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The staff of SHADIS is determined to 
keep this publication independent and 
bringing our readers the best coverage of 

. the gaming industry available. 
Although the Alderac Entertainment 

Group, p1,1blishers of SHADIS, publishes 
game systems and supplements, SHADIS 
will not become a house-organ. 

Our policy - written in stone - is that 
SHADIS wiU not review products produced 
by AEG and that AEG is limited to one full 
page ad per issue. In addition, articles 
relating to AEG games will be limited to 
two issues per year - not to exceed a 
combined total of fifteen pages for both 
issues. (that works out to 15 pages per 672 
published pages of SHADIS.) 

This policy actually penalizes AEG for 
being associated with SHADIS rather than 
having an unfair advantage over other 
companies. We hope this policy demon
strates our detennination to keep SHADIS 
truly independent. a 



My first try at writ ing this editorial 
was cwice as long as this one, and 
involved my personal history: how 

I got into gaming in the first place, my 
time out of the hobby, my serendipitous 
encouncer with SHADIS, and so on. In 
reading it over, however, I realized that in 
all probabili ty nobody cared. What I sus
pected you readers were inte rested in was 
an explanation of the changes in che mag
azine. Well, "buckle your seatbelts - it's 
going to be a bumpy ride." 

A s you h ave n o do ub c n o ticed , 
SHADIS is undergoing a sea-change. The 
look is chan ging, the size is fl uctuating 
wildly - why, there's even a new editor! 
"What are they doing to my SHADIS?" 

Relax. The things that make SHADIS 
what it is aren' t going to change. You' re 
still going to get great articles which are 
truly useful a t the game table. A s Jolly 
mentioned in his fi nal editoria l (#2 l ) . I 
pulled together the majority of the previ
ous three issues, and I 've been recom
mending articles for even longer than that. 
If you're in te rested in see ing wh at 
SHADIS will be like in the future, look at 
the past. 

Nevertheless, changes wi ll be made. 
Some have, in fact, a lready been made, as 
you'll notice when you page through this 
issue. Whereas Jo ll y seemed perfec tly 
happy caking on the work of ten men, I'm 
only going to arcempt the work of half a 
dozen or so. Hence, I've been delegating 
authority to fo lks in antic ipation of the 
new year. 

SHADIS-watchers may be wondering 
where Issue # 21.5 is. The h;:i lf-issue idea 
has been ret ired ; SHADI S Presents may 
occasionally occur as a bonus. l;irge issue, 
possibly quarte rly or twice a year, but its 
futu re is still up in the a ir. Meanwhile, 
we've gone monthly. There will be a full 
issu e of SHADI S every mon th , but it 
won't be 11 2 pages; it'll be 96. This is the 
same torn I page count as before (when it 

Editorial 
'1ou're Soaking In Ill" 

was 112-80- 11 2-80), but with a full issue 
every month. Other changes will include: 

The Edge. This will be the centerpiece 
of the new-look SHADIS, a pull-out cen
ter section of the magazine which will see 
the resurrection of reviews, unseen since 
#18 (in a vastly expanded format), time
dependent material, and whatever insider 
information and industry gossip we can get 
our hands on. Now, I don't get a lot of 
industry gossip - I rarely get away from 
my computer - so I handed the whole 
pa~kage over to Ken Carpenter. For those 
of you who haven't been paying attention 
to mastheads and by-l ines, Ken is our 
Miniatures Editor, and also writes regularly 
for Dragon, White Wolf (requiescac in 
pace), and almost anybody else who will 
hold still long enough to have printed mat
ter submitted to them. He's remarkably tal
ented, and much more plugged in than I 
am, and I'm looking forward to seeing what 
he does with his pages. 

This major format change may seem 
hasty or unplanned, but it is neither. This 
section has been under discussion since last 
summer, and has been eagerly awaited in 
the office. 

The look of the magazine is changing. 
In a further effort to delegate authority, 
I've turned over large portions of the lay
out duties to Matt Wilson, our Art Direc
tor. You've seen his artwork in the maga
zine before; this month, he has brought to 
bear not only his art, but also his graphic 

design t raining. We think the results look 
pretty good. 

I'm certainly not a layout professionil l, 
but I have for some time been interested in 
interface design, with which it overlaps. I 
want the medium subservient to the mes
sage. The write rs of our art icles are trying 
to get messages from their minds to yours; 
it's our job to make the transmission as 
easy as possible. Matt and I will be working 
together over the coming months to make 
SHADIS interesting to look at as well as 
interesting to read. 

Fiction. Yes. we'll fina lly have fi ction 
gracing the pages of SHADIS on a regu l<ir 
basis. The new section, tenr<itivcly t itled 
"Strange Vistas", is scheduled to debut in 
the next issue. We will be bringing you 
game-b<ised short stories from some of the 
Big Names in the industry, and b<tsed on 
the initial response from the authors we've 
invited along, we think it's going to rock. 

