It's crass commercialism in its purest incarnation, pandering to a mindless TV -raised

generation who assume girls can't think past their own puberty-induced hormones. Just imagine if warm, fuzzy, and
family fun Decipher had bought FASA. We'd be having cybered, pink mini-skirt wearing trolls toting Uzis yelling
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about Girl Power, and remindersin new prints of Virtual Realitiesthat hacking is"bad." If this is the future of gaming,
I'm glad | play electric guitar.

Girls aren't dumb, and those who are buying and playing games aren't going to be suckered in by cards with boys of
the names of Brandon, Mitch and Chris, even at an age as young as 10 or 11. They're looking for more substance, not
less. Girls playing roleplaying games aren't Barbies with perfect breasts and heroin induced waistlines, whose focus in
life is buying another bag of bath salts -- and they know it. Those girls are smart, disturbingly creative, and proud.
When did the game companies forget this? Maybe they never realized it in the first place, and thus, the market stays
untapped.

It Came From The Bookshelf

Some of the gaming companies didn't completely miss the point, and for that, there are real chick gamers. There are
better things for a girl's imagination than collectible card games with pictures of boys whoring themselves for
attention, and a good gamer usually has them in his home. The common gamer has entire bookshelves filled with
games.

Put away copies of Boy Crazy! and their ilk. Sit kids, girlfriends, wives, or anyone in grabbing range down to play. It's
worth the time spent, and they usually foster memorabl e first-time gaming experiences. The following games are
merely suggestions or guidelines of what to pull off the shelf while burning Boy Crazy! in effigy. They were not
chosen in any scientific, or sane, manner. Many were chosen on the merits of their cover art alone. It's all entirely
subjective, possibly wrong, and may be harmful if eaten.

Vampire: The Masguerade. With the darkness of night, beauty, angst, death, and spiffy powers, Vampire is the most
female friendly of al the roleplaying games made today. Vampire's primary focus on character development, politics,
and roleplaying over treasure hunting and monster killing was revolutionary when it came out, and has spawned
legions of followers in both tabletop and LARP form -- not to mention the spin-off games and the mountains of
supplementary material.

Amber Diceless Role-Playing Game. War, sex, politics, and family -- this is either an episode of The Sopranos or
Amber Diceless. Based on the books by Roger Zelazny, it's an intense soap opera of a game, complete with strong
female role models and powers spanning an entire universe. The game works on a bare framework of a system, and it
involves storytelling from every member of the game, not just the game master. It is aso open to infinite variants --
including the one where Corwin is really a millionaire snack food magnate with a grudge against Frito-Lay.

Advanced Dungeons and Dragons 2nd Edition. The system is quirky and the game is a little outdated, but AD&D is
still the king of roleplaying. It smacks of familiarity, complete with dwarves, elves, and dragons, and it can be played
in the old "kill the foozle at the end of the dungeon” way, or with world-spanning games of high-stakes poalitics, or
everything in between. Heaps of modules lay ready for aimost instant play. Familiar, comfortable, and fun -- like an
old pair of underwear, but not.

Big Eyes Small Mouth. The system takes five minutes to learn. Simple, balanced, and fun, this game is a must for
anyone who enjoys anime or cartoons. It's flexible enough to cover everything from Akira to the Power puff Girls, easy
enough to learn the first time playing, and enjoyable enough to come back for more. And it only costs $15.95 for the
entire game.

Star Wars. Who doesn't want to fight their way through Stormtroopers while wielding the Force like a large, blunt
object? Or making the Kessel run in less than 12 parsecs? The Sar Wars universe is amost an institution, and the
West End Games D6 System makes it easy to fight the Empire. Again, the books are going depressingly out of print,
but the auction sites foster a lively RPG barter business.

Everway. On the side of the box, under the label of "Visionary Role-playing”, isthe line: For ages 13 and up. Everway

isone of those rare games where parents who roleplay can, and should, sit down and play this game with their kids
and their kid's friends. The heart of Everway is pure cooperative story telling and imagination, told through cards,
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quests, and creativity. The only problem is that the game is very hard to find, but copies can be found for auction on
eBay.

But These Were Left Behind . ..

Of course, there are games that should be skipped. They're tempting, they're wild but . . . nah. They're great to collect
and fun to read, but there is something just wrong with them. Deeply, intrinsically wrong. Wrong on some Biblical
level. Wrong on universe distorting levels. Maybe for her second game.. . .

Personally, | love them, but there's no accounting for taste.

Human Occupied Landfill (HoL). HoL needs to be played drunk, and not drunk on something good, either. HoL
practically screams for a bottle of Night Train or Mad Dog 20/20. Maybe it's the skills, like " Tolerate hideous amounts
of bloody mutilation and still eat fast foods." Maybe it's Elvis as an example PC. Maybe it's the religious parody. And
maybe it's just HoL., the gaming equivalent to a lobotomy with scribble art.

Macho Women With Guns. "Hey honey, let's play a game with scantily-clad bondage nuns on Harleys with leather
habits and death dealing rosaries!" It'skind of like HoL, but with more chicks, more estrogen, and better art. (The guns
are about the same size, though.) Blatantly chauvinistic and sexist, it's a great read -- but not a great first game.

Underground. Considering the most memorable detail about the setting of Underground is "Tasty Ghoul," a chain of
human-flesh-selling fast-food restaurants (in the form of corpus crispies), this strange cyberpunk, post-societal
collapse, superheroes meet Vietnam gameisjust . . . demented and bizarre. And, unfortunately, it's more of a
commentary on American society than it is a roleplaying game. The early material is definitely a fun read, but it's hard
to sell mildly psychotic militant pseudo-superheroes as good, clean family fun.

KULT. Remember those episodes of the 700 Club, where Pat Robertson would extol roleplaying as akin to worshiping
Satan? With KULT, you might think he had something there. There's a box on the front cover of KULT 2nd Edition
which states: "We would like to add that this is not a statement about our beliefs, nor a creed which we in any way
desire to impart to the reader. It is merely the setting of this role-playing game." This box did not appear in KULT's
first edition, so one really has to wonder. Sure, it's a game of horror, but reading this game gives people nightmares.
Playing this game, well, no one actually plays KULT.

And Those Other Game Thingies

Missing from the above list is a biggie, the universal gaming systems. GURPS, CORPS, FUDGE, Rifts, and The
Window. They're female friendly and they're not at the same time. It depends heavily on the modules used with the
system. They're very much like a "One size fits most” kind of game -- there are dozens of settings and worlds which
can be plugged in like Lego blocks onto a backdrop of rules, but they might not work for everyone.

Genres such as Westerns or Supers might not work really well when introducing the game to a bunch of female
players from Boy Crazy! age on up, but Fantasy might really do the trick. A little experimenting is in order with the
system, the modules, and the players. The great thing about universal systems is that any mix of genres can be played,
depending on the tastes of the players and what they enjoy, which makes roleplaying just that more creative, fun, and
addictive.

Next Time

Less ranting, unless Decipher, Inc. wants to put out another cheesy card game. Time for some meat. We're going to go
into gender roles in gaming. And the best, and most obvious place to start with gender rolesis. . . online.
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Blessed Events

by Scott Nickell

Art by andi jones

Emperor Julianus nervously paced the throne room, awaiting word from the Royal Wizard in Extraordinary. His reign
had been marred by internal strife, and he shuddered to think what might happen to his beloved land if he failed to
produce an heir. But more than that, he loved his queen very much, and wanted more than anything to know that his
child now grew in her womb. He did not wish to see her weep again at the thought that she might be barren.

The Royal Wizard entered the throne room silently. Julianus looked at himwith imploring eyes, not daring to speak.
"It is good news, Sre," the Wizard said, and he smiled warmly. "You shall have a son."

Rearing children is one of the most important driving forces in the mind of any creature, yet it is a topic almost
entirely absent from roleplaying. Conception and childbirth, whether intentional or accidental, hold enormous potential
for drama and storytelling. It is particularly important to kings and nobles to have an heir. The English break with the
Roman Papacy, for example, was largely the result of Henry VI1I's desire to divorce Catherine of Aragon for her
failure to produce a son.

But even pregnancy with less far-reaching consequencesis important to the parents, from a character actively trying to
conceive a child, to an irresponsible bounder trying to avoid conceiving a child, to an adventurer dealing with the
effects of actual pregnancy (as seen in the movie Fargo). Players experimenting with love and romance in roleplaying
may wish to take the next step and raise a child together. This articleis written with GURPS in mind, but the basic
chances are taken from the real world, and should be usable in other game systems with a minimum of fuss.

Basic Pregnancy Roll

Overall, a couple actively trying to have a child has a 50% chance of conceiving in the first month. To maximize their
chances, the prospective parents should engage in intercourse on four days during the week in which the woman isto
ovulate.

To determine whether a couple conceives a child during any given act of intercourse, each parent should roll vs. HT,
modified as below. If both rolls succeed, conception has occurred. If either successful roll isa critical success, make
another roll for multiple births (see below).

The primary modifier to the Pregnancy Roll isthe day of the woman's menstrual cycle that intercourse takes place. If
within 24 hours (either way) of ovulation, each HT roll isat -1. An additional -1 isincurred for each day beyond, for a
total modifier to each HT roll of -1 to -14. Note that this modifier should never be zero.

If a coupleis actively trying to conceive a child, the time of ovulation can usually be determined by keeping track of
the woman's basal body temperature, which drops on ovulation, then rises sharply the next day. At lower Tech Levels,
when this is not possible, the parents may note that ovulation generally occurs 14 days before the onset of menstruation
(which is also 14 days after, in an average, 28-day cycle).

If none of this is known (at low Tech Levels, for instance) or the parents are not keeping track, the GM may assign a
modifier from -1 to -14 arbitrarily, or by rolling 2d-1.

Other modifiers to the basic Pregnancy Roll:
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Male Roll

Low Sperm Count: -1to -3

Intercourse in Woman-On-Top Position: -1
Woman remains on back for 1/2 hour: +1
Douching: -2

Female Roall

no significant modifiers

Multiple Births

About one in 87 births are twins, with the incidence of higher numbers of children dropping off by similar percentages.

If the basic pregnancy rolls were successful, and one of them is a critical success, make a further 3d roll. On a 10 or
less, the conception has produced twins (on 11 or more, only a single child is conceived). On a 3-4, there will be
triplets.

Thisroll can be treated as open-ended: Every time a 3-4 isrolled, add another child to the litter and roll again. The
roll may be modified by the use of fertility drugs or other technological treatments, by subtracting 1 to 3 from the
number rolled.

Pregnancy

Being pregnant is a disadvantage, worth a variable number of points Blessed Events
depending on the stage of pregnancy.

First Trimester (0-12 weeks) -25 points

During the first trimester, the mother will often suffer from morning sickness
and mood swings. In GURPS terms, this translates to Manic-Depressive (p.
Cl192) at -20 points, and the following new disadvantage, for a total of -25
points. In the twelfth week, the baby's gender is distinguishable (though
magic or ultra-tech may push this back). On a 3d roll of 10 or less, the baby
isfemale; on 11 or more, itis male.

Morning Sickness -5 points

Y ou suffer from nausea and sometimes vomiting, usually upon waking. At
any time each morning, the GM may require you to make a HT roll. Failure
means that you are incapacitated for a number of turns equal to the amount
by which the HT roll was missed.

Second Trimester (13-26 weeks) -5 points

During the second trimester, the physical and psychological discomforts of
the first trimester are less severe. Morning sickness is less common, and is an optional disadvantage at this point.

However, due to the discomfort caused by the increasingly large fetus, the mother is at Reduced Move -1 (-5 points).

file:///D)/T0o%20Update%20T orrents GURPs%20t0%200CR/pyramid_2000/2000/0201.1.html[11/12/2008 08:18:07]



Third Trimester (27-38 weeks) -35 points

The third trimester is somewhat more stressful, as the baby's size increases. The mother now suffers from the effects of
being Overweight (-5 points), carrying 22 to 27 Ibs. of extra encumbrance. In addition, the baby is not only heavy, itis
inconvenient, uncomfortable and fragile, giving another level of Reduced Move, for atotal of Reduced Move -2 (-10
points). The Manic-Depressive mood swings of the first trimester also return, for a total value of -35 points.

Birth

When the time has come to give birth, the length of labor can be determined by rolling 3d, adding 5if it is the mother's
first pregnancy (subsequent labors tend to be easier). The result is the number of hours the mother spends giving birth.

It isagood ideato have someone present during birth with the Professional Skill: Midwifery (M/A), which defaults to
Physician-0 or First Aid-5. This person can help the mother deal with the stress of labor, as well as correcting some
complications, such as a breech birth.

Assume that a birth goes as planned if the mother successfully makesa (HT+TL) or (HT+4) roll, whichever is higher.
If the mother's roll fails, roll against the Physician or Midwifery skill of the attending health care provider, at -5 if the
mother had a critical failure.

If thisroll fails, the attending midwife is unable to easily correct the problem. In such cases, or where the baby istoo
large or labor is particularly long, a Caesarean section may be necessary. Thisis a surgical procedure. The first
recorded Caesarean section on a living mother was performed in 1610, but it did not become widespread until the end
of the 19th century. In earlier times, it was an act of desperation, restricted to use when the mother was already dead or

dying.

If the health care provider's roll fails, separate Surgery rolls should be made to save baby's and mother's life. Use the
normal Surgery rules (p. B56), with a -5 modifier if the Physician/Midwife roll was a critical failure. Failure on the
baby's roll will kill it; failure on the mother's roll does 2d damage to her (4d damage on a critical failure), and may
cause sterility (see p. CI84) if she failsa HT roll. The surgical team can opt to put either mother or baby at greater risk
in order to save the other; if so, add a bonus of up to +3 to the Surgery roll of the favored patient in exchange for a
matching penalty to the other's Surgery roll. See also Bio-Tech, page 18, for additional details concerning surrogate
motherhood.

A newborn infant as a Dependent is a O-point (or less) loved one, appearing almost al the time (15 or less), for a total
value of -96 points. However, if more than one parent is available to share responsibility, the frequency of appearance
may be divided among them. If there are two parents dividing responsibility equally, the frequency of appearance
would be 9 or less, making the child a -32 point Dependent for both. Also, as children age their point value will
increase (use the table on p. B14 as a guide), and the frequency they need attention will decrease, resulting in lower
values as Dependents.

Complications

This section is optional. Rolling for complications increases realism, but also adds more die rolls to the process, and
will only rarely have any effect. The GM may rule that only mothers in high-risk categories need roll for
complications.

Once a child is conceived, the mother should make a HT+4 roll. A failure indicates that the mother will miscarry; most
miscarriages occur during the first trimester. A critical failure on this roll means that the child will be carried to term,
but will suffer from birth defects. The following modifiers apply to this roll:

Mother over 35: -1
Malnutrition: -1 to -3, depending on severity.
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[lIness: -1 to -3, depending on the iliness. A mother contracting German Measles should make a separate HT roll, at
+2 for each month after the first. Failure means that the child will be born deaf, or with a reduced 1Q, or with cataracts
or other birth defects, with exact effects to be determined by the GM.

Exposureto Radiation: See below.

Exposure to radiation is a special case. See pages 145-148 of Compendium |1 for the effects of radiation on HT.
Resolve these effects separately on both mother and child. Unborn children have a HT score of 1. If permanent HT is
reduced to 0 or less, the child will be miscarried. Genetic effects of lesser doses depend on the campaign, ranging from
severe birth defects to the awakening of miraculous powers, and should be determined by the GM. See Bio-Tech, page
18 for some suggested effects of mutagens. Also, Creatures of the Night, p. 78-79, has point values for some severe
physical disadvantages, such as Human Torso and Siamese Twin.

During the first 42 days after conception, the embryo is particularly susceptible to radiation, and even a reduction of
temporary HT to O will result in miscarriage.

Note that these results are based on the real world. In a campaign where exposure to radiation regularly resultsin
super-powers instead of bone cancer, anything is possible.

When the full term of pregnancy approaches, a failed HT+5 roll will result in a premature birth. This roll is modified
as follows, to a maximum modifier of -2:

Malnutrition: -1

Smoking: -1

Syphilis: -1

Youth: -1 per level

Drinking: -1 per drink over 5 per day
Other Drugs: -1

Preterm infants require specia care, as they are susceptible to respiratory infections. At low tech levels, few will
survive. At higher tech levels, virtually all these complications will be correctable.

