PBPQ: If an aircraft armed onlv with a wing-
mounted gun takes a forward fusilage critical
hit which knocks out a deck gun, is the result a
“no effect.” or must another critical hit result
be rolled for?

DPA: The result 1s “no elfer . and no additonal

roll s needed,

admina IR

Science Fantasy Game
GWQ: There are lots of differences in the
revised version of the GAMMA WORLD®
game rules. Is it necessary to use the second
version or can the game master mix and
match?
GWA: The rules should serve as guidelines and
that is all. For instance, [ like the old method for
figuring out Ancient items. so that is what I use.
I suggest that vou pick up whatever pleases vou
the most.
GWQ: Several of the players in my game
constantly role up characters and throw them
away after getting a defect on the chart. I want
them to at least try and play the characters.
Can you tell me exactly what constitutes a
hopeless character?
GWAL The problem of hopeless characters is
common. Never torce vour plavers 1o role play a
characrer that they do nor like, bun there are
alternatives. Le them discard the characters they
dislike — use them as NPUs vourself. When one
or twa of these NPCs do well it will encourage the
regular plavers o give them a try before throwing
them away. Also offer the chance w ler players
take two characters out on an advenrure. One of
these characters could be that supposedly hopeless
character. Try to talk your playvers into trving
them at least ance. They might find they like the
challenge of working around the defeet.
GWQ: Concerning the mutation Shorter, how
tall is the mutant to start?
GWA. When using any normal animat stock,
take the average height of the beast o begin the
process. With humanoids, begin at one meter and
work down.
GWQ: My players want to constantly invent
new weapons and have their characters take
them into battle. Is there some sort of game
balancing methoed that I can use to curtail the
creation of hundreds of different weapons in
my campaign?
GWA: Begin by determining it che characters are
speading a great deal of ame researching and
experimenting with weapons or il they are adven-
wring. [fthey are adventuring then their chance
of developing a new weapon is slim o none.
Then deterrmune how ditficult it would be ro make
the weapans they want using their rechnological
tevel. Tt could be passible o develup throwing
stars that are Just like lide dageers i sworeds and
armor are common in the area It would not be
possible i thar e areic to boost the pewer ot 1
laser rifle. Leveloping a crosshow inoa land that
h.l.\ OUNCT SCCI arronys i\‘ vt l)l' [hl' (lllf'\[‘l“ﬂ.
unfess some old book from the Ancienis is toundg
or a crossbow is brought into the game environ-
ment. Unusual weapons can be fun in the game
bur they shonld be countered by unasnal

obstadles,

1920 Adventure Game

GBQ: Is there any way to adjust a character’s
hit point score after the character is rolled up?
Hwan s determiined

GBAL Nl it point scores an

az

with the following tormala: (NMu-ACH 1043
{romnd all reenons upl. Mu = Muscle seore aned
Ay = Aapbioy scores OF conrse, vou muust reealey-
lace the et point seore cach time the character’s
Musele vr Agihivy seore chamges (1e. when those
stoTes are improved by spending experience

[ IE]

GBQ: What is Robert Jackson's legal skill score
in module GB#?

GBA: Robere Jackson is the lawver for the bad
guys. His legal skill score 15 85, so use that as his
pereentage chance ot getting his client acquitted.

ST AH Science-Fiction Game_
FRONTIERS

SFQ: Can robots have skills?
SFA: Robots have programs — characters have
skills. Burt there is no reason that a technician
with the praper skills could not develop a pro-
yrarn ro duplicate the effeets of o characrer skal if
desived. Provram level, price, and ame reguired
for development are subject o referee’s diseretion
sinee they depend on the skill o be duplicaed
and the taciines available,
$FQ: Can a character be trained in skills by
another person without using experience
points?
SEAD Noo Expenence pomnts are used up in train-
ing regardless of tts source. lTerms and cash price
are sometimes negotiable since the referee may
allow characters 1o barter goods or services for the
training instead of cash, but the speading of
€XPUrienee points is not.
SFQ: On page 41, there is a program called
Security Lock on the Robotic Design Cost
Table. There is no such program described on
page 47. Please explain.
SFA: The programn wasn't defined in the text. For
all practical purposes it tunctions precisely as the
Compurter Securiry program on page 0. except
that it is specifically for robots. The intention is to
prevent unauthorized persons from rampering
with the robot's programming er circuitry, so a
wechnicizan must defeat the Security lock program
before a robot’s mission or function can be
altered.
S$FQ: Can a damaged robot be repaired to
bring its STA back to maximum? If so, how?
SFA: Yes. A sucvesslul repair jub brings a robot
back 10 normal functioning capacity in ali
respects, including [ull STA. Robots do not have
to “heal” like characters do — they cither work
or they don’t. A robot which has taken damage
vgual 1o or greacer than s STA raung simply
stops funcnoning undl reparred. at which point i
functions normally in &l respeets unless of course
the referee rules atherwise fur a specttic case.
Now 1 a rohot s repared under less than
perlect circumstarces (such as “in the feld™
instead of a regular repair shop). there is a chanee
1wl break down acain of its own accord with
turther wse regardless of whether it takes any
wiore dinnge. There 1sa 1098 chanee of hreak-
down per 20 hour perusd (camulative) tor field
repairs made with a personal tool kit. A major,
minor or total repair (GMs nption) mav be
recpuired . Ties required for repatrs are hsted on
1ot the Fxpanded Bules.