There - in a nutshell - you h<ive it. 
We're going to hang onto what we're good 
at, bring back some of our past frtvorires, 
include new bits we're excited about, and 
look better doing it. We'd like to hear your 
feedback, especia lly as the changes really 
kick in with Issue ~23 . I can be reached at 
4045 Guasti Road, Suite 212, Ontario, CA 
91761, or by email at Shad isDJT@a ol.com. 

Let me know what you think - I'm inter
ested in hearing from che world beyond my 
phosphors. 

- D.]. Trindle 
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Spies For the Holidavs 
More From the World ol Real Spies 

By Dave Dollar C 1995 
Art by John Kovalic C 1995 

C
hristmas is a time of giving, a time of 
caring and a time of sharing. It is also 
a time of writhing around through 

sweaty shopping malls cramped tighter than 
;1 Cuban refugee boat. Christmas in D.C. is 
H dangerous time, because N.A.T.O. opera· 
tives do get vacation time (sometimes com
pulsory). 

When n ot on vacation , government 
employees are forced to adhere to a rigorous 
work schedule, encompassing such weighty 
responsibilities as yawning, competitive 
belching, scratching our private p;ins, order· 
ing pizza and searching for subcontractors to 
pay exorbitant fees to perfonn the complex 
tasks that we are not qualified to perform for 
ourselves (such as working). As such, for 
most government employees, relief from the 
daily grind is essential, which is why we get 
leave time for every holiday marked on the 
Chri stian , Hebrew, Is lamic, Buddhist , 
Hind u, and Branch Davidian calendar 
(Charred Flesh Appreciation Day). 

In the five years that I have been with 
N.A.T .O. I have actually managed to accu· 
mulate 6.2 years of paid vacation time 
(including sick time, flex time, stress time, 
overtime and Howdy Doody time.) The rea· 
son that N .A.T.O. operatives accumulate so 
much vacation time is that most of the 
countries on the N.A.T.O. roster have some 
form of vacation benefits for civil servants. 
And since we techn ically work for all of 
chese countries simultaneously I can actual
ly accumulate British vacation time while 
lounging about on a cruise ship off the coast 
of France. Of course th'is is highly classified. 

N ow, you may be saying to yourself, 
"Self, it seems to me that Carl is a hie down 
on the whole concept of Holidays." TI1is is 
only piirtially true. Holidays are not at the 
hottom of my "Favorite Things to Do" list. 
C;is tra t ion· with · a· rusty -c hccsc-g rn te r
dipped· in-Aqua-Velva is at the bottom of 
my "Favorite Things to Do" list . Viication is 
somewhere in between "The Annual Hee-

Haw Telethon " and "Proctologist's Assis
tant." 

When my director started calling people 
into his office, I tried to run, I tried to hide. 
I tried to fake an aneurysm, but it was no 
good. 

"Larson. According to our records, you 
have a little vacation time coming," he said. 

"It's a vicious lie, sir. I've been slacking 
off badly." 

"I think you've been under a lot of pres· 
sure lately ... " 

"No sir, I feel terrific! Never better! May 
I smoke?" 

"No." 

"Oh." 

"I'm recommending some leave time for 
you." 

"But sir, it's Ouistmas!" 

"Let me put it another way, Larson. I'm 
ordering you." 

"Can I go to Beirut?" 

"No." 

"Lebanon?" 

"No." 

"Bosnia!?" 

He finally agreed to let me work through 
the holidays on a special case. The orders 
read, "Compil~ complete surveillance 
report. Subject: John Lennon." I was done. 
It was vacation or dead liberals. 

Real spies don't like vacations much for 
one simple reason ; while you are not work
ing, N.A.T.O. temporarily suspends your 
L.G.M. (License for General Mayhem). As 
a result, operatives who, for the last three
hundred and sixty-four days, have become 
accustomed to "firing at will" and solving 
the simplest household dilemmas via the use 
of high explosives, arc abruptly told to "act 
like a regular person." This is extremely dif-

ficult, not just hecause C 4 really lays waste 
to the toughest drain clogs, but also because 
being a spy is fun! Really, it is. Dcmolitioru 
class gave me hundreds of new ideas for my 
model railroad, and all my bathtub toys arc 
now ;inned with working depth-charges. 

Christmas is the worst, because you have 
to try to "act like a regular person" in the 
"Holiday Mall/Demilitarized Zone" environ• 
ment. The overall effect of the holidays in 
D.C. is that on December 20th, the State 
Department forces several hundred armed 
and edgy nicotine ad4icts into the (non· 
smoking) Retail Jungle with .thousands of 
unsuspecting civilians (who, incidentally, 
don't normally wear ballistic overcoats). 
This ye<l r's casualties include nine ninja tur· 
tics, two elves, fourteen sales clerks and six 
shelves of G. I. Joe action figures with 
authen tic gunfire sound-effects packages. 
Competition for parking spaces has already 
resulted in four car-bombings • and there's 
still three days 'til Christmas eve. 