Contraception and Sterility

Sometimes, these rules may be more important to someone trying not to have a child. Contraceptives all have an
associated failure rate. If contraceptives are used, the GM should first make a failure roll for the method. If the method
fails, then the normal Pregnancy Roll procedure comesinto play.

The following failure rates are based on a 3d roll. These are "typical” failure rates, for the average modern (TL 7) user.
The GM may assign a modifier of up to +3 if the couple is being particularly cautious. Contraceptive methods used at
earlier tech levels will have higher failure rates than modern devices, at -1 per TL below 7, to a maximum modifier of
-2. Also, if multiple methods are combined, each method must fail to result in possible pregnancy.

Sterilization is a surgical procedure, and sterility (whether natural or surgical) is a disadvantage worth -3 points (p.
C184). Menopause can be simulated by female characters making a separate Aging roll (p. B83), gaining the Sterile
disadvantage on a failure. These rolls should begin at age 47. The failure rate for surgical sterilization is a critical
failure (17-18), followed by a second roll of 14 or more. Norplant has a similar failure rate, and is effectively
temporary (5-year duration) sterilization.

Contraceptive Methods

Contraceptive Failure Rate TL
coitus interruptus 12+ 0
Diaphragm 14+ 1
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Condom 14+ 2

Rhythm method 13+ 3
Spermicide 12+ 6

Pill 16+ 7 (late 1950s)
lUD 16+ 7

Sponge 13+ 7 (1983)
Cervical Cap 14+ 7
Sterilization crit/14+ 7

Hormonal Implant (Norplant) crit/10+ 7

Male Pill 16+ 8

The"Male Pill" (actually a contraceptive vaccine) does not yet exist, but researchers are working on it even now. At
higher tech levels, some of these methods may improve in effectiveness (a TL 11 Force Condom?)

The legal status of contraceptive devices depends on the campaign world, and the beliefs of the couple. For example,
the rhythm method is the only method officially approved by the Roman Catholic Church. In the U.S., public access to
contraceptive devices and knowledge was restricted from 1873 to 1936 by the Comstock Law.

Campaign Notes

In campaigns where nonhuman races exist, these rules can be modified dightly to cover other species. For instance,
Elves do not age, but only produce one or two children. This may be nothing more than a cultural quirk, or it may
indicate an earlier menopause in such races. Species that produce litters of offspring could use the same system for
multiple births, but with a default of more than one child, or even adding children on a regular success, rather than a
critical success on the multiple birth rolls.

Oviparous (egg-laying) species do not undergo pregnancy, but may take an egg as a Dependent. Hatchlings will tend
to grow to independence more quickly than human children.

If there are multiple nonhuman races, cross-breeding may become an issue. The typical fantasy Half-Elf is a good
example. If genetic science operates as we understand it (not a necessary, or even likely assumption in all campaigns),
such hybrids should be Sterile. If two populations can produce fertile offspring, they are by one definition members of
the same species. Of course, there could be interesting implications to the idea that humans and elves are merely
subdivisions within the samerace.. . .

When designing racial packages for these half-races, note that such cross-breeding often results in hybrid vigor, due to
the increased genetic diversity. In nature, hybrids tend to be larger and healthier than their parents. Remember, though,
that this istrue only for closely-related species; while this is reasonable for humanoid fantasy races from a single
planet, alien species would probably need magical or technological help to produce a child at al, due to differences in
biochemistry.

The medical problems inherent in cross-species pregnancies may be solved with magic, or with ultra-tech genetic
engineering. This could allow even couples of wildly different sentient species to bear and raise children. It might even
be possible to eliminate the sterility of these crosses. See p. 26-27 of Bio-Tech for some details on chimerization. In
such cases, hybrid vigor would not occur, since they are not true genetic hybrids.

Children with particularly strong psionic talents may manifest their powers in the womb (an example occursin the film
Scanners). This should be entirely under the control of the GM.

In magical worlds, several spells could be useful to a midwife. Sense Life could be used as a pregnancy test. Body-

Reading (p. G51) was used by the Royal Wizard in the introduction to determine the existence and sex of the king's
unborn child. Certain birth defects might be correctable using Cure Disease, Restoration or Regeneration. The Y outh
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spell might be a convenient, and even (if the religion condones spellcasting) morally acceptable means of reversing an
unwanted pregnancy, by regressing the embryo to an age before conception! See also GURPS Technomancer or
David Pulver's Bio-Tech Designer's Notes article for several new spells directly related to pregnancy.
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Summary

Basic Pregnancy Rall

Each parent rollsvs. HT, -1 per day away from ovulation (minimum -1, maximum -14).
On a Ciritical Success, roll again for multiple births:
11 or more -- single birth

5-10 -- twins
3-4 -- triplets

Gender

Roll 3d:

10 or less -- Female
11 or more -- Male

Complications (optional)
Roll vs. mother's HT+4:

failure -- miscarriage
crit. Failure -- birth defects

Modifiers:

Mother over 35: -1
Malnutrition: -1to -3
IlIness: -1to -3

Roll vs. mother's HT+5:
failure - premature birth
Modifiers (max. -2):

Malnutrition: -1

Smoking: -1

Syphilis: -1

Y outh: -1 per level

Drinking: -1 per drink over 5 per day
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Other Drugs: -1

Length of Labor

3d hours, +5 if first delivery
Complications During Birth

Roll vs. greater of mother's HT+TL or HT+4:

Success: no complications
On failure, roll vs. Physician or PS: Midwife

Success. complications corrected easily
On failure, roll vs. Surgery for mother and baby

Modifiers:
May elect to add bonus up to +3 to one roll by taking equal penalty to other.

Success: patient survives
Failure:

Baby: baby dies
Mother: mother takes 2d damage (4d on crit. Failure) and becomes Sterile on a HT roll failure.
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WEell, thisisa good sign. The Hunter Survival Guide breaks away from the "first sourcebook™ jinx., and provides a
mostly very good guide to the monsters of the world, and the people who hunt them.

The release of the Hunter: The Reckoning rule book wasn't an entirely auspicious launch to the game line. Between
the less than well received, "we've been sold! Whoops! No we haven't!” publicity stunt, and the fiery rantings of fans
who felt betrayed that the characters had supernatural abilities, the game itself got kind of lost. Which iskind of a
shame, because the game should be judged on its own merits, as weak or strong as they may be.

The HSG is a very good book. The introductory fiction, which covers the hippie characters from the H:tR intro-fiction,
isan interesting study in alot of ways, particularly in the (fairly creepy) view of the maternal instinct.

The source book starts off with a short section on Hunter-net.org, the website that the Hunters use for communication.
It's followed up with a "how to" section from a Hunter. It's a bit on the creepy side, like when the writer suggests that
you get by on three hours of sleep aday -- | turn cranky if | get lessthan ten -- and he has a bit o' the old gun fetish.
It's also kind of fascinating, like when the author notes how a person can survive on a dollar a day, leaving them with
more cash to spend on ammo, if they don't mind sleeping in bus shelters. For three hours a day.

It's an interesting perspective on the Hunter mindset. We see here how they can be willing to give up everything in
order to pursue their goals. We see them fighting things they don't know how to fight, feeling uncertain of their ends,
and guestioning the means they use to accomplish them.

The point is further driven home by the actual continent chapters. They're covered in aphabetical order, from Africato
South America (Antarcticais, shockingly enough, ignored entirely). The best chapter for reading pleasure is Asia,
which details a fair amount of information that should be familiar to a player of Kindred of the East. | particularly
enjoyed the cameo by Strike Force Zero.

Each of the chapters is narrated by a "local" for that region. Africais described from south to north by an Afrikaner
policeman. He comes across as the perfect "nasty South African,” using Kaffir in every other sentence and discarding
pretty much al of the continent as savage. The chapter does a very good job of speaking beyond the narrator,
conveying a good deal of useful info on the regions of the country.

Each continent is covered major country by major country, and each one has info on important topics for Hunters,
from where they can hide out to how hard it is to smuggle in weaponry.
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The section on North America is the weakest. It seems too cursory, not providing enough information for even the
brief nation descriptions each of the other continents had, instead focussing on not terribly informative/entertaining
tales of monster hunting adventure. Asia's description was a monster hunting epic that took time to look at the local
scenery. Canada, for example, is given a short section on guns and a couple of storiesthat fail to help with the
invocation of mood.

The book ends with a few monster types that seem pretty out of place. Until they appear, the book is a great resource
for players, but these put it strictly in the realm of GM info.

HSG isagood intro to the world of Hunter : The Reckoning. It's also got some great info on the general WoD (hey,
didjaknow there's a Toreador Methuselah sleeping in the Middle East? Well, now ya know) and how Hunters fit into
it. It'sa good sourcebook and a good read, and if the rest of Hunter's supplements keep up this level of quality, it
should bode well for the game.

-- Justin Mohareb
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Pyramid Pick

10 Million Ways To Die

Published by Iron Crown Enterprises

Written by John W Curtis |1, Craig " Ichabod"
O'Brien, and Coleman Charlton

112 pages, $16.00

A generation ago, |CE began life by publishing Arms Law, the first component
of the Rolemaster roleplaying game, as a replacement combat system for other
games, notably AD&D. With the release of 10 Million Ways To Die, the wheel
has turned full circle.

In essence, 10 Million Ways To Die is a streamlined version of the Rolemaster and Spacemaster combat systems. It
aims to provide a "plug and play" realistic alternative to other fantasy, historical, modern day, and science fiction
combat mechanics. The title comes from the blurb on the back where a street thug is contemplating how he'll die ten
million deaths at the hands of rival mobsters. It's not meant as a claim for the number of fatal ends for unlucky
combatants described in the book, although there are plenty of them!

A combat run under 10 Million Ways To Die will have the look and feel of a Rolemaster battle. Players still roll
percentile dice to generate a random number, add their skill with the chosen weapon, and subtract their opponent's
defensive bonus to produce a final result. The referee flips to the table for the attacker's weapon and cross-references
the result with the defender's armor to read off how many hit points (if any) that the defender loses and if a critical
strike has been made. If a critical occurs, it'stime to turn to the appropriate critical strike table, and roll percentile dice,
reading off a suitably gory description and mechanics effect from the table.

The complete description of the combat system, including examples, weapon and armor definitions as well as optional
rules, requires a mere six well-written pages. All the normal Rolemaster rules concerning parrying, flanking and rear
attacks, and so on, are considered optional, making the base combat mechanics playable by just about anybody. Thisis
how Rolemaster should have been written!

Unlike traditional Rolemaster Arms Law, each attack table covers an entire category of weapons rather than a single
weapon, so the "Light One-Handed Bladed Weapons' table represents everything from dirks to shortswords. For those
who want to differentiate between individual weapons, thereis an inset table of optional weapon-specific modifiers on
each attack table. There are a few surprises to be found here, such as statistics for Star Wars Imperia Rifles, so if
you're running a game in one of the popular science-fiction settings, take a look and you could be pleasantly surprised.
10 Million Ways To Die rationalizes the medieval armor types of Rolemaster into a more usable eleven and then adds
six types of ballistic cloth and far future armor. However because the rows of the tables now represent result ranges,
the pages are less crowded and much easier to read than Arms Law equivalents.

It still takes 33 attack tables to handle the entire gamut of artificial and natural weaponry. Fortunately they are sensibly
grouped, so page flipping is minimized. Moreover the weapon tables and critical strike tables appear in convenient
double page spreads with the attack table on the left-hand page and the most likely critical table on the right-hand

page.

I'm making such a big deal about table presentation and book structure here because they are crucial in determining
whether 10 Million Ways To Die is easy to use. There are three phases to resolving a combat action in Rolemaster --
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rolling the dice, finding the result, and describing the effects of the action. Rolling the dice to generate the attack or a
critical isfun! Describing an embarrassing fumble or a spectacular critical is aso fun! The "grunt-work™ of flipping to
the right table and hunting the right entry in that table is not fun. It also wastes gaming time. An inexperienced
Rolemaster referee can slow a combat down to a crawl ssimply tracking numbers. The presentation in 10 Million Ways
To Die really helpsin reducing that "grunt-work." Y ou would be hard-pressed to do it faster without computer
assistance.

So what about those embarrassing fumbles and spectacularly gory criticals?

Some games allow for critical misses where really bad dice rolls mean that your character misses automatically. Others
suggest that the referee makes up a suitable accident on the spot. Fumbling an attack using 10 Million Ways To Die
requires a roll on the fumble tables. Fumble effects can be as minor as a missed opportunity -- "Sweat trickles into
your eye. You elect not to attack. Good choice" -- or more dangerous than a foe's attack -- "Why me? The gun
explodes. Take'C' Heat and Slash criticals." Much more exciting and realistic than an automatic miss, and the
descriptions help players and referees to visualize the battle in their imaginations.

In some games, a critical hit means the opportunity to bypass an opponent's armor when calculating damage. Combat
isjust a mathematical exercise in reducing hit point totals with criticals smply hastening the process. The price of easy
mechanics is uninspiring combats where the details will quickly blur with those of every other battle in one's memory.
A critical with Ten Million Ways To Die is an opportunity to add vivid realistic detail to a combat. Each critical strike
entry consists of some descriptive flavor text and a separate list of game mechanics (so that the flavor can be tweaked
if circumstances dictate). The relish taken in gory detail and black humor that has been the hallmark of Rolemaster
critical tables from the beginning remains evident, e.g. "Laser makes neat incision in foe's nose. Beam continues
through spine, brainstem and back of head. Check out look on his face.”

10 Million Ways To Die ends with a set of conversion notes to enable non-Rolemaster referees to adapt their combat
statistics for this system with a minimum of fuss. Guidelines are supplied for nine major systems, including AD&D
and GURPS.

For Rolemaster and Spacemaster gamers, the improved presentation of 10 Million Ways To Die will increase
playability without sacrificing the spirit of their games. For everyone else, this book is the easy route to three-
dimensional combats without the trauma of changing game systems.

-- Nicholas H.M. Caldwell
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Pyramid Pick
7th Sea Villain's Kit

Published by Alderac Entertainment Group
Developed by Jim Pinto

64 pages, $24.95

One of the best things about being a Game Master for 7th Sea is that you get to play Villains.

Not bad guys.

Not anti-heroes.

Villains with a capital "V."

I'm talking about Sheriff of Nottingham- and Cardinal Richelieu-caliber heaviesthat your players will love to hate.

The 7th Sea books have several of these guys and gals lurking in their pages, with names like Reis and Villanova.
They are characters that make players sit up and take notice when they arrive on the scene.

Boo!
Hiss!

One of the best ways for GMs to enjoy these nasty folksis to join the Novus Ordum Mundi, one of the nine secret
societies that, for a yearly fee, promises to let members affect the course of the ongoing 7th Sea story. This annual
membership costs $25 and nets you:

* four issues of the 7th Sea newsdletter

* four No Quarter cards available only to Society members

* No Quarter National Rankings for tournaments

* four letters updating you on the activities of the various secret societies
* a membership card

* discounts on direct purchase products

* four adventures available only to Novus Ordum Mundi members, and

* a Novus Ordum Mundi lapel pin.

Quite a stash.

To sweeten the deal, Alderac has released the Villain's Kit. To be completely fair, this book cannot be reviewed with
the same criteria as a typical source book. That's because it isn't. When you buy it, you are actually buying a year's
membership into Novus Ordum Mundi. Incidentally, if you are already a member, don't buy this book. Y our copy will
be arriving in the mail soon!

The Villain's Kit is simply a collection of odds and ends to hold you over while the rest of your goodies trickle in
throughout the year. And what are the odds and ends? For the most part, good material that GMs will find at |east
interesting and at best very useful.
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The Introduction chapter gives a complete synopsis of all the other secret societies running around Théah. Other than a
layout error that caused a paragraph to be repeated twice, thisisjust a down and dirty summary that accomplishes
exactly what it is supposed to.

Y ou also get an introductory treasure hunt adventure called "Drake Footprints,” which seems to be written with the
goal helping novice players and Game Masters get a good feel for the whole swashbuckling genre. It has some classic
elements (pirate battles, a daring prison break, deciphering a treasure map), but the problem that some may find is that
the plot is fairly simple and straightforward without a lot of bells and whistles. There is some helpful advice to help
first time GMs run a successful game, but veterans may find it al a bit dull. If this is the case, they should keep the
plot and add on whatever extras they desire.