Pt
SFQ: Can a parabattery or power generator
recharge a power pack?

SEA Nou Powerpacks must be recharged v a
weapons shop, hardware store, or fael seiion -—
nat 111 the freld.

SFQ: Can infrared goggles sec infrared beams
or heat-sensitive sccurity devices?

SEAC Intrarcd goesles ave keved or the intrared

portion nl the el IPOIMARTCHE S rruln. so thies
can detect intrared beams, Bur hear-sensicve
devices are made to deteet hear, ot radiate 10—
soantrared gogyles will not prek those up

5FQ: Can level 1 maintenance robots carey
backpacks and cquipment averland? If sa.
about how many kg?

SEAT A level | maintenance robon salvieed from
aship o imstallatien could probably follow o
group or individual carrving some vquipment.
but it would have to be reprogrammed tor those
by a technician with the proper skills fiesr, A
standard body robot can carry 130 kg at normal
mavement rate, or double that at haltf normal
movement.

SFQ: If a level 1 maintenance robot is attacked
and doesn't have restrain, sell-defense, or
attack/defense programs, can it still use a
melee weapon to defend itself?

SFA: No. Witheut those programs. the robor is
ncapable of defending sell ar all. It would be
like rakine a hamimer o vour toasier == the

i hune would allow vou oo desteon t1owithaur
making anv elfor o fight back

SFQ: How far can the maintenance robet
truvel on 10 SEUs on rocky or average ground?
SEA I eould cover approximately 10 km.

8FQ: Do VitaSalt pills work exactly the same
as salt pills?

SFA: Noo Sale pills contain only silt Tor mainnsn-
ng a character’s electrolyte balance, thus reduce-
ing rhe need for water. VitaSalt pills contain
neeessary vitamins and minerals in addition to
salt, so they help supplement nutrition.

SFQ: Is there any limit to the number of new
languages a polyvox can learn?

SFA: There is no limit, but a new tape must be
used for every language o learn.

TOP _
SECRET

TSQ: Can characters “hot wire" cars, planes.
helicopters, submarines, and other vehicles?
What is the chance of success?

TSA: Characters with an AQK score of 73 or
more in either electrical engineering or the appro-
prate engineering specialtv {i.c. aeranauncal
engineering for planes and helicopter or trunspor-
ration engineering tor ground or warer vehieless
may attempt to start a vehicle by ~hor wirtng
The chance of suceess is equal o the characrer's
AOB score in the appropriate engincering lickd
Onmly one attempt may be made per minure.
TSQ: What is the minimum AOK needed to
operate a vehicle?

TsA: Common vehicles such as cars, bicseles,

Espionage Game

ere L IRay I)(V “'E)l‘rﬂ[l'li f]l)['fIlJJ!]_\-' E)\ i l‘h:ll';tl fery.
[ Nute that pivots, skids, hugh-specd driving and
special maneuvers are not considered normal
aperation. Ser upcoming publicatons for more
detanls.y For operating more unusual ov comples
vehicles such as planes, subraarines, helicoprers.
suowmnabilies, vten use the characrer’s AOK i
the approprise engineering teld (as abovey as the
chance of success. The Admin may apply bonuses
nr penalties if desired. Failure means that the
vehicle will erash. .

TS0Q: What is the chance that an agent could
catch an object thrown at him by an oppenent
(such as a hunting knife)?

TRAL I the agent knows the obyedt s comine, roll
against coondination o catch 16 No atrerpt may
be made 11 the agent i unaware of the opport:
ruey. Note that a charaoer teving 1o caich o
thrown weapon may not use the “runsmy and
dodutng ™ bonus,

Issue #19