Spies do not adjust well to civilian life. 
Shopping at Christmas time is very compct· 
ii ivc - sometimes comparable to Aus
mlian football. And it's hard to stick to fair 
play when you are driven from the serene 
anJ ~ooth ing daily routine of counter-terror· 
ism and bomb disposal, and hurled headlong 
inw chc mad scramble to secure the very la.st 
"f\a rbie-incredible ·uni nsu rable-SP.Or~s-ca·r· 
pl:-iyset" in N orth America. And if your 
child is going to get that particular toy, he or 
she must also have the "Ken-goes-to· 
dcbtor's-prison-playset." A lot of black mar· 
kct toy deals go down and people get hurt. 

I ----------------------------- ......... 111111•• 
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The only respite you get from hearing 
"Frosty the Snowman" performed by Julio 
Iglesias for the four-thousandth time is 
when the intercom pipes up with "Norm, 
wer c le;:inup and paramedic on aisle 
twelve ... " 

Fortun<1tely( 0 this year I got off e<1sy. 
JoAnne is spending Christm<1s with her p<tr· 
ents in Liverpool, <1nd her p<1rents hate me, 
so I am not going to have to spend another 
holid<ty trying to navigate my motorcycle 
through the streets of London (where every· 
one drives straight toward you) in search of 
the very last pair of size-six, taupe pumps in 
Europe. ("Those are my size-s ix taupe 
pumps, l<tdy! I have a gun !") 

Instead, the boys at the office h<1ve elect· 
ed me to host this year's Christmas party. 
The announcement was made following an 
open, democratic vote of all the people in 
the office . A vote that I was conspicuously 
not a part of. I had been <1bsent, conducting 
a top-secret sociological experiment into 
the effects among the top brass of coating 
all the toilet sears in the State Department 
with white shoe polish (Squirrp! Eewww!). 
As I walked into the office, Bob was just 
excusing himself, following a hearty repast 
of my special Christmas brownies (in come· 
dy, t iming is everything). I knew that Bob 
would be on the toilet 'til at least June, so l 
accepted with only token resistance. 

To me this Christmas party thing is a 
godsend, because it means that I can do all 
of my holiday shopping down at the rarely· 
frequented "Soldier of Fortune Faccory Out· 
let." For JoAnne's belated present, I can 
w;mder the nearly empty shopping malls 
with the scores of recently-divorced hus· 
bands trading in approximately 600,000 
pairs of size-six taupe pumps for size-five 
taupe pumps. 

Anyway, the only problems I am run· 
ning into in planning a N.A.T .0.-stylc 
Christmas party are catering and trying to 
find a ballistic Christmas tree. I've already 
experimented with cooking our Christmas 
feast myself, but the only flavors I have 
managed to coax from my home-made stuff· 
ing are "Socks Benedict" and "Spackle Flo
rentine." Still. it's a step up from my gravy, 
which I would describe as "Cream of Gray." 

With all the holiday excitement mount· 
ing, I can't forget to up my renter's insur· 
ance policy before the party. There must be 
a post-it pad around here somewhere .. . 0 
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What's On the Table Besides Dice 
Plavlng wtth Props 

By Roger Spendlove ©1995 •:• Art by Kevin Daily © 1995 

e idea to play your favorite dungeon
dventure by candle-light, accompa-

nied by adventurous background 
music has no doubt occurred to nearly all of 
us at one time or another. For many, the 
ideas flowed further: we can increase the. 
suspense - the sense of reality - even 
more by playing in costume. Get that old 
replica sword down off the fireplace and 
hang it at your hip, put on dad's big 
bathrobe or mom's .shawl, we'll serve the 
drinks and snacks only in "period" contain
ers, and on and on. 

Well, it may have been fun - once Qi" 

twice. But after awhile, I'll bet, the novelty ' 
wore off and the effort of putting together 
all those props becam~ more than it's worth 
just for a friendly game of table-top rQle: 
playing. Not co mention awkward and dan. 
gerous with candles dripping, cloaks and 
arms flailing, and swords gouging the fumi
ture. 

So was it a worthless idea? Absolutely noc! 

Props can be and still are a very fun 
aspect to role-playing. Think of the map~ 
and player handouts provided in the bacl6 
of most published adventure modules.' 
Think of the lead figures and plastic-coated 
map grids upon which you've drawn the 
cha racters' surroundings. Think of the 
Conan or Star Wars sounduacks you play' 
in the background. 