Why?

WEell, "Drake Footprints® is the first AEG adventure that provides a response sheet. In other words, it is one of the
stories that will help determine Théah's future in some form or fashion. It is a safe bet that some of the characters
featured in it, namely Jacques and The Kire, will show up again.

The Villain's Kit also holds a sample setting, a tavern called The Powder Keg. A detailed map is provided, along with
profiles of the proprietors and some regular patrons. This tavern can be dropped into any of Théah's nations without
hassle and there are notes and plot hooks for whichever location best suits a GM's campaign. Any GM will find this a
boon.

A section entitled "GM Tools" has some interesting observations and notes to enhance play and improve existing
games. Guidelines are given on how to design nation-specific Brutes to throw at your players (for those who don't play
7th Sea, Brutes are those namel ess thugs that drop like flies in any action film) and how to exploit the language
barriers that exist in Théah to muck players around.

John Wick provides the section's closing essay, called "Building A Better Villain." Crisp and well written, it serves as
the anchor for the whole Villain's Kit. The definition of what it meansto be a Villain in the world of 7th Seaisclearly
explained and ideas on how to portray such characters convincingly run rampant. Villains are the most important
aspects of the game because they are the Heroes foils. How important characters are can only be measured by how
dastardly the Villains get. It an easy enough concept and Wick makes it a useful and fun.

The Villain's Kit is rounded out with four new action maps for players to fight their way through (a theater, stable,
coach house, and Vaticine chapel) and Campaign Construction Sheets that help GMs design and keep track of
adventures.

The weakest part of this collection is 16 NPC "head shots" that take up four full pages. Theideaisto use them as
visual aids during a game, holding them up and saying, "Y ou see this scarred pirate glaring at you over her dirty bottle
of rum." These pictures are one trick ponies, unless the NPC in question becomes a regular feature of your game. Even
then, it is doubtful you will need the mug shot very often. The art is of very mixed quality and may leave some readers
wondering what else could have been placed on those four pages instead.

The Villain's Kit is 64 pages long. If its $24.95 price tag only covered the cost of the book, it would not be worth it.
But, since the price includes membership into Novus Ordum Mundi, it is a good deal.

If you are a 7th Sea player, or just looking for source material for another game, you'd best let this one dlide.

However, if you are a 7th Sea GM and want both memorable Villains and a chance for your campaign to have an
effect on Théah's future, don your black cape, twirl your moustache, and practice your most menacing laugh. This one
isa must-have.

-- Les Smpson
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St. Dagobert's Sanctuary for Foundlings

by Loki Carbis

Art by andi jones

St. Dagobert's is a combination of hospital and orphanage run by
Jesuit monks and a few lay volunteers. Although the Church does not
condone births out of wedlock, neither does it condone the
abandonment of the innocent products of such unions. More than a
century ago, the Jesuits founded this particular mission in deference
to humanity's imperfections. (Politically, they came under great fire
from the majority of their brother and sister ordersfor this step,
especialy the Dominicans, since many viewed it as partially
excusing the sin of adultery.)

The structure itself is large, but mostly unoccupied. The staff isfar

too small for the magnitude of the task that they have set themselves,

and many sections of the building have fallen into disrepair. The

upper two floors are considered dangerous and few ever venture

there, while the basements are perpetually flooded to a depth of three

feet (more in winter and early spring). Only the chapel, the wards,

the dormitories and the secret entrance are well maintained. The

secret entrance is a simple device -- an airlock-like chamber with an

outer and inner door. Supplicants place the unwanted infant in

through the outer door, close said door, and ring the bell next to the door. At this point, one of the staff will open the
inner door, and the child will be accepted into the care of St. Dagobert (the patron saint of both orphans and large
families, among other things).

The children are well cared for -- Jesuit medicine is more science and less superstition than most others practice
(whatever the century) -- and educated to exacting Jesuit standards. At any age between six and eight years old, the
Jesuits will do their best to find a place for the child, often apprenticing them to masters of various trades. (Thisis not
as difficult as may be thought, since a Jesuit education is a great asset in a mostly non-literate age. Even after literacy
becomes widespread, the standard of the education is still above average.)

All in all, St. Dagobert's Sanctuary for Foundlings is a quiet, respectable enterprise that is so much a part of lifein its
city that it israrely questioned, and thus of almost no visible interest to characters. It is located in a run down part of
whatever city is most distinguished by age, size or importance to the plot of the adventure (or any combination
thereof). Likely candidates for such a city include London, Paris, Rome, Berlin, Dublin, St. Petersburg, New Y ork,
Mexico City, Rio de Janeiro or Washington. (For obvious reasons, it is unlikely to be located in a city that is not
predominantly Christian in its faith -- although it would be an interesting addition to Istanbul or Jerusalem, to name
just two.) Wherever it is, it fades amost, but not quite, completely into the background. If that doesn't make them
suspicious, the GM has a number of options at his or her disposal.

The documented connections of the Jesuits with the Knights Templar might well arouse the suspicions of playersin
any GURPS Illuminati game -- but even more so when the characters realize that the patron saint of the Sanctuary,
Dagobert 11, was a Frankish monarch of Merovingian descent. Is the Sanctuary part of some plan to restore the
Merovingian bloodline to its rightful place? Or is something even more sinister going on? Dagobert's death in a
somewhat suspicious hunting accident could have been a ritual sacrifice that the Sanctuary benefits from in some
obscure fashion -- or perhaps the whole purpose is to find his soul when it reincarnates.

The Jesuits are the subject of many conspiracy theories, and the vast number of orphans they take in and educate (and
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indoctrinate?) could easily become the basis of a conspiracy theory, accurate or otherwise. In Yrth, where the
Sanctuary would be located in either Tredoy or Megalos, the Jesuits are already the subject of considerable suspicion
(see the sidebar on page 27 of GURPS Fantasy) -- and their willingness to take in orphans of any race only adds to
the whisperings against them. The Sanctuary could play a similar role in a GURPS Technomancer game (although the
Jesuits are much less suspect in that particular setting). Other likely timelines for it to be located in include Dixie and
Reich-4 (from GURPS Alternate Earths) or Cornwallis (from GURPS Alternate Earths 2).

The Sanctuary could well be a point where evil beings enter the world -- after al, the Jesuits might be completely
innocent, but they have no way to determine who or what delivers the infants to them. Any number of possibilities for
GURPS Horror campaigns could be happening. Are the Sidhe smuggling changelings into the world in preparation for
their eventua return (in an odd GURPS Celtic Myth campaign)? Or are the children really lycanthropes (GURPS
Werewolf: The Apocalypse), shape-stealing aliens (GURPS Atomic Horror), or something even further out? In a
GURPS I ST campaign, the Sanctuary might well be a front for the Black Moon Society, or most chillingly of al, the
Exchange (see GURPS Super -Scum). Are the children having odd experiments performed on them, and if so, by
whom and for what purpose? Any sort of scientific experiment could be from any of a host of GURPS settings -- and
could even the most hardened Black Op gun down what appear to be innocent infants and toddlers?

It's aways possible, of course, that one or more of the charactersis an aumnus of the institution. If so, they may well
have learned more than they bargained for, or even more than they are aware of, ala The Manchurian Candidate. This
makes for a particularly nice twist any time the GM wants to encourage the characters to suspect and distrust each
other. Alternately, a former recipient of the Sanctuary's largesse could well find that the Jesuits need a few good men
(and women) for a very important mission -- athough whether this makes it a Patron, an Ally Group, a Dependent
Group or even an Enemy will depend on the campaign. In short, the Sanctuary can serve virtualy any function that the
GM can devisefor it. May St. Dagobert smile upon you.
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Pyramid Interview: Matt Forbeck

by Les Simpson

Brave New World is a roleplaying game about people with superpowers. These
people are collectively known as deltas, and the game revolves around their
struggles in a modern-day fascist America. The entire country has been under
martial law since Jackie Kennedy was assassinated by rogue deltas in Dallas back
in 1963. Now all deltas must register themselves as letha weapons and constantly
report their movements. Players heroes are members of the Defiance M ovement,
the loosely organized delta resistance that is fighting to restore the country's
democratic promise of liberty and justice for all.

Pyramid recently had a chance to chat with Matt Forbeck, the man behind Brave 2]
New World, and get his thoughts on his creation and an idea of where it will go
next.

Pyramid: First off, Matt, let's talk a little bit about you. You're Brave New
World's creator, but what else should we know about you?

Matt Forbeck: Brave New World is hardly my first game. I've been working

creatively in the adventure game industry for over 10 years now. The game lines

I've worked on include Deadlands: The Weird West, Deadlands: Hell on Earth,

the WildStorms CCG, Silent Death: The Next Millennium, Mutant Chronicles, Doomtrooper, the Kult CCG,
Doomtown, The Great Rail Wars, Warzone, Blood Bowl, AD&D, Middle-earth Roleplaying, Chill, and Space Hulk.
I've also written short stories for Deadlands: The Weird West, Vampire, Changeling, Shatterzone, TORG, and
Mutant Chronicles.

| spent the last four years as the president of Pinnacle Entertainment Group, which originally published Brave New
World. I've since left the company and sold Brave New World to my good friends at AEG, the publishers of 7th Sea,
Clan War, and the Legend of the Five Rings RPG.

It was hard to leave Pinnacle, but it was the right thing to do. | find it a lot more fun to spend my days designing and
writing games instead of helping to run a company. These days I'm writing all of the new Brave New World books,
plus I'm doing a bit of freelance design and consulting on the side.

I livein Wisconsin, where | work out of my house. The best part of thisisthat | get to spend a lot of time with my
wife and our toddling son.

Pyramid: And what about Brave New World itself? This certainly isn't the Aldous Huxley novel. In fact, the tag line |
have seen is " Superhero Roleplaying in a Dark America." What, exactly, does that mean?

Forbeck: First, it doesn't have anything to do with Huxley, which is one of the reasons| put my name on the cover of
the book -- to help avoid confusion. Thetitle actually comes from Shakespeare's The Tempest. It's a line from Miranda,
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the daughter of the wizard Prospero. She's been living on an island with her father and their servant her entire life, and
when she sees a man from the outside world for the first time, she says, "O brave new world that has such peoplein't.”
I thought that made for a perfect title for a superhero game.

Thefact is that Brave New World isn't about superheroes in the way that most people think about them: four-color
models in spandex stopping bank robberies and facing off against equally silly villains. It'sreally about a dark variant
on the real world, and the heroes just happen to have some minor powers that set them apart from the herd -- in ways
both good and bad. It makes them the target of some serious hostility while also giving them the power to do
something about the state the world isin.

Pyramid: The game is different from other superhero RPGs in ways other than its setting and back story, though. The
toneisvery gritty, where a gunis just as dangerous to most deltas as it is to your average Joe. Why realistic
superheroes?

Forbeck: Because they're the most fun. Seriously, Superman bores me to tears. Every issue, the writers have to come
up with a brand-new, absurd means of challenging the most powerful person on the planet. After awhile it gets
ridiculous.

What does heroism mean to someone who very likely can't be killed and actually risks very little to help others? When
areal person risks life and limb to help someone else, that's heroic. The heroes in Brave New World are just a small
step above a regular person, power-wise, and they take the same kinds of risks as we would. That makes the game that
much more exciting and meaningful -- and fun.

Pyramid: The whole Delta Registration Act, and many other concepts found in Brave New World, are clearly
symbolic of real life issues, bringing another sense of realism to a fantastic setting. Would you like to comment on
what issues in particular, if any, you were addressing?

Forbeck: Obviously I'm making some comments on bigotry, but the larger issue in the game is this question: How far
are we willing to go to feel safe from terrorism? What kinds of rights are you willing to give up? More importantly,
when you think these rights are someone else's, how many of those are you willing to give up?

In aworld in which we have kids shooting kids in high schools, in which we have home-grown terrorists blowing up
buildings, in which we have an armed lunatic actually storming into the Capitol building, how far are we willing to go
to feel safe? Who are we willing to blame? And what really should we be doing about it? | don't claim to have the
answers to these questions, but the game does raise the issues.

Of course, that's al behind the scenes. Like any other game, it's all about having fun, and there's plenty of that to go
around.

Pyramid: Brave New World has another feature in its setting that makes it unique: religion. Mixed in with
superpowers and dictatorships, it first seems like an odd element, but actually comes across very well. Y ou portray
religion, in the form of the Covenant, as an institution, capable of both good and evil. How hard isit to do justice to
religion in a role playing game, especially one of this nature?

Forbeck: I'm a lapsed Catholic who went through 11 years of Catholic school, so I've got some education in this area,
and I've given it alot of thought over the years. Religion actually has a lot to do with what's happening in Brave New
World, much of which will become apparent in the Bargainers and Covenant books, both of which | believe are due

out this year.

| don't think it's hard to do religion justice in a game. It's a part of many people's lives across the world and especially
in this country. Ignoring it would mean ignoring a large part of our culture. I'm still wrestling with some of the ways
that the forces behind the religions work in Brave New World, although I'm pretty set on how the worshipers
understand them.

This actually all ties into the hidden backstory behind the game, most of which I'll reveal when we get to Crossroads,

file:///D)/To%20Update%20T orrents’ GURPs%20t0%200CR/pyramid_2000/2000/0201.html[11/12/2008 08:18:14]



which is tentatively scheduled for 2001.

Pyramid: | guess the only complaint I have heard about Brave New World isits template system for character
creation, where you receive power packages instead of cherry picking your different super powers like in other games
in the genre. Would you like to respond to those critics?

Forbeck: Sure. My belief isthat most of those critics are experienced roleplayers who were disappointed that they
didn't have another game system to pick apart. Honestly, there are already lots of great systems that allow you to cherry
pick your powers and develop the superhero from hell. | didn't want to cover that well-trodden ground.

Brave New World was written so that beginning roleplayers could leap right in and start playing. Character creation is
a snap, and it gives you fun, easy heroes that fit well into the world. If you, as a player, really want something else, |
suggest taking your favorite game system and building your own hero with it. Then come on over and play in the
Brave New World setting.

Honestly, the only rule here is have fun. You're playing in the comfort of your own home, and I'm not going to come
in there and tell you that you're doing it wrong.

Pyramid: Okay, Matt, now that we've got a firm grip on what Brave New World is, let's talk where it is going in 2000.
Is 2000 going to be a brave new year?

Forbeck: Oh yeah. There will be six new Brave New World books in 2000, maybe seven since Defiants has slipped
into the new year.

Thefirst, then, is Defiants, which is more on the rebellion against the oppressive American regime. After that is Delta
Prime, which allows the players to become part of the American government that's fighting to put down the rebellion -
- for the good of the nation, of course. Then it's Bargainers, which delvesinto a class of hero that has the ability to talk
and make deals with demons. This might seem a bit of a tangent, but it actually fits nicely in with the unfolding
backstory behind Brave New World.

Next up is Crescent City, the main campaign setting for Brave New World. Thisis the city that grew up in the ruins
around the crater where Chicago used to be. Then it'sthe specia core book for the year, a monster of a book called
Glory Days, which puts the heroes into WWII in the world of Brave New World.

And much more after that, of course.

Pyramid: A World War 1l superhero game? When | hear that, | have images of Captain America fighting the Red
Skull. However, going by what has come before, | have a feeling this is going to be much more serious. Am | right?

Forbeck: Oh yeah. | think of it more as a cross between Indiana Jones and Saving Private Ryan. There are some
serious issues to work with here, but | don't think that needs to get in the way of the fun. There will be some cheesy
costumes and the like, since this was a more idealistic age, but sinceit's a 21st-century game, there are going to have
to be some modern sensibilities overlying it. I'm just starting some of the research on this. There's a lot to know!

Thisis not a standalone game, however. It's a setting book which gives the players a whole new way to play the game.
It just didn't seem to make much sense to include the whole ruleset again though, so we're going to leave that part out.
It's also a standalone setting in the sense that no supplements for it are planned. If there's enough demand, we might do
some, but at first we're going to ssimply concentrate on stuffing as much as we can into the book.

Pyramid: Y ou mentioned Crossroads a minute ago, a project that was alluded to in the Brave New World rulebook.
That sounds like another spin off. Can you drop a few hints about it or isit still classified information?

Forbeck: That's where | spill the beans on what's happening behind the scenesin Brave New World. It's likely going

to be another setting book, like Glory Days. However, this is where we get into the alphas and how to create and play
them. With a power-level jump like that, the challenges have to rise to meet the heroes, so you can expect to be

file:///D)/To%20Update%20T orrents’ GURPs%20t0%200CR/pyramid_2000/2000/0201.html[11/12/2008 08:18:14]



playing on a whole different level.

Pyramid: It sounds like you are going to be pretty busy, then. Has the switch from Pinnacle to Alderac yielded any
significant changes for Brave New World?

Forbeck: Not really. AEG was handling some of Pinnacle's business management duties before this new arrangement,
so | was already good friends with the people at AEG. I'm still writing the books and handling the layout. The only
real change is that the art direction is now in the capable hands of AEG's Jim Pinto.

Unfortunately, the transition did cause some inevitable delays, so Defiantsis now very late. As | write this, though, it's
just getting off the press. Plus, Delta Primeis already in fina production, and I'm working on Bargainers right now,
so we'reright back on schedule. With any luck, there shouldn't be any real delaysin 2000.

Pyramid: Alderac istrying for a new level of player interaction with 7th Sea, with different fan clubs, websites,
contests and the like. Is anything of this nature planned for Brave New World? If itis, it would seem that the Delta
Times website, www.deltatimes.com, would be a perfect staging ground.

Forbeck: It certainly would. We're having some conversations about that right now. It'sreally up to AEG to set this
stuff up. They've done such a great job with 7th Sea, though, that | don't think it'll be long until you see a similar
amount of support for Brave New World.

Pyramid: How about other Brave New World products? Is a line of miniature figures still planned? Will there ever be
a Brave New World collectible card game, novels, or comic books?

Forbeck: I'd love to see all of these things. | believe AEG is still planning on a Brave New World miniatures line, and
I've had some thoughts about a game for it someday. Asfor CCGs, novels, and comics, 1'd love to do all of those --
and we very likely will -- but for right now I'm going to concentrate on getting the game back on track and making it
the most fun it can be.

Pyramid: Well, even without those additions, Brave New World has generated a devoted following. Is there anything
you would like to add before we go?

Forbeck: 1'd like to thank all the players out there for picking up and playing Brave New World and -- most of all --
for being patient. There is a lot more Brave New World stuff on the way, and | know you're going to love it.

[Editor's Note: Y ou can download the core Brave New World rules, background, and character sheet at
www.peginc.com/BraveNewWorld/BNW.html .|
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Secretsof Your Local Friendly Game Store

This month's column will return squarely to the realm of reality. Thistime, let's take up an issue and a question that
gamers struggle with on a daily basis. Or, if not daily, then at least monthly at new releases time. Theissueisthe
Friendly Local Game Store (FLGS) and the specific question is, "What are these people thinking?" | talk with fans all
the time who ask such questions as "Why isn't my FLGS at the local mall?" and "Why don't they carry anything
besides the core books and new releases?" and the most plaintive of all questions, "Why don't they carry Insert: The
Name at all?" The thought that went into each of these decisions, and most others around FLGS's are grounded in
sound business practices. It is just that most players do not know what the principles are. Today, | will be revealing
some of the "Secrets of your Friendly Local Game Store."

The first thing to say about an FLGS isthat it is a business. The people who run it may have opened the business
because of alifelong love of gaming or a family threat to "make something out of this hobby or give it up" but,
especiadly if the store opened before the CCG craze, weathered that transition, and survived the crash, that store is a
real business. And as a business, it is subject to all the usual business pressures -- including Location, Stocking, and
Competition.

L ocation

No matter what kind of business we talk about, it has to be located somewhere (yes, even Internet stores, but we'll talk
about that later). Even amateur Real Estate brokers can tell you that the most important three things in starting a
business are 1) Location, 2) Location, and 3) Location. But what only a professional can tell you isthat it is not
usually that smple. There are all sorts of limitations and problems with opening and maintaining stores, some of
which dictate where a store can be.

The primary issueis traffic. Stores have to have people coming in to buy, or else they're not stores. They might be
other good things like large gaming halls, but they're not stores. Now a traditional FLGS is a "destination store." That
isto say, that the people who go into them set out to go there, the store is their "destination” when they leave the
house. These kinds of stores are good, since they can be anywhere. Other kinds of stores that depend on "walk-by"
traffic must be in places with people walking by, like a main street or a large shopping mall.

Retail developers and shopping mall managers know this and they charge for traffic. The more people who frequent a
particular mall, the more expensive it isto locate there. And, like it or not, most people out in shopping malls aren't
looking for more Warhammer minis, or the latest Call of Cthulhu release, and wouldn't buy them even if given the
chance. Traffic equals sales for some stores, but a traditional FLGS is usually better off locating outside the mall.

Note that | say "traditional” FLGS. There is a new model of store that has the potential to do very well in a shopping
mall setting. These stores are ones that focus more on the kinds of games that appeal to mall-goers. Board games,
family games, and party games do very well, often well enough to support a reasonable sized RPG or miniatures
section. However, to compete in a mall setting for "traffic” the stores have to match the attractiveness and service of
other mall-based stores. | know veteran gamers who wouldn't dare shop in a store where the clerks wear polo shirts
embroidered with the store's logo. | also know soccer moms who wouldn't dare shop in a store where the clerk was
wearing a t-shirt that said, "Vecna Rules!" Neither of these stores is making a mistake, they're just going after different
markets.

Some FLGS owners are starting to catch on to both markets and are opening little "kiosks" or carts in the middle of the

mall to sell family and party games. Customers who want more or different kinds of games are referred to the larger
store out of the expensive center city. This can be a very happy medium.

Stock
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Talk about small kiosks with limited space brings up the issue of stock. Many of the most common complaints about
the FLGS are about the narrowness of stock. To understand the decisions about stocking, it is necessary to understand
the following few terms: footprint, adjusted gross value, and turns.

In the real world, things take up space. The amount of space a product takes up is called its footprint. Some things
footprint changes based on its orientation. Think of a typical RPG on a shelf. If it isturned cover out, its footprint is
much larger that if it is spine out. A quick look into my library tells me that a shelf full of GURPS books spine out is
four books wide; front cover out, and it is 80. The price of something divided by its footprint isits adjusted gross
value. That four-books-wide shelf of cover-out books has a retail price of around $80, or just over $2.30/inch. The
spine-out shelf of the same width is worth $1600. Same physical space, 20 times the value. But no matter how much
the space is potentially worth, it isworth zero is the games don't sell, and that's where turns come in.

Turns are the number of times the thing that takes up a particular space in the store is sold. Think about it this way,
when you buy a book, that space doesn't stay empty, the FLGS manager fillsit with another book and tries to sell that
one. The number of times that process occurs in a year is the store's annual turns. So, now it should be clear -- the
store's yearly sales should be adjusted gross value of the usable display space times turns.

Increasing a store's sales should be easy. One way is to increase the store's adjusted gross value, which means packing
more products into the same space by using falling racks, or by overlapping covers. The danger is that the products
might be difficult to see, which could adversely affect the store's turns. Maximizing the store's turnsis the other way,
but that usually involves stocking products that move quickly and without much work -- new releases from hot game
lines and the core products of established lines. This technique, however sacrifices the potential sales of backlist
releases.

Another big issue driving what a store can or should stock is the store's lease. Many shopping malls have very well
defined restrictions regarding the kinds of items a store can sell. Most indoor malls prohibit the selling of used
merchandise, for example. Of course, there are notable exceptions, but this policy explains why few mall-based game
stores sell used comics, games, or secondary-market CCG singles. Some landlords may have limits on the subject
matter the games may address.

Some stores don't carry products they can't easily display. POP displays for CCGs, standard size RPG books, and
blister packed miniatures are accommodated without trouble. Large format boxed games and smaller format RPG
books may be perceived as more trouble than they're worth. Conversely, these unusual formats may work to the game's
advantage. Small format books, for example, must be displayed in front of large format books, where customers can
see them. Hmmm . . .

Finally, stocking decisions can, in some cases, be dictated by what a store can get from its own suppliers. Most
traditional game distributors do not handle computer software, for example. That fact makesit hard for stores to
discover or even get in computer games which their customers might otherwise enjoy. Likewise, the small quantities
which an FLGS is likely to buy make it difficult for them to get the quantity discounts which can make them price-
competitive with software superstores.

Competition

Which brings us to the trickiest part of business, remaining competitive. Customers choose where to buy things based
on a dizzying array of factors. There are so many things that go into making these decisions that there are people who
make great fortunes attempting to analyze them. The two | want to highlight today, though, are service and price. In
areas with more than one FLGS, they compete with each other. | discussed above some of the ways that appearance
and stock selection can affect the customer base and define a stores market. But, | aso choose these two things
because they are at the crux of the conflict between brick-and-mortar retail stores and their online cousins.

From a service standpoint, your basic FLGS has several advantages. For one, itisat least L and presumably F. If so,
there are actua tangible benefits to getting in the car and going down to the store. One of these is store employees
with whom you may have built a relationship. They know your preferences, and have a sense of what else you might
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like. But moreso than that (because an online store can have that) is that there are other customers with whom you may
also build relationships. Open gaming areas, demo space and knowledgeable people all help you to make more
informed game-buying decisions. There is aso the undeniable fact that, for most games, you can hold them in your
hand in the store and page through the contents. And finally, once you have put down the money, the game is yours --
immediately.

Online game stores can have one huge service advantage. In places where there is no game store, online is often the
only way to go. In that way, they perform a great function and earn their keep on that fact alone. To a gamer with no
local game shop, online stores can be a godsend.

Another advantage online stores can have is pricing. Harnessing the power of the Internet to reduce the need for
employees, rent, backstock, and other overhead can alow online retailers to reduce prices charged to customers. In
many cases, prices can be lowered enough to cover the costs associated with shipping purchases to the customer.
There is aso the perception that online customers don't have to pay sales taxes. (Technical business note: Thisis not
strictly true. Online retailers do not have to collect state sales taxes. Customers, however, may still be obligated to pay
the tax directly to their home states. Enforcement on these laws have been weak, but as mailorder and online grows, it
may get bigger.) There is also tremendous resistance on the part of game manufacturers to online game shops. There is
at least one manufacturer who requires that its products not be sold at less than the MSRP (Manufacturer's Suggested
Retail Price) by online stores. Thisis ostensibly to protect the interests of the FLGS.

The actions of your FLGS may appear confusing at first, but they don't have to remain that way. Basic business forces
are at work in all markets, even our own. With a little knowledge and observation, they won't long remain the secrets
of your FLGS.

On a personal note, this column was inspired by a number of e-mails | received suggesting topics for my column.

Thanks to all those who wrote in. As always, if you have questions about the business of gaming you'd like answered
in this space, please feel free to drop me a line at micahj@io.com.
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The Penultimate Column

WEell, the cat's out of the bag, so what elseis there to talk about?

Next week'sissue will be my last. After nearly six and a half years associated with Pyramid and Steve Jackson Games
(thistime...), I'm moving on. I'll be working for Innovative Studios, a Florida-based company that does a lot of
things, some of which I'm probably not cleared to know about. But they have some great ideas for using the net to
connect gamers with retailers, retailers with distributors, gamers with each other, freelancers with publishers, and just
about any other combination you can think of. And I'll be doing . . . well, pretty much what I'm doing now.

I'll bore you with the details some other time. It's not Pyramid's job to be plugging my new gig, anyway.

They say that moving and changing jobs are two of the most stressful things a person can do, and now |'ve gone and
piled them one on top of the other. Serves me right. So, if this column comes off alittle disointed (and how would that
be different from many of the others, you may ask?), my apologies.

More New RPGs

The vast unpaid research department reminded me of another new RPG due out this year, and | must admit this one
has some potential -- Dune, from Last Unicorn Games. | loved the original book (and the first sequel or two, though it
started to go downhill kind of quickly), and | think we can forget about the movie. But LUG has demonstrated they
can handle a licensed property well, with the now-hitting-on-all-cylinders Star Trek lines. (Isit my imagination, or
did they recover from their slow start on those games just about the time Ken " Suppressed Transmission” Hite come on
board? Ken, of course, is much too humble to suggest anything of the sort, but I'll do it for him.) The main rulebook
(and the first four supplements) are all listed at the Last Unicorn Dune website as "Coming Soon,” but my informant
swears they'll be out this year. Sounds good to me.

Regrets? I'veHad A Few

The more | think about leaving Pyramid, the more | realize | have to say. More than can fit in just one column next
week. So I'll get the recap off to a start now. And to make sure that next week's column is a high-note tearfest, I'll talk
about what | thought were the downsides of this grand online experiment (or at least, our implementation of it).

To be fair, what went wrong -- or simply wasn't as good as | would have liked -- is a short list of minor stuff,
especially compared to all that went right. But | want to close off my chapter of the Pyramid story with full disclosure,
so I'll mention a couple of things.

I know the customer is always right, but it aways annoyed me that the readers so strongly resisted all attempts to
broaden the scope of Pyramid beyond roleplaying. It's not surprising -- most readers came to us from already being
fans and customers of Steve Jackson Games, and that meant, mostly, GURPS. And the non-RPG titles | could get the
readers interested in were still SJG products -- INWO, Car Wars, Ogre.

And you can probably lay the blame to some degree on the quality of the non-roleplaying articles we've run. They're
not as good as most of the RPG stuff, I'll admit. But | was going for a balance, and the submissions were decidedly
unbalanced. So, | had to dig deeper in the pile to come up with non-RPG articles, and the quality wasn't quite as high.

And to be fair, within the realm of roleplaying, | think we've done a decent job of covering a lot of other games. The
"More GURPS!" cries are not as common or as strident as they were in the early days, and | don't know if it's because
they got tired of complaining (not our readers, | can hear you saying), or because they came to see that the other
material we were doing had some value to them.
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I think information providers have an obligation to broaden the horizons of their audience. | remember back in 1993, |
went back to Texas A&M to help celebrate the 100th anniversary of The Battalion, the student newspaper | was on the
staff of while | wasin school. Anyway, one of the guest speakers was a bigwig at the Houston Chronicle, and he was
waxing elogquent about their early foraysinto online news delivery. One of the advantages, he said, was that customers
could customize their news: If they didn't want hockey scores, they could set it up so they didn't get them.

| thought (and still think) that thisis a bad idea. It's a short step from, "Don't send me hockey scores, because | don't
care about hockey," to, "Don't send me anything that makes my favorite politician (or company, or religion, or ethnic
group) look bad, because I don't want to know." In real, bigtime journalism, the information providers have an
obligation -- a near-sacred duty -- to tell people things they don't think they want to know, or don't know they should
know, but need to know. Pretty arrogant of those journalists to think they're the ones that get to decide, isn't it? But
somebody's got to do it, and the generally poor job the media giants of our age have been doing at it lately doesn't
mean it shouldn't be done.

Same thing here. For the good of the hobby, and simply to expand the horizons of the readers, | wanted to make
Pyramid more general interest than it turned out to be. More computer gaming, more online gaming, more board games
and card games, even play-by-mail and wargames and maybe even mass-market and family games. Didn't happen. A
regret.

And before | gush and froth about the tremendous support Pyramid has received from its readers and contributors
(that's next week, remember), | will discourse briefly on the double-edged sword that is Committed Fandom.

The good newsiis, they hang on your every word and have a strong emotional commitment to what goes into the
magazine. The bad newsis, they hang on your every word and have a strong emotional commitment to what goes into
the magazine. The nitpicking and the slams that individual articles have received on the message boards are very
discouraging.

A little math: A $15.00 subscription, divided into 52 weeks, comes out to 28.8 cents an issue. Each issue contains 10 or
11 new articles, columns, and cartoons. That's less than 3 cents an item.

Somebody worked very hard on each and every one of those items. Some of our more professional contributors take
much less than their going rate and still contribute to Pyramid, out of loyalty, good-heartedness, and a generally poor
business sense. And each reader pays 3 centsto see it, and some of those people then dismiss it with an, "Eh." Or a
slam.

I'm not going to say, "if you don't have anything nice to say, don't say anything at all." Criticism and feedback are a
very important part of what all communication professionals do. But please try to make your criticisms more
constructive. | think we'd all appreciate it.

And my last regret is that we weren't able to do more. Pyramid makes a modest profit at its current staffing level, they
tell me, and that's very, very good. It means that the magazine will continue in its present form for the foreseeable
future, and that's a good thing. But to justify what they were paying me, | had to try to hold my work on the magazine
to about 10 hours a week (not that | ever succeeded . . .). So the slushpile got huge, and some of my editing work was
rushed, and | didn't follow up on some things like | should have.