A ll of th ese are props: multi·medfa 
devices for enhancing the drama of your 
gaming experience. There are many more 
possibilities 

Personally, I love to use props.- just so 
long as they don't dominate the game. As a 
player, props help me to "gee in character." 
I'm not a trained actor, so I'm not the best 
role-player in the world. Props help me co 
feel as if I'm actually a different person. 
Some people criticize them as a crutch, but 
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who cares? If it works, and you have fun in 
the game, go for it. As a Game Master or 
Storyteller, properties help me increase sus
pense and drama in the scenes I present to 
my players. I've found many and diverse 
ways to integrate props into a game, yet 
keep them simple and easy. 

P1111r Pra1s-llds to 
811Un11n-ch1r1ct1r 

Costume: Not a full-blown get-up, but 
merely accessory-type things to wear. Jewel
ry, rings or a necklace are easy to come by . 
and even easier to wear. Use them to repre
sent the holy symbol of your cleric, emblem 
of your clan, scepter of authority, and so 
forth. Perhaps clothing accessories like a 
vest , belt or hat (especially appropriate if 
you're playing Indiana Jones) of the style· 
your character might wear can help you feel 
more in touch with your character. Similar
ly, wearing boots or sandals instead of your 
usual loafers will make you feel like a differ
ent person. I've found that dressing in a 
shirt of the particuhu color my character 
frequently wears is a way of feeling "in 
touch" with my character. If your character 
wears a uniform of some sort, collect a few 
pins or patches of the sort that decorate his 
or her uniform. If you're playing a scientist 
or medic, get a white lab coat from a sec
ond-hand clothing store. 

Gadgets: My favorite category because 
it consists mostly of toys! In this age of 
electronic toys and merchandising tie-ins to 
major (or not-so-major) movies and TV 
shows, there's an abundance of toys repli
cating the gadgets found in the show. If 
you're playing a game based upon that par· 
ticular media event, then you've got plenry 
of opportunities. However, there are many 
non-specific toys that can simulate che 
types of gadgets your fantasy and science 
fiction char:icters tote around. 

The possibili t ies are vircually endless: 
devices such ::is communicators or wrist· 
radios. Medical instruments like a stetho
scope or tricorder. Small (fake) weapons 
like a blaster, piscol or d"gger. Robots and 
cre(ltures who accompany your group. Jew
elry ;md badges che characters might wear. 
Models of vehicles ;ind space-ships they 
fi nd themselves using. For some re;ison, 
vehicular toys seem to e ncourage our 
inborn tendency to fly them around and 
m;ikc sound-effects with our mouths! Not 
to mention these roys frequently come 
equipped with re .. liscic souncl-effeccs and 
flashing lighcs. 
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You might never touch these props 
while gaming, but I've found that just hav
ing them laying around the game table or 
clipped to our belts is enough to stimulate 
our imaginations. Plus, they help us feel as 
if we' re tnily participacing in the world of 
our gaming story. Just the feel of the phaser 
and tricorder on my hip, and communicator 
badge upon my breast, is enough to trans
port me to the universe in which my char
acter lives. 

Sound Effects: As I mentioned, many 
toys and gadgets have built-in sound-effects 
chips and speakers, or even flashing lights. 
Besides being fun to ffddle and play with, 
I've found these SFX can even serve a func
tional purpose in the mechanics of gaming. 
For instance, a player can trigger the sound
effect of her communicator signal to alert 
the GM that she's calling someone, instead 
of announcing to the GM "I'm going to call 
the sh ip now." If the players on the ship 
were distracted, the sound effect wou ld 
probably catch their attention , alerting 
them that a message is incoming - just as 
it would for their characters! 

However, the possibilities with sound 
effects arc greater for the Storyteller, which 
I'll discuss later. 

The key to using props as a player is tp 
use several items consistently. Pick out only 
those items which help you get in-charac
ter, and bring them to every gaming scs· 
sion. In time, even the act of not using a 
certain prop can becom~1meaningful. For 
example, not wearing your clan-symbol pin 
will serve as a constant reminder that your 
character has been ostracized. Selecting dif
ferent items for each gaJlle or genre you 
play will help make the,IJ.avor of each game 
a little different; perh<}p;; even help you 
mold the personalities of your various char· 
acters in different directions. 

But in any case, don't encumber yourself 
with too much stuff. Props really are a 
crutch of sorts; you don't W(lnt them to 
interfere with your role-playing, but rather 
enhance it. 

GM Pro1s-Enhlncl• the 
Drama 

To heighten the dramatic impact of 
your game scenes, amplify the atmosphere. 
Of course you can do this (and have been 
for years) with merely che situation of the 
story, and the words you speak to convey it. 
Properties can be used to "punch-up" many 

suspenseful moments, making them even 
more dramatic and memorable. 

But you can definitely go overboard 
with atmospheric props. You probably don' t 
want to go to the trouble every week of re
creating the environment of your game 
world, so try to keep it simple. Lighting, 
background music, source music and sound 
effects can generally be set up easily before
hand and left alone for the rest of the 
evening. 