And it wasn't just my time. Jackie Hamilton and Keith Johnson have done a lot of great work on the technical side of
running Pyramid -- both adding new features and tweaking old ones -- but Pyramid wasn't their top priority very much
of the time. SJ Games has a big, big website, with lots of stuff going on, and it all demanded their attention. So

sometimes Pyramid didn't get all the technical TLC it could have. And this is no knock on anybody -- | understand
why it happened, and agree with the decisions that set it up that way. But | regret it.

Speaking of Regrets. ..

Time for a Dreaded Slushpile Update. The count of unread articles dropped down to 120 this week. My plan to do 20
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articles a day lasted for exactly one day, and then other pressing duties (like shopping for furniture) interfered. My
new goal isto cut the pilein half before next Friday, and well just hope for the best. And whoever becomes the new
editor, | assume they'll put the disposition of the remaining slushpile at the top of his or her list.

And no, as | writethis, | have no idea who the new editor will be. Perhaps that will be revealed next week.

And remember, next week it's the all smiles and teary hugs, big goodbye to Pyramid edition of "Second Sight." Don't
miss it!

-- Scott D. Haring
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Murphy's Rules

by John Kovalic

Murphy's Rules

=

Murphy's Rules
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Dork Tower!

Dork Tower!
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The Suppressed Transmission Tarot 1V: The Suit of
Cups

"Madam Sosostris, famous clairvoyante
Had a bad cold, nevertheless

Is known to be the wisest woman in Europe
With a wicked pack of cards.”

-- T.S. Eliot, The Waste Land, 1:43-46

Once again, the cards turn up for us, this time in the Suit of Cups. Where Knives cut to Horror and Farks pointed the
path to Alternate History, the Cups contain secrets and magic, the glamour shimmering just below the rim of the
world. The realm of Secret History is the realm of the uncanny, the sorcerous, the underground stream and the sacred
river. Asin traditional Tarots, the Suppressed Transmission Tarot holds the Cups as the "Water suit." Asisaso
traditional, | recommend Bill Butler's Dictionary of the Tarot as a guide through the fluidity of Tarot interpretation.
These interpretations continue the "Tarot by example" trend of the previous columns, and again these archetypes can
represent spirits, entities, or similar beings in your game. Perhaps they can be summoned by the pouring (or ingesting)
of specialized, alchemical libations. So drink deep, and gaze behind the vell.

"To be now a sensible man,

By and by a fool, and presently a beast!

O strange! Every inordinate cup is unblessed
And the ingredient is a devil."

-- William Shakespeare, Othello, Il:iii

The Holy Grail (Ace of Cups): In a hidden grotto, the green glass Grail sits, embossed with the Alpha, the Omega,
and the Spencerian swoosh symbol of Coca-Cola. From out of the Grail pour five springs of water, joining together
into Alph, the Sacred River of Xanadu, the Underground Stream of the West. Interpretation: the hidden source, the Key
toit All.

Norumbega (Two of Cups): Sir Walter Raleigh, wearing a red rose badge and bearing a silver chalice, steps onto an
unmarked American beach, one foot in the ocean and one on the sand. Waiting to meet him on the shore is a Mohican
sachem, holding a golden chalice. Behind the sachem, a round Templar tower rises, emblazoned with a red cross.
Interpretation: union, meeting, possession.

The Prieuré de Sion (Three of Cups): A long-haired Joseph of Arimathea, an African Dogon prince, and a pregnant
Mary Magdalene sail into the delta of a wide river lined with bulrushes. Their boat has a purple sail; all three hold red
gold cups full of purple wine. Around the boat, three dolphins frolic. Interpretation: birth, bloodlines, the product of a
union.

Nabonidus (Four of Cups): A richly-garbed Babylonian potentate sits regally on his throne at the side of a trench cut
in the earth, where laborers dig. Behind him, on the Tigris, rises a four-layered ziggurat bedecked with lapis. At the
side of the trench sit an ivory cup, ared clay cup, and a green jade cup. Nabonidus has only eyes for the black onyx
goblet being handed out of the trench, however. Interpretation: luxury, ennui, search for new sensation.

Glozel (Five of Cups): A company of scholars argues in a museum, waving papers bedecked with the cryptic symbols
of Glozel. Unnoticed by them in a display case in the foreground are five broken goblets, one of which glows with
eerie power. Other artifacts in the museum cases nearby include a clay model boat, a triple-headed goddess figurine,
and a stuffed mermaid. Interpretation: disharmony, bitterness, remnants.

Compagnons des Devoirs (Six of Cups): Three medieval stonecutters gather around a master architect holding a

compass and a goblet. The sacred geometry of this grail isto be recapitulated in Gothic architecture by these
illuminated masons, heirs of the Templars and ancestors of the Freemasons. Above them in the rose window of the

file:///D)/T0o%20Update%20T orrents/ GURPs%20t0%200CR/pyramid_2000/2000/0203.html[11/12/2008 08:18:25]


file:///pyramid/login/article.cgi?1068
file:///pyramid/login/article.cgi?1278
file:///pyramid/login/article.cgi?1170
file:///pyramid/login/article.cgi?1353
file:///pyramid/login/article.cgi?202
file:///pyramid/login/article.cgi?817
file:///pyramid/login/article.cgi?783

cathedral are five cups arranged in a pentagram. Interpretation: memory, the secret or lingering tradition.

The Gablin Market (Seven of Cups): Two sisters, dressed in artistic Victorian garb, ooh and aah over a golden cup,
not seeing the snake coiled within it. The stall has six other cups on display. Out of these cunningly incised goblets
peep a leering homonculus, a dark tower, a bed of pearls, a manticore, a clown, and an ivy tendril. The grinning, hairy
keeper of the stall has greenish skin and pointed ears (and teeth). Interpretation: illusion, delusion, lies.

Irem, City of the Pillars (Eight of Cups): Irem sitsin the desert, and its eight pillars stretch up into the night sky
under Orion and Canis Major. In front of the city a bronze horse statue sits sunk halfway in the sand. Frankincense
bushes dot the dunes. Silhouetted against the night, at the top of each tower rests a cup. Interpretation: abandoned
success, departure, ruins.

Paul Bunyan (Nine of Cups): Nine cups lined up in an arch glow in the clouds above Paul Bunyan, who leans on his
axe next to Mount Rushmore, which he's obviously just carved. Paul's face is the same size as those of Washington,
Lincoln, Jefferson, and Roosevelt. Babe, the Blue Ox looks on placidly. Interpretation: material and martial success,

prosperity.

Urban Fantasy (Ten of Cups): A city at night, lampposts and neon Coca-Cola signs glowing and cars driving down
the streets. It's just rained, and the streets are wet, lights reflect oddly in some of the puddles. The stoplights seem
somewhat cup-shaped, and a license plate reads "GRAIL." A nightclub margquee proclaims the establishment "Kup's,"
as a nearby sign promises "$10." Interpretation: small miracles, the city, security.

Christopher Marlowe (Jack of Cups): Christopher Marlowe sits in a little room, holding a chalice full of wine. His
blue-black doublet (with golden buttons) displays a crowned fish. A cipher manuscript sitsin front of him, as does a
twelve-penny dagger. A magic circle inadequately washed out decorates the plank floor. Three shadows surround
Marlowe; behind him on the shelf is a grimoire and a Faustbook. Interpretation: haunted dreamer, broken destiny,
occultism.

William Shakespeare (Knight of Cups): William Shakespeare stands on the stage of the Globe Theatre, with the
constellations Aquarius and Pisces picked out in gilt on the blue-painted wooden panels overhead. Behind himisa
stage hobby-horse; in his hands he holds the manuscript of a play and a quill pen. At his feet, unnoticed, a cup spills
ink onto the stage. (In some decks, Marlowe and Shakespeare are identical in facial appearance.) Interpretation:
studious messenger, youth, secret learning.

Walburga (Queen of Cups): A woman in pearl-seeded, fur-trimmed blue robes stands regally at the shore of the
ocean. She wears a crescent crown, although the moon over her head is overwhelmingly large and full. In one hand
she holds a net; in the other, a cup which overflows into the ocean. A large gray wolf-dog (a werewolf?) crouches at
her feet. Interpretation: wisdom, emotional power, changeability.

John Dee (King of Cups): Dressed in scholar's robes and close cap, John Dee stands beneath a crown painted on the
wall behind him. He gazes into a crystal stone; near it on the desk is a Grail of Celtic magic. Elsewhere in Dee's close,
curtained library (for such this room is) are not only the anticipated books of magic but also maps and globes depicting
the New World. A stuffed crocodile hangs in a murky corner. Interpretation: subtlety, secrecy, hidden power.
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Day Tripping

by Stephen Kenson

Art by andi jones

One of the problems of time-travel RPGs is the vast amount of freedom time travel gives the players. Their characters
can not only go anywhere but anywhen; completely destroying the GM's planned adventure in a very short time
indeed.

Most time-travel RPGs and settings deal with this problem by placing certain arbitrary limits on the nature of time-
travel or on time-travel equipment used by the player characters. For example, the Stopwatch setting from GURPS
Time Travel has certain "blank spots' in time where the player characters cannot travel, as well as the limits of being
only able to travel into the past and having to travel at least 50 years pastward. Pacesetter's old Timemaster game made
time-travel a limited proposition based on how much fuel the player characters' time machines could carry. The current
UPN show Seven Days assumes time travelers can only be sent seven days into the past.

An interesting possibility for a time travel campaign comes from the "On This Day In History" columns that so often
appear in newspapers. It assumes two things: First, it is only possible to travel into the past and return. Characters
cannot travel into the future due to the existence of a "temporal barrier" or some other rubber-science explanation.
Second, the travelers can only change the year they go to; the day and even time are the same as the present (maybe
variable by only a few hours, but no more than six in either direction). When you travel into the past, you always show
up on exactly the same date, only the year changes. Again the reason for this may be due to some unknown factor in
the nature of time-travel, the motion of the Earth, the solar system, or the galaxy, or some similar effect.

So a time traveler departing from April 18, 2015, can go to April 18, 1775, or to April 18, 500 B.C., but not to April 20
of any year. Likewise, the same amount of time passes in the "absolute now" as the traveler spends in the past. So if
you go back to April 18, 1775, and spend five days there, when you return it will be April 23, in the present as well.

Apply thisideato atime-travel campaign and you effectively narrow the options for travel on any particular day. In a
time-war type setting, where two (or more) factions are struggling for control of history, this is an important tactical
consideration. For the GM, it means that sources for historical adventures are no further away than the daily

newspaper.

Let'slook at the Associated Press "Today in History" column from the April 18th issue of the local paper and see
where and when a group of time travelers could go on that date:

April 18, 1775: Paul Revere began his famous ride from Charlestown to Lexington, Massachusetts, warning colonists
of the arrival of British soldiers.

Travelers from an oppressive or Anglophile timeline (like Cornwallis from GURPS Alternate Earths 2) might want to
prevent Revere's ride in order to alter the course of the Revolutionary War. The player characters might have to make
sure Revere's ride goes as scheduled, even if it means one of them taking his place!
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April 18, 1906: A massive earthquake struck San Francisco, causing raging fires and widespread damage. Some 700
people died as a result.

Was the San Francisco earthquake a natural event, or something engineered by time travelers? Perhaps it was the result
of testing some new seismic or vibrational weapon. The quake and its subsequent devastation also provide excellent
cover for other operations in and around San Francisco. Perhaps some of the people lost and believed dead were
actually recruited to join the time-war. Saving the lives (or ensuring the deaths) of people caught in the quake may
determine the destiny of the timeline.

April 18, 1942: Lt. Colonel James Doolittle and his air squadron from the USS Hornet raided Tokyo and other
Japanese cities.

Thwarting Doolittle's raid on Japan would be a prime opportunity for time travelers looking to change the course of
World War 1l in favor of the Axis powers (or possibly just the Japanese), a suitable goal for travelers from the Reich-5
timeline from GURPS Alternate Earths. Alternately, time travelers might be looking to help Doolittle and the Allies
to do more damage to Japan and to end the war faster, perhaps by providing the American pilots with more advanced
planes, weapons, or intelligence information.

April 18, 1945: American war correspondent Ernie Pyle was killed by Japanese gunfire on an island off the coast of
Okinawa at the age of 44.

Was Pyle's death an actual historical event, or was it engineered because the wily and observant correspondent knew
too much about something? Preventing Pyle's death could have various difficult to foresee effects on the American
view of the events at the end of World War 11, leading into the Cold War, perhaps influencing American journalism or
reporting in some way. On the other hand, if Pyle does know something he shouldn't (perhaps something strange he
figured out about Doolittle's raid three years earlier?) then it might be up to the player characters to ensure that he dies
"on schedule.”

April 18, 1946: The League of Nations was officially Day Tripping
dissolved.

How might things have gone differently if the League of

Nations had not disbanded? Perhaps it might lead to a world

like Gernsback from GURPS Alternate Earths, or it might

have ensured World War 111. It's questionable whether or not

a group of time-travelers could have done anything to stop

the disbanding of the League on this day, unless they had

clear evidence that the disbanding was brought about by B
interference from other time travelers . . . )

April 18, 1955: Albert Einstein died in Princeton, NJ.

The father of relativity and modern physics, Einstein would

be a difficult recruit for a temporal agency to pass up.

Perhaps time travelers recruited the real Einstein, leaving a

lifeless clone behind? Or Einstein's matchless intellect might

have been transferred into a storage medium like a braintape.

Travelers could then create a new, younger clone body for

him in the future (using a few cell samples taken from his original body) or to place his mind into a computer and
create a super-intelligent ghostcomp. Who knows? Perhaps temporal agents are al braintaped clones of actual
historical people, created shortly before (or after) their deaths. In this case, maybe someone could even play Professor
Einstein's mind in a genetically engineered "super-soldier” body!

April 18, 1978: The United States senate voted 68-32 to turn the Panama Canal over to Panamanian control on Dec.
31, 1999.

file:///D)/T0o%20Update%20T orrents/ GURPs%20t0%200CR/pyramid_2000/2000/0208.1.html[11/12/2008 08:18:27]



Did somebody foresee the Y 2K problem and decide that the last thing the U.S. government needed to deal with was
control of the Panama Canal as well? Perhaps time travelers have an interest in preventing the Senate from making
such concessions, in order to fan the fires of resentment against the United States in Central America, bringing about
more terrorism and conflict in later years. Perhaps this leads to an American conquest of Central America, like that in
GURPS Cyberworld.

April 18, 1983: A suicide bomber killed 62 people (including 17 Americans) at the US Embassy in Beirut.

Was the bombing of the Embassy a purely political incident or was there more to it? What if the bomber was actually a
time-traveler willing to die in order to ensure that a particular person at the Embassy was killed? For that matter, what
if time travelers prevent the terrorist from carrying out his fatal mission? Do the player characters go ahead and
arrange a suicide bombing? And who's going to drive the truck?

April 18, 1989: Chinese students demanding democracy tried to storm the Communist Party headquarters in Beijing.

Time-travelers with foreknowledge of Tianamen Square may try to prevent the demonstrators from provoking the
Chinese government, or they might try to help them achieve their goal. They could try and start a riot, secretly arming
the protesters or sabotaging the Chinese army. Characters with more subtle powers of manipulation (such as psionics
or mind affecting super-science) might try to "convince" the right people to accede to some of the protesters demands,
touching off a democratic revolution in China.

April 18, 1994: Former U.S. President Richard Nixon suffered a stroke at his Park Ridge, NJ home and was taken to
New Y ork Hospital where he died four days later.

Was Richard Nixon's death a natural occurrence or a cleverly planned assassination? Or could future medical
technology help save Nixon's life, allowing him to continue to be involved in American politics. Perhaps he could play
akey rolein a political incident in the future the characters are aware of. Nixon's connection with China might link
this event with eventsin 1989 and other time periods.

April 18, 1998: Northern Ireland's main Protestant party, the Ulster Unionists, approved a peace agreement.

Did time-travelers help ensure the peace agreement would happen in order to prepare Ireland and the United Kingdom
for some future events? Alternately, Irish separatists might go back in order to sabotage the peace agreement and
eliminate the "weak elements’ from the Unionists so the struggle for independence could continue.

The same idea can apply to any day on the calendar. No matter what the date, something important probably happened
on it at some point in history. Your next time travel adventure or campaign could be as close at hand as your local

newspaper.
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Local Heroes

by Spike Y Jones

Art by andi jones

In the average superhero campaign there seem to be only two classes of people: "supers' and "normals." Supers
include all of the heroes and villains of the campaign world, and usually range in strength from the cosmically-
powerful to those who can spend an entire comic book just to take out a gang of car thieves (this low end of the scale
usually including the player characters). Normals include reporters, police, soldiers, thugs, innocent bystanders, the
President and the dependents of the PCs.

But is there room in the world for someone who has a genuine superpower, but who falls short of the power-level of
even the PCs? Sure; there's always a need for local heroes.

L ocal Boy Makes Good

In the comics, superheroes infest the biggest cities, being almost entirely restricted to New Y ork City and Los Angeles
(or fictional cities like Gotham or Metropolis), with occasional heroesin London, San Francisco and other major cities.
In gaming, there's a bit more diversity, but usually only because a GM decides to set the campaign in the big city
closest to him (e.g., Baltimore, Miami, or Toronto) instead of trying to fudge his way through the geography of some
locale he's not familiar with. But realistically, superheroes and villains come into existence everywhere, not just in the
big cities. Certainly, those big cities have larger populations to draw on, but there are still potential heroes anywhere
there are people, and it might even be easier to gain superpowers outside of big cities since no one would be stupid
enough to build an accident-prone nuclear reactor in the heart of Philadelphia. But putting it 90 miles away on Three-
Mile Island would be perfectly safe . . . except maybe for those living in nearby Harrisburg.

Even if a hero gains his powers somewhere in Kansas, there are forces at work that may make him gravitate to the Big
Apple. There may not be much crime to fight in a small town, and even fewer supervillains, and if he wants to make a
name for himself he'll have to go where the opportunities are; web-dlinging from grain silo to grain silo just isn't as
exciting as the big-city version. And in a game, the player of a small-town hero will have to move him to the setting of
the rest of the campaign if he wants to do anything at all!

But while all the first-string superheroes eventually make their ways to the big cities, the rest of the world is still likely
to have its superheroes, as there are also forces at work to keep the minor superheroes who crop up in small town there
where they were created. A small town will be inordinately proud of its super-son, considering his minor
accomplishments more important than the major ones of any big city rival. The Incredible Hedgehog would just be one
hero among many in New Y ork (and a minor one at that), but in a small town he's likely to be the only super they
have, and whether or not he actually does anything particularly "super” to justify their adulation, he'll be Grand
Marshall of every parade, invited to every store opening, and the guest speaker at every retirement party. Asfor big
city superheroes, the small-town populace will see any major hero who is proud of his own accomplishments as an
overbearing lout.

While some heroes would trade in their "big fish in a small pond" status for the chance at real glory (as Razorback did
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in Spider-Man, moving from the Deep South to New Y ork city), many more would be content to stay with the known
quantity (after all, who remembers Razorback?). Even if such a super were to go to a large city like New Y ork to make
ago of it, he could find himself with a recognition problem back home: "Weren't you the guy who was on the network
news last night?" "No, that was Firebird. I'm Firehawk."

But these guys can be pretty spectacular in their own right; if they were the only superheroes in the world they'd have
the fame and attention of the big boys. Unfortunately, if all you can do isfly, you'll be quickly eclipsed anywhere but
your hometown by someone who can teleport up to a mile, shoot lasers from his eyes, and disintegrate iron with a
wave of his hands.

Now That You'reHere

There are lots of waysto use local heroesin a campaign. Sometimes a minor superhero makes only a single
appearance, inspired to superhuman feats by the need to avert a catastrophe, and then immediately retiring to
anonymity; the stereotypical example is the mother whose latent superstrength manifests when she has to pull her child
out of a burning car, but who then hides her power out of fear or lack of interest in superheroics. This type of super
can also be used as background, the sort of thing reported regularly on the evening news more as filler (in aworld
where the real supers stop speeding trains as a matter of course) than as important news. Mentioning news stories like
this preceding or following reports of the exploits of the PCs ("And in other superheroics. . .") adds some color to a
campaign.

One of these one-shot heroes could become important after the fact. If the PCs are fighting against a metahuman
arsonist, any vaguely remembered hints of a fire-using, water-controlling, fire-proof, or cold-generating civilian super
suddenly become significant, either as a suspect or as a potential temporary aly. An investigation of the one-shot hero
would be necessary to determine that he wasn't the major villain they were after, but once they've been reassured of
that fact, they can try to persuade the incipient super to become a costumed crimefighter full-time.

If the GM is the sort who grants lots of experience points to the PCs, he could start the PCs at the local hero level with
every intention of increasing the power level of the campaign to the point that these starter characters eventually
become the planet's premier defenders.

Or if the PCs are aready powerful and established, an NPC local hero can be persuaded to join them as a mascot or
sidekick, in which case he shouldn't just be a repository of extra powers and skills. The fact that this NPC once had a
heroic career (at whatever level) independent of the PCs should be made significant. Minor villains from his past
(possibly increased in power and anger) can come back to plague him. Occasionally, people who know of the local
hero (but not necessarily the major heroes) can ask for autographs. And there should be occasional trips "back home"
as a change of pace from regular adventures.

If the PCstreat their sidekick like any other sidekick (as ajunior partner whose opinion counts for little, and who has
no vote in group decisions) they will be in for a surprise. Unlike an inexperienced beginning super, the co-opted local
hero has a past career he can return to, and maybe even some out-of -town contacts (like other superteams that didn't
persuade him to leave his home) that can be used to teach the heroes some sort of lesson.

Mix and Match

Thelocal hero doesn't have to be an NPC, even if the rest of the PCs are "full-power" supers. Still, playing a weaker
PC among stronger ones could lead to a letdown for the local hero's player if the GM treats the adventure just like any
other. The key to a scenario with a local hero added to the mix (whether he be PC or NPC) is that the adventure
should in good measure be centered on that character. After al, if he wasn't important to the plot, why would he be
therein the first place? With the low number of supers of any sort in a small town, it would be too much of a
coincidence for there to be something going on in the area which requires the presence of a big-city superteam but
which doesn't intimately involve the local hero, knowingly or not. In typical comic book style, the villain in such a
scenario islikely to turn out to be the local hero's sister (jealous of the attention paid her brother) or the big-city villain

file:///D)/T0o%20Update%20T orrents/ GURPs%20t0%200CR/pyramid_2000/2000/0208.2.html[11/12/2008 08:18:29]



whose actions were responsible for the local hero gaining his powers in the first place.

Not only does such a mixed-power level adventure allow the player running the local hero an interesting challenge to
play, but it gives the other players and character an unaccustomed moment out of the spotlight, both in matters of
attention and of ability. In his own home town, the local hero has a "home field advantage”; he has area knowledge, a
local reputation, and contacts that make him locally a bigger hero than the out-of-town ringers.

A League of Their Own

As an occasional break from high-powered superhero gaming (and an excellent diversion for a small group of players
or a solo player), a group may want to experiment with a campaign revolving around the lives of some local heroes. A
local heroes campaign has a higher ratio of secret 1D to public ID events, but balances this lack of excitement with the
difficulty that low-powered and inexperienced heroes have with "normal” superheroic tasks such as getting to the site
of the action or capturing a runaway elephant. Local heroes could find themselves stuck with the consequences of the
actions of regular heroes (e.g., that elephant could have escaped the zoo after a fight with a baddie damaged its cage),
and setting their adventures in the same campaign as the group's regular characters will provide continuity and focus.

The difference between this and a campaign where the PCs all start at this level and then progress to cosmic levels, is
that these heroes are low-powered in a world where the "real” superheroes are al high-powered . . . and the local
heroes know it. If they want to make names for themselves, they'll have to work twice as hard as the big city heroes
who were lucky enough to get all the breaks. They may also have to deal with the realization that they aren't the best
choices for the task they face, but that circumstances make them the only people available at the right time and place; a
heavy burden for the second string.

Madeto Match

And if low-power superheroes can crop up anywhere in the campaign world, the same should be true of |ow-power
supervillains.

Local villains, as it were, are rarer than local heroes. Not because of different incidents of occurrence, but because
there are problems with being a low-powered villain that just don't seem to bother their heroic counterparts.

For example, alocal hero can make a name for himself with a power as minor as The Snowman's ability to generate
snow in summer. He'd never make the big leagues with a power like that, but with some luck and good PR he could
take a break from his snow-making job in Aspen to make the local papers with the story of how he foiled a purse-
snatching by making the fleeing felon dlip on a suddenly-snowy sidewalk. But for a villain to make any use of this
power, he'd have to be able to come up with a way to steal large amounts of money by snowing-up the sidewalks, and
someone with that much imagination could probably make more money legitimately!

In addition, big city supers use the vast populations of the cities to provide them enough anonymity for their secret
identities to work. In small towns, Secret IDs can be phenomenally hard to maintain, so many local heroes just do
without. But if a villainous small-town gadgeteer creates a mole-mobile to drill into the bank vault from underground,
everyone in town is going to know the directions to the local machine-making crackpot's house and the police might
even get back to the villain's hideout before he does.

Still, there will be a certain number of supervillains who have their origins in the same small communities as local
heroes do, and despite these difficulties, they do have roles to play in supers campaigns.

The most obvious is as adversaries for local heroes. Built on the same number of points, local villains are matched
opponents for local heroes, and if the adventure features a group of minor heroes, which a collection of similar villains
could be formed, a better idea would be to add a minor villain to a gang of street thugs, since the power levels
involved here aren't as dissimilar as they'd be for thugs and major superheroes.
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And while considered routine menaces by New Y ork City police, even a minor villain able to come up with some sort
of effective use of his powersis going to be a challenge for a party of player-character small-town policemen or just
concerned citizens. It can't be said that the town will openly take pride in a supervillain in the same way as they would
in aloca hero, but privately, some small towns in a comic book world would welcome the appearance of a local
supervillain, as that would prove that the town wasn't all that small after all.

While, as mentioned above, there are forces that function to keep a local hero in his small town, those same forces
work to drive local villains out of town. So, while such a nascent supervillain may make his first appearance in such an
out of the way place, he's likely to migrate toward the big cities when he can. If he should ever return to the small
town (e.g., to settle old scores, because of some vital information concerning his origins, or because of an arrest and
outstanding warrants), he's not likely to have remained unchanged by his experiences (and experience points). A villain
who provides little more than comic-relief on his first appearance (Marvel's Paste-Pot Pete) can return each time a bit
more effective until he joins the ranks of the true big city supervillains (the Trapster).

Some small-time villains will never make it to the big leagues, but they can still fill some of the same roles that local
heroes do in higher-powered settings; they can be underlings for major supervillains or members of supervillain teams.
And an underpowered villain who would pose no challenge to the entire PC superteam might be powerful enough
(especidly if his powers target the vulnerabilities of one of the heroes) to take on a single superhero separated from
the rest of the party.

Power Levels

But what exactly defines alocal hero (or villain). Aside from the in-character aspects of his career mentioned above,
in an RPG there's also his actual power level. In GURPS Supers, an average normal has up to 65 points to spend (25
base + 40 in disadvantages), while a hero in a "redlistic" Supers campaign (the lowest-level standard campaign) has
350 points (250 + 100). In Champions, "competent normals’ can have a starting maximum of 100 points (50 base +
50 in disadvantages) while superheroes start at 250 (100 + 150). Local heroes are metahumans who fall between these
two categories, averaging 208 (138 + 70) points in GURPS and 175 (75 + 100) in Champions.

Thisisn't alot of points to spend on a superhero, so it'sunlikely one will encounter a local hero with high
characteristics or attributes, a dozen different powers (all of them strong enough to be useful), and good looks besides.
Generdly, aloca hero will have to be a competent or talented normal with but a single relatively straightforward
superpower to his name. After al, if he had a wide range of useful abilities at hand, he wouldn't be just a local hero.

Here is a sample local hero, ready to be added to any superhero campaign.

Firefighter

GURPS Stats

Appearance: Male human, white-American, age 32, 510", weight
165 Ibs., brown hair, hazel eyes.

ST: 121Q: 10 Speed: 6.25
DX: 12HT: 13Move: 7

Advantages. Acute Hearing +1; Ally Group (other volunteer
firefighters); Fearlessness +1; Reputation (Superhero, +3 in
hometown).

Disadvantages. Dependents (wife and son, on a 6 or less); Duty (to
people trapped in fires); Glory Hound.

file:///D)/T0o%20Update%20T orrents/ GURPs%20t0%200CR/pyramid_2000/2000/0208.2.html[11/12/2008 08:18:29]



Local Heroes

Super Advantages. Temperature Tolerance (+20 degrees of heat
tolerance).

Super -Power s and Super-Skills: Neutralize Fire-14(5) (Increased
Areax 1 +20%, Costs 1 point of Fatigue per use -5%, Emergencies
Only -30%) (on a skill roll, can be used for DR +2 vs. flame
attacks).

Skills: Architecture-8; Area Knowledge (small town)-10;
Axe/Mace-10; Brawling-11; Carpentry-11; Climbing-12;
Construction-14; Driving (car)-12; Driving (firetruck)-10; First
Aid-11; Hobby Skill (Artist; painter)-5; Jumping-12; Professional
Skill (firefighter)-13; Running-13.

Quirks: Neglects hisfamily and hobby for his new "career”; Never goes anywhere without his cellular phone, just in
case; Follows the careers of other fire-based supers; Intends to make the leap into big-city superheroics in the near
future.

Non-Super Equipment: (in car or pick-up truck; some GMs may want to charge Firefighter character points for this
gear) -- Standard fireman's uniform (PD 1, DR 1) modified by addition of "FF" logo in reflective tape on front and
back; Hard hat (PD 2, DR 2); cloth gloves (PD 1, DR 1); heavy boots (PD 2, DR 2); Oxygen tank and full-face mask;
First aid kit; Access to common equipment on firetruck, such as fireaxes, hoses, heavy rescue gear.

Tony Filleti was just an average small-town construction worker until the day a house he was building caught on fire.
While he was safely outside, he knew that some of his co-workers were trapped within, and taking only a few seconds
to dump a cooler of water over himself, he ran into the flames to try rescue them. A few seconds later, he emerged
from the smoke-filled building leading two electricians to safety.

Although he hadn't noticed it, some others at the building site had seen a strange thing happen as Tony ran into the
building. The flames in his vicinity seemed to jump toward him before disappearing in puffs of smoke; by the time he
came out of the building, the fire was out, although there was enough smoke to obscure that fact.

Tony was an instant hero, and the celebrity and the adrenalin rush made him eager to repeat his heroics. He
immediately joined the local volunteer fire department. Although he performed other fire-department duties in the next
year, it was some time before he had another chance to jump into a burning building, and this time even he noticed
that the fire seemed to die around him; he wasn't just a hero, he was a superhero.

It's been a few years since that realization and Tony has been making the most of his new identity. He modified his

firefighting gear into a costume and made sure that the fire departments of neighboring counties knew that his duties as
the superhero Firefighter were available at a moment's notice.

Campaign Role
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Obvioudly, Firefighter would be of use in any fight against a fire-using supervillain, although it must be remembered
that Tony isn't immune to the effects of heat and smoke, nor can he rely on his superpowers to protect him from
villains powerful enough to overwhelm his fire neutralizing capabilities.

While the PCs may hear about Firefighter as his self-promotion campaign spreads his fame (the GM will have to
decide how close to the campaign city Tony's small-town home is), he can also be encountered at the scene of a
natural disaster, or he may call them for help when he finds himself over his head against a menace that his powers are
ill-equipped to deal with (but which his adoring public and overwhelming ego expect him to handle anyway).

And because Tony is new to the whole superhero business, he's a prime candidate for misunderstandings, as he
attempts to save people from a fire-using supervillain (one of the PC heroes), or finds himself tricked into fighting
alongside a real supervillain.