Lighting: As the movie-makers know, 
lighting is probably the single most effec
tive way to change a place into someplace 
else. For a medieval or low-tech "tmos
pherc, rather than using candles (which 
could be hazardous if they rip over), use oil 
lamps with glass chimneys, and keep them 
off the gaming table. Or better yet, just dim 
the regular household lights. 

For many high-tech settings, you may 
want to have rhe lighting very bright. Hor
ror and suspense games ought co have just a 
few lights illuminating the gaming table 
(from above if possible). leaving the rest of 
the room in near-total darkness. 

For an instant dramatic effect, try dous· 
ing the lights complete ly at spec ific 
moment, or switching them on brightly. 
For example, the characters Me infiltrating 
a top-security facility, avoiding traps and 
alarms by increasingly narrow margins. You 
keep the lights dim co simulate the build
ing's night-time corridors and inactivity. 
Then suddenly, the alarm is tripped - bur 
before announcing it, you tum on the lights 
full blast. Watch the players jump! 

Background Music: Soundtracks from 
favorite movies of a simil"r genre are easy 
to come by and frequently they're just the 
sort of mood-setting music you want in the 
background. Yet sometimes they'll evoke 
the wrong images - those of the movie 
instead of your story. Look into the huge 
library of classical music. Symphonies, 
operas and ballets are works written to con
vey a story with mood and atmosphere, 
which makes them well-suited for gaming. 
Music from a foreign culture. with or with
out lyrics, can sometimes sound very alien 
or intriguing. Some examples: Japanese or 
Chinese; eastern European such as Bulgari
an, Turkish or Greek; and middle-eastern 
cultures such as Arabian or Indian; all these 
employ sounds, instruments and tonill qual
it ies chat sound odd co the average Ameri· 
can's ear. 
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You could leave such music running all 
evening long, if you have enough of it to 
keep from repeating the same pieces coo 
many times. However, it might be more 
effective to cue this music at the beginning 
of ph1y co sec the mood but don't continue 
to play it all evening long. Cue the same or 
similar piece when you resume play after a 
break. Also, save some key pieces for the 
dramatic scenes. For example, cue the mar· 
rial war music when the characters enter 
banle; the chase theme when pursuit of the 
vi llain begins in earnest; the romantic 
mel ody when che c h aracters meet an 
important NPC or love-interest. 

Theme Music: Have your gaming group 
select a certain piece of music to serve as 
their theme song. Then play it as an over
ture at the beginning of every gaming s~
sion. After you've done this a few times, 
the overture will become like the opening· 
credits music for a movie or TV show, and 
this will definitely increase the sense that 
you're playing-out a drama. If you some· 
times have difficulty getting everyone to 
"serrle dc,wn" :md begin playing the game, 
the overture is an excellent way to signal 
that "mundane concerns end now - let 
the adventure begin!" 

Select a few pieces to serve as leitmotifs 
for certain important NPCs. Playing the 
song at the first introduction of that char
acter is an excellent way to illustrate their 
personality. When played at later times, 
when the NPC is deeply involved with the 
story, will serve to remind the players of 
who they arc dealing with. Ir might remind 
chem thftt so-and-so is trustworthy, or that 
he's frivolous and silly, or she's cunning and 
suspicious, or whatever. 

Juxtaposition Music: Finally, if you feel 
thoroughly confident in your ability to sus
tain a scene through conventional role
playing techniques, you might t ry playing 
Juxrnposition Music. This is music opposite 
co what one might expect to accompany a 
particulflr scene. For example: a beautiful 
operatic aria during a bloodbath battle. Or 
a religious chant during an atheistic vii-
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Iain's monologue wherein he describes all 
his plans for world conquest. Or a precise 
waltz underscoring a long-in-coming duel 
between disagreeable personalities. 

Whereas most gaming music attempts to 
have an emotional effect upon the players, 
juxtaposition aims to be anistic, illustrating 
a notion or promoting a theme in the story. 
If done improperly, it will leave the players 
with a sense of fakery and silliness. But if 
you can pull it off with just the right piece 
of music behind a really intense scene, it 
can be quite powerful. 

Source Music is a film-makers' term for 
music that is actually heard by the charac
ters, from a source within the story. This 
should be easy to come up ~ith. If the char
acters will be patronizing a cavern or canti· 
na, use some pany music of the appropriate 
genre. Visiting a weird alien landscape, cue 
some eerie atonal or electronic music. In a 
monastery or temple, play some Gregorian 
chants or hymns. If any character is a musi
cian, have him or her pick out a few songs 
they might play around the campfire. Play 
some sea-chanteys while the characters are 
aboard ship. The possibilities are endless, 
especially if you're playing within a real
earth historical genre. Obviously, source
music should be cued only when the players 
encounter it in-game. 