Firefighter
Champions stats

Value Characteristic Cost

13 STR 3
12 DEX 6
12 CON 4
12 BODY 4
10 INT 0
12 EGO 4
15 PRE 5
10 COM 0
5 PD 2
4 ED 0
31 SPD 9
5 REC 0
24 END 0
25 STUN 0

100 Disadvantages

20 Normal Characteristic Maxima

5  Reputation: Superhero, only in hometown 11-

10 PublicID

15 DNPC: Incompetent 8-

15 Psychological Limitation: Glory Hound, very common, moderate

10 Psychological Limitation: Duty to people trapped in fires, common, moderate

Cost Powers END
4 Enhanced Perception: Normal Hearing +2

6 Perk: Contact (Other Volunteer Firemen) 11-

5 Change Environment: Temperature Tolerance 1" radius

13  Dispel 3d6 vs. All Fire (+2), No Conscious Control (-2), Area Affect, Increased Radius (+1 1/4) 4 END

file:///D)/T0o%20Update%20T orrents/ GURPs%20t0%200CR/pyramid_2000/2000/0208.2.html[11/12/2008 08:18:29]



1 +2 Energy Defense linked to Dispdl (-1/2)

Skills

3 Climbing 11-

3 Combat Driving (Firetruck) 11-

1 Demolitions 8-

3 Paramedic 11-

10 Martial Arts. "Brawling"
Offensive Strike

Basic Strike

Weapon Familiarity: Axes/Maces/Picks
Area Knowledge: Small Town 11-
PS. Construction Worker 14-

PS: Volunteer Fireman 13-
Amateur Artist 8-

O b~ TN P

OCV: 4DCV: 4ECV: 4 Phases. 4, 8,12
Costs: Char. 37 Powers 59 Total 96 Disadv. 75 Base 25
Bigger Isn't Always Better

So, while they'll never replace the mightiest superheroes on Earth, in either comic books or RPGs, the little guys who
populate the background of the superhero world don't have to be mundane anymore. And with a bit of imagination on
the part of GMs and players, a local hero can show a superpowered city-slicker a thing or two about being a hero.
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Pyramid Review

Among the Clans: The Andorians
Published by Last Unicorn Games

By S. John Ross with Steven S. Long, Adam
Dickstein

128 pages, $22.00

I know exactly what you're thinking, because | thought it too. "Andorians?

What's up with that?" After kicking off the Alien Intelligence series of Star

Trek RPG supplements with the excellent The Way of Kolinahr: The Vulcans, you'd expect the second volume to
describe a race like the Betazoids or even the Ferengi -- not the Andorians. After al, how many times do we ever see
one of these blue-skinned, antenna-headed aliens? Unless I'm mistaken, they appear only a couple of timesin The
Original Series and movies and fewer still in the later series. Consequently, skepticism will be a common state of mind
upon first approaching this supplement.

However logical that skepticism might be initially, it ceases to be so after reading only a few pages into Among the
Clans. The book's first chapter focuses on the history of the Andorians and does so beautifully. In my opinion, the
history sections of alien books are often dry and unexciting, providing only a few snippets of genuinely gameable
information. In most cases, I'd have preferred additional cultural details instead. This book avoids that pitfall by
combining the two approaches, anchoring many elements of Andorian culture in their history. A good example is the
place of kethni, or clans, in Andorian culture, which gets a solid treatment in the first chapter.

The second chapter describes Andoria at some length, providing plenty of information on its most important sites.
Given that Andoria had already been well described in the Planets of the UFP sourcebook, my skepticism rose to the
fore again. (Admittedly, Planets of the UFP describes 24th century Andoria, as opposed to the 23rd century version in
this book, but | felt my concerns were still warranted.) While there is a certain amount of repetition, the bulk of the
chapter is made up of new material. Throughout are details designed as adventure seeds, a nice addition to the text.

Next is a short chapter on the flora and fauna of Andoria, including the physiology of the Andorians themselves.
While certainly useful, it didn't strike me as providing as many scenario ideas as the previous chapters and thus
interested me less. The chapter that follows is quite the opposite. Detailing Andor sector and its worlds, this chapter
offered up a multitude of ideasfor Star Trek episodes. Seven planets and a nebula are described, each one interesting
inits own right. Thisis precisely the sort of material | like to see in sourcebooks -- the building blocks of good
scenarios.

A large chapter follows that describes Andorian life and culture. Topics as diverse as blood-bonds, entertainment,
sports, and the Andorian love of secrets are given excellent treatment. As with so much in the book, it's hard not to see
ready game uses for this material. Also detailed are Andorian religions. I've often enjoyed alien religions -- and these
are some of the more interesting I've seen -- but | can't help but find their inclusion odd in a Star Trek supplement.
Sar Trek has always seemed rather atheistic in its general tenor, especially in its recent incarnations. At the same time,
it'sfilled with lots of "deeply spiritual” aliens (but no humans). Taken in that light, | can't grumble too much about its
inclusion. The chapter is rounded out with a very nice guide to "thinking in Andorian" and a list of important clans.
All in all, thisis the best chapter of the book.

A short chapter on the Andorian Defense Forces (including its unique starships) appears before another describing the
mysterious Am Tal. The Am Tal is a conspiracy of Andorians looking out for their species best interests. While

file:///D)/To%20Update%20T orrents/ GURPs%20t0%200CR/pyramid_2000/2000/0208.html[11/12/2008 08:18:32]


http://www.lastunicorngames.com/

secretive, the Am Tal isn't necessarily anti-Federation -- although some outsiders fear it to be. The Am Tal is a useful
plot device and could easily serve as the focus of several fascinating episodes. There are also chapters on the place of
Andorians in Starfleet (as well as the all-Andorian starship, U.F.S. Eagle), dueling, and martial arts. These too provide
plenty of meaty game-related information. Narrators and players alike will find them quite useful.

Unsurprisingly, thereis a large chapter detailing new Andorian overlays, skills, advantages, and disadvantages. Lovers
of optional material will find plenty to enjoy here. For myself, | found some of it tedious. This isn't an indictment of
the writing or its contents. | simply mourn the straightforward simplicity character generation had before the advent of
so many options and choices. However, | expect my opinion isin the minority. The final chapter is a nice introduction
to the Andorian language, Graalen. Not only is the language nicely constructed -- consisting of consonantal clusters
and vowel modifiers -- but it'll prove helpful in creating "authentic" Andorian words and names.

The book includes full-color fold-out maps of Andoria, its home system, and Andor sector, as well as seven Andorian
NPCs, each of whom provides an adventure hook or two. The art throughout is serviceable. Few pieces stand out as
exceptional and much of it is repeated from previously published supplements. Thisis a tendency I've noticed in LUG
supplements, one | hope they'll cease as their lines mature. The book's cover is quite striking -- if only for the artist's
conception of what William Shatner would look like as an Andorian.

Small complaints aside, Among the Clans is a fine addition to LUG's growing Star Trek line. | would recommend it
highly to anyone seeking to add some depth to their Andorian characters. It's hardly essential, though, and some may
find it alittle esoteric for their tastes. The Andorians, after all, don't have the high profile of the Vulcans or the
Klingons. As presented in this book, they're still very interesting and you may be surprised how easily they grow on
you; | know | am.

-- James David Maliszewski
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Pyramid Pick

Seed of the New Flesh
Published by Atlas Games
Written by Greg Stolze

128 pages, $19.95

Seed of the New Flesh isthe latest sourcebook for Feng Shui and is a welcome
addition to the growing line of products being published by the game's new
publisher. Atlas Games has produced another fine book, which it should be proud
of, though the book is not without a few flaws.

This installment of the Feng Shui saga details the world of 2056, which is controlled by the Architects of the Flesh.
Experienced players will remember that this faction controls almost all the chi generating sites of the future, poaches
the netherworld to provide raw material for their army of grotesque abominations, and has molded society in its own
image. Players might well expect an Orwellian dystopia, complete with mind control and thought police, and they
won't be disappointed. What they might not expect are the anti-grav pursuit vehicles, gravity beam weapons, orbital
laser platforms, and state-regulated marriages. There are a lot of great conceptsin this book, some of which will
greatly enhance your campaign -- others are a little over the top. For instance, the Phallusaurus machine pistol, an
automatic pistol with a ludicrous name and a five-foot clip which is featured in, of all things, a game show.

Odd jokesthat | don't get aside, the tone of the book is very irreverent, perhaps overly so. Compared to other Feng
Shui supplements produced by Daedalus, such as the excellent Guiding Hand book, this book's tone can be very
distracting. Where most game supplements read like an encyclopedia, Seed of the New Flesh feels like a Mike Bullard
monologue (sort of an edgy Canadian version of Conan O'Brien). The books' irreverent tone and exaggerated
descriptions of future society might have been better suited to a Jammer sourcebook detailing the anarchist rebel
faction than the no-nonsense Architects and their horrific minions. Personally | found the tone a little distracting, but
that's just my opinion, and frankly, Stolze's tone makes the book far less of a dry read than it might otherwise be.
Especialy well done are the vignettes that introduce each chapter; the story of the three rebels does a wonderful job of
giving the world of 2056 a unique character.

This future world is a twisted parody of our own, with al the spirit and joy sucked out of it and replaced with fear,
paranoia and a police state mentality. The world is universally depressing, unsettling, and occasionally downright
stomach turning -- an excellent place to game in. The book contains six chapters and two appendices which touch all
the bases.

Chapter 1 provides an overview of the futuristic society, emphasizing how it is different from the world of 1996.
Mundane topics like food and shelter are covered in an engaging manner, and six new archetypes are presented. Of
particular note are the Criminal Mastermind and Uberkid archetypes that offer a wealth of plot options for GMs just by
allowing your players to select them for their characters.

Chapter 2 begins with a well-written primer on 1996 for time-traveling architect agents. By emphasizing the future's
view of our present, this little gem really puts you in the mindset of a 2056 consumer. Following this intro are a
number of hooks for players wanting to flesh out their 2056 archetypes. There are a lot of neat ideas here that can
enhance your campaign, but also a few that can destroy a serious game (believe me, I've destroyed a few in my day).
All it takes is one smart-ass player using mc (the 2056 gender-neutral form of Mr. and Ms.) and I'm sure you can
imagine what could happen to your campaign.
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Chapter 3isatactical overview of the Buro's objectives and current operations. Written in the form of an operational
briefing to the buropresident, this section is filled with more than enough dastardly plots and machinations to fuel any
Feng Shui campaign, no matter what juncture it is set in. | was surprised that there was no coverage of the Architects
home era of 2056, but this oversight could easily be chalked up to the Buro's belief that it has eradicated all resistance
in the future. Also absent was any serious mention of the Jammers and their activities. For a faction that plays such a
large part in the card game and has operatives aware of and traveling to other junctures, you would think that they
would deserve at least a mention in the sourcebook of their greatest enemies.

Chapter 4 isa catalog of things that can hurt you in the future. Not every item here is dedicated to causing tissue
trauma; but then again what would the future be without the Feng Shui equivalent of lightsabers, tractor beams,
transport tubes, and force fields. This section presents a lot of new technology, which is at once familiar yet unique.
For instance, the antigravity crane is nothing more than a blue wrestling mat that either reverses or negates gravity.
Most of the items are very powerful and not meant for player use, but rather to use on players. A Buro squad with
variable mass weaponry and a temporal perception suppressor will ruin any PC's day.

Chapter 5 presents major NPCs that players and GMs will recognize from references in the main rulebook, along with
a handful of assorted strength NPCs. Strangely enough, the stats for Desdemonia Deathangel differ from the same
character which was originally printed in Daedalus Back For Seconds book. Whether this is simply the writer's
interpretation of the character or Atlas putting its own brand on the Feng Shui game islargely immaterial to the
character herself, but interesting nonetheless. | have visions of a Gen Con event being stormed by a posse of Atlas
Games rules lawyers intent upon breaking up the game for not using canon stats for the NPCs. This chapter also
fleshes out the rank and file troops of the Buro, with an interesting assortment of creepy abominations and mundane
troops. | would have liked to see more creatures, but the three presented are formidable adversaries.

Chapter 6 details ten important Feng Shui sites in the future. The sites are imaginative, and great settings to use during
a campaign. | would have liked to see stats and advantages for each site, so that you could reward PCs if they actually
managed to attune themselves to them. My favorite part of the entire book is in this chapter, the Museum of
Abomination Research, containing such oddities as the blood squid and the Flying Bladder. | can't imagine a GM not
using this site in a 2056 campaign; the creatures it contains are imaginative, horrific, and deadly -- which aways
makes a great combination. | really hope this museum somehow makes it into the Shadowfist card game so | add it to
my Buro deck.

Appendix A is an adventure for beginning characters, called "The Cancer Factory." Once you get past the initial
railroading, the adventure is pretty decent. Nothing too deadly, but also not very forgiving of PC mistakes, all in all a
nice intro adventure, with the added bonus that PCs might even gain a Feng Shui site to attune to.

Appendix B is the second adventure, entitled "The Fist of Shiva." Compared to this adventure, "The Cancer Factory"
is the Feng Shui equivalent of Keep on the Borderlands. This adventure is brutal and unforgiving. Not only do the
PCs have to stop the Buro from ending life as we know it, but they have to unite all the other factions to do so. Politics
are as important in this adventure as tactics and strategy. | was especially fond of the adventure's pacing, which
accommodates almost every action the PCs could conceivably initiate. Not only that, but there are a number of ways
that the PCs can ssmply delay the inevitable success of the Buro's master plan, without actually stopping it. | can see a
campaign revolving around numerous PC attempts to end this threat before they realize that they can't stop the Buro
without using a weapon of mass destruction to eliminate the objective of their plot. The adventure is definitely
designed for high-end players with a number of game sessions under their belt and a firm grasp of the politics and
tactics of the secret war. Anything less and the PCs won't stand a chance.

Overall, the book is a great addition to the Feng Shui game, and while it doesn't have the visual appeal of similar
products released by Daedalus, it is with a publisher with a reputation for stability and quality work. | miss the lush
covers and interior art of previous Feng Shui books, but I'd miss new supplements even more. The book is meaty and
the writing style, while a little too chummy for my taste, is very engaging and quite witty. The chapter heading
vignettes are quite evocative, with images such as, ". . . It'slike they opened up my skull and scooped out the part that
gives a damn," that are reminiscent of the best noir movies. | was a little perplexed by a couple of pages of art that
didn't seem to fit the book, especially the map of Boatman's house and the full page art at the end of the book, neither
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of which has anything (directly) to do with the book itself. Other than these relatively minor complaints, | would
heartily recommend this book to any Feng Shui players.

-- Andrew J. Lucas
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The Thieves Guild

by I.T. Carlino

Art by andi jones

Who knew that a ssmple metallic sphere six inchesin diameter could cause so much trouble? But now Kitchoff was
dead and Brilla was being seriously questioned by the 11SS Security Branch. Their ship was impounded and Gregor
had a three-hundred thousand year old artifact that he couldn't keep and that he couldn't get rid of.

Kitchoff had said find a bar named the "Happy Spacer” or the "Glad Astronaut” or something like that. Gregor
stepped into the "Cheerful Pioneer." He sat at the bar. When the barkeep came over Gregor traced the symbol Kitchoff
had showed him on the bar. The barkeep silently motioned him through a door next to the bar.

Gregor felt the snub pistol in his side at the same time he felt his arms pinned by a tangler.

"Well stranger," he heard a cold voice say. "Now that you've found the Thieves Guild, explain why we shouldn't kill
you."

GURPS Space cdlls it the Organization. Star Trek calls it the Orion Syndicate. Andre Norton named it the Thieves
Guild, atitle which has become a science fiction staple. This mysterious organization has inhabited many diverse
backgrounds, from Classic Traveller to Babylon 5. Tell Players they are dealing with the Thieves Guild and chances
are they already have some idea of what's going on. They know that they are dealing with an organized group that is
outside the law. A criminal organization of interstellar proportions. A mysterious empire of illegal trafficking, eagerly
sought by the forces of law and order.

How will your players deal with this vast interstellar cartel ? Who are the members of this mysterious extralegal
group?

Robin Hood or Al Capone?

First you must decide on the exact nature of the Thieves Guild in your campaign. Are they a group of honorable
thieves, stealing from their victims, but leaving murder to the Assassin's Guild? Or are they a syndicate of Mafia-like
hoods dealing in drug trafficking, gunrunning, prostitution, the black market, murder for hire, and anything else you
can think of ? Either extreme can make for an interesting addition to an adventure.