Sound Effects: Plenty of Halloween 
sound-effects records are available these 
days, although they may be hard to find 
outside the monthtof October. Look in your 
local library; they may have some, plus 
other recorded collections of SFX for 
movies(rV/radio. Furthermore, many toys 
today come with sound-effe.ct chips built in, 
which you can trigger whenever appropri
ate. As mentioned earlier, such toys and 
their sound-effects are excellent props for 
gaming. Remember those keychains that 
make various weapon-sounds for "blowing 
away" idiots on the freeway? They're great 
for generating chaos and confusion during a . 
battle scene, with the sounds of machine
guns or lasers blasting away between the 
players' actions, or punctuating good shots 
by your villains. 

Of course the cheapest sound effects are 
those you can make with your hands, 
mouth or household items. Raid you( 
kitchen for metal, plastic and glass items 
that clink-and-dank, scrape-and-scratch, or 
honk-and-clunk together interestingly. 
Start a kitchen timer ticking when the 
players are defusing a bomb, or any other 
intense, "time is running out" activity. Tap 

off the unseen footsteps of a stalker. Rattle 
some nails and screws in a jar for the sound 
of mCtch inery. Tune a radio to static or 
"ghost signals" for the ambience of an aban
doned ship. 

The key to using sound effects as a GM 
is to avoid overdoing them. You don't want 
to reproduce every sound the players might 
hear, nor even the ones that are easy for 
you to make. Rather, employ the effects 
only at particularly suspenseful moments, or 
if they convey a message stronger than your 
words. For example: roll a marble in a metal 
pot for the sound of a space-station's blast 
doors closing, and increase the speed of the 
roll for the slow, inexorable narrowing of 
the gap. This is much more dramatic than 
merely saying: "the blast doors are closing 
and you have moments co make it." They'll 
hear by the frequency of your sound-effect 
exactly what's happening and they'll even 
be able to judge how long they've got to get 
through the door! And watch them jump 
- or sigh with relief - when you bang the 
pot with a spoon to signal the doors klang· 
ing into place. 

Choices: With this method, the prop 
becomes an integral part of the mechanics 
of your game. You provide a small prop for 
the players to examine or fiddle with, and 
then you watch carefully to see exactly 
what they do with it, and how. You and 
they discover what choices their characters 
will make. 

For example: lay out several treasure 
items and see who touches what. If one was 
cursed or trapped, you don't have to roll 
random to see who gets it. You've made it a 
matter of their own choice, so they can't 
complain. Or give them a map and watch 
as they discover secrets and puzzle over the 
map-maker's illegible scrawlings. Lay out a 
coded message, anfi watch the players study 
it to decipher the code. If they just can't 
figure it out, you can give them hints when 
they make successful Intelligence rolls. Pre
sent them with a bizarre alien weapon and 
hope they point the muzzle in the right 
direction when they finger the trigger. 

The key to using props effectively as a 
GM is to keep them to a minimum, 
reserved for only the dramatic situations, 
maybe only three or four per gaming ses
sion. You aren't trying to completely recre
ate the world of your scory; that's the forte 
of live-action role-plflying and hiscorical
recreation groups. Used judiciously, proper· 
ties can enhance the drama and suspense of 
any table-top role-playing game. 0 





Medieval Credit Cards 
The Role of Gemstones Through Hlstorv 
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F
or the p<ist severnl hundred ye;i rs o r 

more, man, and more often woman, 

have come ro <ipprecia te the value 

and beauty of precious stones. Gems such 

as emeralds, diamonds and rubies have 

long been sought after <is keepsakes :ind 

symbols of undying love. 

But in the realms of the myth, folklore 

:ind fantasy, stones were more than valu

<ib le .. . they were necessa ry. Stones tha t 

protect from ev il spirits and ward off dis

ease were among the many medieva l c redit 

cards .. . people simply wouldn 't leave home 

without them. The fo llowing is a list of 

some of r hese precious scones. 

alemandina - A stone which could 

melt ice and bo il water. 

alkibrit - The sulfur which is used to 
make "Greek fire ." Greek fire w;is a flam

mable, gelatin-like material which burned 

intensely ;ind was doused by water. Such 

materia l was placed in clay pots and lobbed 

at foes ;md was especially used .is ;i marine 
weapon. 

amethyst - A c lear purple o r bluish 

violet variety of crystallized qmmz. It was 

thought rn ward off drunkenness or prevent 

intoxication. 

amis tunte - A h ;i rd stone {flint) 

which set fi re to row (hemp fibers) when it 

was srn1ck with a hit of iron. 

anachitis - This is co call water spirits 

up from their depths. 

anacithidus - A necrommuic scone 

used to call both demons and ghosts. 
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antiphates - A stone of black color 
used as an amuletic defense <igainst the 
power of a witch. 

Armenian stone - see lapis lazuli. 

asisu - See figius. 

belloculus - A white stone thought to 

render one invulnerable in war. It had a 
gold spot circled with b lack. 

berelica - A gemstone which cured 
pa lpi tat ions and, when powdered and put 
inro wine, was thought to stop baldness. 

beryl - A green ish sto ne which 
amacted the rays of the sun and set fire to 
dry materia ls. Rings made from it main
rained agreements between spouses and 
cured all sorts of maladies, especially eye 
problems. 

bezoar - A stone which is found in 
the stomach of various animals such as cat
tle , chamois, llama, goats, ho rses, porcu
pines, and monkeys; It was said to be an 
effect ive c ure for most a ilments, bu t 
worked especially well to prevent seasick· 
ness. They were particularly useful as an 
antidote to poison. The O riental bezoar 
was made primarily of resinous organic 
matter arranged in concentric layers about 
a hard foreign nucleus. The Oriental vari
ety of bezoar is found in the goat, gazelle, 
etc. The Western or Occidental bezoar is 
found in the Peruvian llama, and consists 
mostly of calcium phosphate. The German 
bezoar, from the gemsbok (oryx gazelle), is 
composed of inte rlaced fibers or hairs with 
organic cementing material. Bezoars were 
sti ll in use in the East as medicines and 
pigments during the first quarter of this 
century and perhaps sti ll today. 
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brimstone - The old world term for 
sulphur. 

cerll'Unius - A stone of lightning 
which was sometimes found in the shape of 
an arrow. 

Formed in the upper portions of the sky 
where the wind battled, it was to be found 
stuck in the ground nine days after it fell. 
For chaste people, it was a talisman which 
brought good luck and pleasant dreams. 

ceronites - A precious stone found in 
the eyes of a turtle of India. Those who put 
the stone on their tongue spoke only the 
truth, but its virtues revealed themselves 
between sunrise and the sixth hour during 
the new moon; when the moon was on the 
wane, the stone had its full powers only 
between dawn and sunrise. 

chalcedony - A green jasper which 
was thought to protect a person from phan
toms and drowning. It is a cryptocrys
talline, mmslucent variety of quartz which 
is commonly a pale blue or gray color, uni
form tint and luster nearly like wax. Chal
cedony of varying color is known as car
nelian, chrysoprase, heliotrope, agate, 
onyx, ere. 

chrisoletus - A demonifuge used also 
to drive away melancholy and illusions 
which were often thought to be the doings 
of demons. 

chrysolite (also crisolite)- A fibrous 
variety of serpentine which protected its 
bearer from che demons which cause night
mares (incubus and succubus) and phan
toms. One was assured of victory over 
demons if one carried in on the left arm, 
pierced and wrapped with the hair of an 
ass. It was also used to prevent madness 
and fever in general. Interestingly enough, 
it is a kind of asbestos, so it is also unaffect
ed by fire. 

collire - A sapphire-like stone which 
was the color of the sea. He who carried it 
around his neck was sheltered from the dis
pleasure of his overlord. 

coral - Thought to be a cure for blind
ness anc.t coothache, and when mixed with 
powder of cumin, it served as a dentifrice 
and a lotion for the eyes. 

crisolite - See chrysolite. 

diadocos - The strongest stone used in 
divination and it resembled beryl. Holding 
it in one's mouth gave the beholder 
authority over devils and those who were 
summoned were placed in the service of 
the stone holder without making the hold
er himself bad. Before the diadocos could 
be placed in the mouth, it must first have 
been cooled in water to prevent bums. 

It also made all who carried it immortal, 
but did not stop from falling into a languor 
those to whom death was preferable. Bod
ies in contact with this stone rose up again 
suddenly without speech, sight or move
ment but collapsed when it was withdrawn. 
This stone was holy among all others. 

dionysia - A black stone with reddish
brown spots; when powdered and added to 
wine it prevented the intoxicating effects 
of the alcohol. The name is obviously 
derived from Dionysus; the G reek god of 
wine. 

draconitides (also dragon stone) - A 
carbuncle (a rounded and polished garnet) 
which is said to be found in the head of 
dragons. It had to be taken from the drag
on when it was sleeping, for otherwise it 
lost its magical properties. Enchanters 
would put a dragon to sleep and then cut 
off its head to steal the carbuncle which 
they would sell for enormous profits. 

exebenius - A white stone used by 
smiths to purify gold, which when drunk in 
wine was said to cure madness in women. 

frigius (also asius)- Black-veined stone 
which, when drunk in wine with the herb 
sabine, healed fistula and gout. 

galgate - See pyrite below. 

heartbone - The hard, red cartilage 
which is found in a deer's heart. Ir is said to 
have medical qualities due to the cowardli
ness of the animal which relied on this 
"bone" not to perish from fright. This bone 
would comfort a frightened heart, especial
ly that of a pregnant women. 

jade - It was thought that jade was 
able to provide a link between this world 
and the spiritual world. 