Honorable Thief

In a universe where the Thieves Guild is the Brother & Sisterhood of
Skilled Practitioners, members of the guild will follow a strict code of
honor. They will kill only as a last resort. They will keep the existence
of the Guild, and their association with it, a closely held secret.
Members will recognize each other with covert signs and secret
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The Thieves Guild

passwords. Membership in the guild will be a jealously guarded
privilege, with only the most skillful thieves granted the prestige of the
Master Thief title.

PCs might hire a member of the Guild to help with a special "recovery”

assignment. Or a Master Thief might fill the role the Thief character has

fulfilled in fantasy games since their inception, that of trap detection

and lock picking. This thief has access to high tech devices, and his 2]
challenges come in an Ancient artifact site or an Imperial Naval Base.

Sometimes it can be fun to throw a little dungeon crawling into an

otherwise high tech campaign.

The Thieves Guild member is built using the standard Thief/Spy skills

from GURPS Basic, p. 66. As noted, the Traps/12 skill is the same as

Electronics (Security Systems). Add Computer Hacking (GURPS

Compendium I, p. 160). The Thieves Guild is a Patron Advantage (20

pts). Members who are Master Thieves have, as far as other Guild

members are concerned, a Status of 2. They can also have a dua

reputation, which gives a +2 reaction to other underworld types and

Guild wannabes, but -2 to ordinary citizens. Higher reputation can be

bought, but will aways be a dual reputation. The only mandatory disadvantage is Code of Honor (-10 pts), to the
Thieves Code.

The Thieves Code: Never betray the secrets of the Guild. Never reveal their signs and passwords. Never give
evidence against a fellow member. Kill only in self defense and as a last resort. A properly skillful thief will never
have to kill to accomplish a successful theft.

Other disadvantages, such as Greed, Overconfidence or Kleptomania are also appropriate. Honesty is not.

The Company of Goodfellows

In this universe, the Guild is a massive parasite on the spacelanes. A Megacorp in everything but name, and in the
commoditiesit trades. A vast array of PC and NPC types will populate the Guild. Cooked lawyers, thugs, assassins,
thieves, executives are al involved in their heinous business. The PCs can be low level freelancers working for a Guild
boss. Perhaps they're unknowing dupes, thrust into an underworld of which they are unaware. Or they can be brave
Space Rangers, combating the corruption of the cartel.

Such a massive organization makes a good enemy. Perhaps the PC was an inside man who wanted out. Now the
powerful Patron has become a dangerous enemy hunting him from system to system. Perhaps the PC was an innocent
bystander, who now knows too much. The organization may be in competition with the PCs for a particular treasure or
resource. Or the PCs may have something that the organization wants: That ancient artifact, that rare jewel, the plans to
a specia device.

Members of the Guild may be built using standard templates, to which are added a Patron advantage. Characters high
in the organization may have Status, in some cases as high as an Imperial Noble. Even low-level characters will have a
Reputation that will strike fear into the hearts or ordinary citizens (and intelligent PCs). The Patron advantage may
extend to dependents and other family of Guild members, as the Guild takes care of its own, in more ways than one, if
you talk to the wrong person.
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Like a Megacorp, the Guild has a board of directors, the Dons, who rule their individual empires with an iron hand.
They are aided by lieutenants who carry out orders and insulate the Don from the actual illegal activity. Like the

Y akuza, the Guild is organized into families, adopting a relationship known as oyabun-kobun (father-role/child-role).
The oyabun is the "father," providing advice, protection and help; the kobun is the "child," swearing unswerving
loyalty and service whenever the oyabun needs it. In the Traveller setting, it can be said that the Guild is a distant
descendant of Solomani criminal gangs.

Minidons rule the crime networks of individual worlds and systems. They don't deal in piracy; many of their products -
- drugs, sex daves, illegal tech, etc. -- travel on ships between systems. Piracy disrupts this traffic and causes the
government to increase patrols.

If the central interstellar government is weak, then the Guild might actually own whole systems, and even have their
own battle fleet. If the government is strong, with a cadre of Star Rangers, System Custom Services, and honest local
police, the Guild might be a shadowy, underworld organization, preying on the weak and disenfranchised.

It Takesa Thief . ..

Both versions can be combined into one campaign. The Thieves Guild can be mortal enemies with the crueler
Organization. The Honorable Thieves might despise the Organizational flunkies as beneath their station and seek to
steal from the Organization at every turn, or even shut down it's activities. Or they might have to eke a living out of
Organization leftovers, aways aware that the big bad cartel could crush them whenever it wanted. PC's can be caught
in the middle. They can attempt to aid the Honorable Thieves against the Organization. They can be law enforcement
officers attempting to stop both groups.
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The Manual for Life, 23rd Edition

by Loki Carbis

Art by andi jones

Despite its innocuoustitle, the Manual for Life is perhaps the Warehouse 23: The Manual for Life, 23rd Edition
most dangerous book in the world. Not in that the knowledge

contained in it is dangerous to the reader, but in that its
possession is perhaps more fiercely contested than that of any
other book, ever. Unusually, thereis only ever one copy of itin
existence, and later editions are in fact more valuable than earlier
Ones.

The book was written by Samuel T. "Duke" Brunswick (currently

lived 1909-present). It is a largish, handwritten book, expertly

leatherbound, resembling a hand-made journal -- but it is truly

one of akind. Brunswick was an inventor of some note during 2]
the 1930s, although his fame was mostly restricted to those who

knew of his devices-- a small group composed mostly of

government agents. Like many scientists of his era, he was

something of a polymath, equally at home in physics, chemistry,

engineering or any of a dozen related fields. Brunswick had no

formal qualifications for anything, due largely to his preference

for solitary work. No doubt this preference is also responsible for

his lack of knowledge of biology or medicine -- Brunswick

disliked both nature and other people, although his elaborate

good manners conceal ed the latter from all but those who knew

him very well. The Duke (as he was named by an English

journalist amused by Brunswick's aristocratic temperament) was a driven man, obsessed with doing things better and
more efficiently.

As he neared the end of hislife, he devised a workable means of time travel, although one that worked only for
inanimate objects. After an initial period of dismay at what he saw as his failure, he realized that he had an
unprecedented opportunity. He wrote down all of the scientific advances he and others had devised over the course of
his lifetime, and a detailed account of hislife, with particular attention to mistakes he had made and time he had
wasted. And he used the device to send the book back in time, where it arrived on his younger self's bedside table one
February morning in 1926.

At first, the arrival of the book puzzled the younger Brunswick. But it contained secrets that only he knew, and some
predictions of the (to him) near future that soon came to pass, assuring Brunswick of the book's veracity. He set to
work with renewed determination, able to advance upon discoveries he had aready made, and thus the cycle began.

A work like this would have created quite a disruption in history if any word of it ever leaked out, and Brunswick, in
his many versions, has been careful to avoid that, while still trying to direct the research of others to help make
"discoveries’ that he himself had aready made.

At the current time (whatever that might mean), the Manual has gone missing from the laboratory of Dr. Brunswick,
and is somewhere in the outside world. Its pages contain the equivalent of hundreds of years of scientific research and
technological breakthroughs -- along with careful and easy to follow instructions of how to duplicate them starting
from a 1909 level of science. The TLs of the devicesin the book thus range from TL6 as far up as TL11. Realiticaly,
just about any device in either volume of GURPS Ultra-Tech could be found in the book. (Due to Brunswick's
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specialization in physical sciences and engineering, nothing from GURPS Bio-Tech isin the book.)

Adventure Seeds

Although the Manual could show up in nearly any setting, it is best suited to GURPS Cliffhangers and GURPS
[lluminati games, with GURPS Atomic Horror falling somewhere between the two. In a pulp-style setting, Duke
Brunswick might well be a pulp adventurer himself (although he would more likely be a patron or supporter of the
characters, since he would hate to have his studies interrupted by anything). In a more modern, conspiratorial setting,
he is likely thought of as a harmless crank by most of the establishment -- although if he cared to be one, his science
would easily make him an excellent Secret Master. And the missing manual may well be lost somewhere in the depths
of Warehouse 23.

Other variations include GURPS Cyberpunk or GURPS Reign of Steel -- just move the timeline up as many years as
the campaign needs, and adjust the tech levels accordingly. Further out, the Manual could be a grimoire rather than a
textbook in a GURPS Fantasy setting. (In GURPS Technomancer, it could well be both! And if Duke Brunswick
existed in a GURPS Mage: The Ascension game, he'd certainly be a member of the Sons of Ether, and most likely on
the run from the Technocracy.) And how about a GURPS Alternate Earths game where every time Brunswick sends
the book back again, he creates another, ever-so-dightly different, alternate timeline? (To really make such a setting
interesting, his devices would have to change history somehow -- most likely by altering the course of World War 11.)

[Author's Note: "The Manual for Life" wasinspired by R.A. Lafferty's brilliant short story "Rainbird" (unfortunately
out of print), and to a lesser extent by another short story, Robert Heinlein's classic "By His Bootstraps.”]
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Pyramid Pick

Return To White Plume Mountain
Published by TSR/Wizards of the Coast
Written by Bruce R. Cordell

64 Pages, $12.95

Part of TSR's 25th Anniversary Series, Return to White Plume Mountain isa

revisiting of one of the earliest modules released by TSR -- S2: White Plume

Mountain by Lawrence Schick. Asthe name implies, The Return To . . . series

revives some of the classic adventures that formed the shared history of many long-time D& Ders. The moduleisfor 4
to 10 characters of 7th to 10th level, with a recommended minimum level total of 45.

The adventure consists of, essentially, a dungeon crawl. Appropriately so, since the original adventure was exactly
that; it concerned a party of adventurers tasked with penetrating the active volcano lair of the (vanished) arch-wizard
Keraptis to recover three powerful magic weapons. Return expands upon the scope of the original adventure -- four
false Kerapti, former servants of the wizard who each believe they are the archwizard, each hold a portion of the
tunnels under White Plume Mountain. It is the job of the PCs to recover the (now four) magic weapons of Keraptis
from these pretenders. The adventure gives the PCs opportunities to work with the various factions, but in the end it
still comes down to standard, alignment-based politics -- the factions are al ultimately evil and must be destroyed.
RTWPM does suffer what | consider the "normal™ AD& D module flaws -- way too many magic items as treasure,
wandering monsters, and a plethora of monsters crammed into small tunnels.

RTWPM expands the limited tunnel system that was in the original module to provide a much larger scope for the
adventure. It also details other places on the mountain, with evocative names like Thingizzard's Hut, Dead Gnoll's Eye
Socket, and The Cursed Ruins of Castle Mukos. These were mentioned only in passing in the original module, and
they are important parts of the adventure. The maps are full color, with color-coded room numbers to note which areas
are controlled by which faction, without detracting from the attractiveness of the map.

GMs and players familiar with the original module are likely to enjoy this revisit. However, changes have been made.
The magic weapons of Keraptis -- the trident Wave, the hammer Whelm, and the sword Blackrazor have al had their
alignments changed to Neutral Evil. This may be to keep non-evil PCs from keeping and using these weapons. A
fourth weapon, Frostrazor, has been added. While powerful like the rest, it is somehow jarringly different and feels
likeit was added in to pad out the number of factions, or perhaps provide a reward useful to a non-evil party. RTWPM
also has some assumptions about what has passed before, so a campaign that uses the plot of the original (or has PCs
who have completed the original adventure) may find that the new adventure does not quite fit without modifications.

RTWPM does have more than just the adventure itself -- seven new monsters, the weapons themselves, and some great
names for the false Kerapti (Killjoy and Mossmutter being my personal favorites). Monster text descriptions are boxed

and listed where they appear, but their actual game stats are listed in an appendix in the back. This can be frustrating -

- to use a monster you need to look up a description in the main text, and then statistics in the appendix.

The layout is decidedly odd -- the Table of Contentsis practically a combination table of contents and index. Items are
listed more-or- lessin page order, but not necessarily. The dungeon maps on the inside covers, and the wilderness map
and the PC's version of the wilderness map are not on facing pages. This resultsin alot of page flipping to use the
adventure.
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Overdl, itisallittle pricey at $13 for 64 pages, but the adventure is interesting. Despite the haphazard layout, the text-
to-art ratio is high (and the art is good), and it is was worth the priceto me. | personally bought it to adapt to GURPS
and found little trouble doing so -- though a familiarity with either 1st or 2nd edition AD&D is probably necessary.

-- Peter V. Ddll'Orto
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Murphy's Rules

by John Kovalic

Murphy's Rules

Murphy's Rules
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The Final Second Sight

Thisisturning out to be a very difficult column to write.

It's pretty much the last thing I'm going to do for Pyramid, and finishing it will mean my tenure here is done. And for
some reason, I'm having a little trouble coming to that point.

Change is something most people approach with some trepidation, and it's worse for me than for most people. I'm a
real creature of habit, the "devil you know" sort. Change doesn't come easy. So here | am, resisting this final moment
of the old, comfortable gig, dragging myself kicking and screaming into a new phase of my life and career.

But | had an outline in my head for this thing, so maybe the way to get over this procrastination isto just divein . . .

The Past

| promised last week that | would talk about what we've done right in Pyramid's near-seven-year (so far) run, and that
list islong and distinguished. But since | don't want to come off as overly self-serving (alittle bit self-serving is OK,
but | don't want to push it), I'll keep this short.

I'm very pleased with the sheer amount of material we've been able to present, especially online, where we put out the
equivalent of a year's worth of paper Pyramids every six to eight weeks. And while not every single article was a five-
star winner, we've done a lot of neat stuff, and on a number of different subjects.

We've covered the adventure game industry like nobody else. When Pyramid was a paper endeavor, our long lead
times meant we did analysis pieces, long-view looks at trends and "big picture” sorts of subjects. Then, when we
switched to the Internet, everything changed instantly. We became, thanks to the speed and immediacy of the net, a
headline service. We broke story after story, before anybody else. And we were still able to offer our share of analysis
and "big picture" stuff.

And, perhaps most importantly, we've built that much-to-be-hoped-for "online community” that most websites want.
We've got chat rooms and message boards, and a group of subscribers that use them. These forums have their own
character (and their own characters), and they have become a little extended family. I'm very pleased with that, and |
don't see why it won't continue.

The Present

Thisiswhere | do all my thank yous. Pyramid wouldn't be anything at all without the dedicated, longsuffering, and
frequently underpaid work of these people:

Derek Pearcy. It al started with him. He and Steve invented Pyramid; Derek put together the first three issues, and
was instrumental in most of the other paper ones, doing all the graphic design and layout, and contributing tons of
other material.

Steve Jackson. Of course. Never gave up on the idea of a game magazine, never gave up on the Internet. Never gave
up on me, and gave me the freedom to put together the magazine | wanted to do.

Jackie Hamilton. Webmaster and programmer par excellence. There's a tremendous amount of behind-the-scenes
programming that goes into all the nuts-and-bolts stuff that gets the magazine up on the web every week, and keeps
the message boards running, and works the archives and the search engine, and handles advertising payment and
placement, and subscription database management, and maintaining and generating email lists, and more. And none of
this came in a box marked "GigantoCorp's Online Magazine Software." No, Jackie wrote it all herself, from scratch.
And debugged and tweaked and fixed. And kept adding features, always looking for ways to offer more value and
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make things work better. She's the best.

And | should mention Keith Johnson, who's done a great job as Assistant Webmaster, including doing all the dirty
work of the weekly uploads and designing al the article headers for the past year, never being anything less than
cheerful, timely, and competent. He's a real pro.

The Contributors. Writers, columnists, graphic designers, art directors, and artists, too many to count. And S. John
Ross, who took over for a few months in late 1998 and carried the torch well. And a specia thanks to our three newest
columnists, Micah Jackson, Emily Dresner, and John Wick. Each and every one of them had a big part in this. That
said, and with the fear that someone else might take offense by being left out, | must mention two specia contributors:

Kenneth Hite. | smply stand in awe of this man's knowledge. What he knows, and more importantly, how his mind
puts it together, isinspiring. And he's a tremendous writer. One of the best parts of this job was knowing | was the first
person on the planet to read his latest " Suppressed Transmission™ every week. Now, | just have to log on Friday
morning and read it along with everyone else. It won't be quite the same, but it will still be fun. And | will till be in
awe.

John Kovalic. How someone can be this talented and this funny, and at the same time also be one of the nicest, most
forthright, most decent people I've ever met, is beyond me. John is an inspired cartoonist, a very good writer (though
he's such a success at cartooning these days, there's not much time for mere words), and a truly funny guy with a great
eye for agag. If | had a nick