jasper - A gemstone known in many 
countries by sixteen different types varying 
in color. It was once thought co be sacred 
and was faithfully carried by some as pro
tection against feve r. Other jaspers were 
thought to behold different properties. See 
chalcedony above. · 

lapis lazuli - A rich azure stone found 
in small rounded quantities and often 
showing spangles of iron pyrites. It was 
probably considered by the ancients to be 
sapphire and in modem day is still valuable 
for ornamental purposes. A lso, it was 
thought to possess curative and healing 
properties. The deep blue "rays". were 
believed to aid in personal and spiritual 
expression and was said to halt inflamma
tion . It was also known as A rmenian 
Stone, caustic potash, infernal stone, etc. 

lynx - This stone is a type of zircon, 
amber in color, which was believed would 
make people go to sleep or cure insomnia. 

madstone - A stone which was popu
larly thought to counteract the effects of 
poison from the bite of an animal. 

niger - A stone thought to hold very 
powerful properties; it was also called 
gelaticum. If it was put into a person's 
mouth for a long time after rinsing with 
wax and honey, one could foresee che pro
jects of adversaries. More importantly, it 
was a powerful aphrodisiac. 
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onyx - A black stone which was 
thought to bring bad luck if it was carried 

in battle. 

oristes - A black or green stone which 
served as protection against animal bite 
and also from fear. It also made men srerile 
and c;lused women to abort. 

pontica - A stone blue in color with 
red st:trs or drops and lines like blood. It 
was used by conjurers to compel demons to 

answer questions and alw acted as a power
ful demonifuge. 

pyrite (or galgate) - A stone which 

was good for diseases of rhe eye and diar
rhea. In later times. it was burned in enor
mous quantities for making sulphuric acid. 

red coral - This w<ts used to protect 

children from demons and bl'1ck magic. 
Formally it wi.s powdered and given t o 

ch ildren as prevenrntive medicine for 
epi lepsy, which was viewed as either a 
divine illness or the madness induced by 
demons. 

sapphire - A precious stone which 
was thrown upon the coasts of Libya by 
waves. It was said to have the property to 
bestow the gift of prophecy and to remove 
the chains of prisoners. It is either trans
parent or translucent crystalline; appear
ance is typically blue in color. 

synochitis - A srone which rendered 
the owner the power over conjured demons 
while he or she questioned them. 

toadstone - According to myth, this 
stone was used to detect poison. When it 
c<1me in contact with poison, it would 
change color and begin to sweat. It is a 
bufonite or their petrification, scone or 
similar object which was popularly thought 
to have formed in the head or body of a 
toad, hence its name. In addition to being 
used as a poison detector, they were worn 
as charms and used as antidotes to poison. 

tourmaline - A stone that when heat
ed ga ins electrical properties similar to a 
magnet. 

turquoise - A stone which was suited 
for the very young. 0 
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Role-Plavinu in 
By Rob Vaux © 1995 

Kurt swung che stick hard and cursed to 
himself as his wingm£m's plime explod
ed into flames . His Messerschmidt 

arced precariously rhrough the hail of flak and 
mecal in a tight reverse . Tu10 minutes ago, he 
had been part of an entire fo rmation, 
/>a trolling che skies above occupied France for 
che enemies of che Reich. Now, his was the 
only plane in siglit. He toggled his machinegun 
trigger and scanned che bli'e expanse owside 
his cockpit, searching for some sign of the ban
dits chat had ambt1shed chem. 

From a dot~ just below him, a silver flash 
appeared, and he dove his plane to match it. 
His guns spat out a rattle of a thousand rounds 
in desperate pursuit of the blur, trying w cap
ture it and make it bum che way it had made 
so many of the Luftwaffe's planes bum . No 
such luck. With effortless ease, the kiUercraft 
shot around and locked its own weapons on 

the hopelessly slow Messerschmidt . Just befare 
the fire seared his face to oblivion , Kurt 
thought he could see the other pilot through the 
windshield - its scaly, inhuman face cracked 
in a hideous grin .. . 

Of all the hoary, ancient, brow-beaten, 
clich~·ridden concepts to enter science fic
tion, an alien invasion of the Eanh has got 
to be the hoariest. Since H.G. Wells pub
lished War of the Worlds , literary master 
and pulp hack alike have all taken a stab at 
menacing armies from beyond the stars. 
We've had straight-out conquering and 
commie-type infiltration. We've had flying 
saucers and three-legged tanks. We've had 
vaporous clouds and flesh-sucking doppel
gangers. We've had baby elephants, little 
green men and phallic seed pods. We've 
had every conceivable way this story can 
be told thrown at us, and by now, most of 

us are sick to death of it. Is it any wonder 
then, that science fiction RPGs have 
avoided the concept like the plague? 

From a creative standpoint, there isn't 
much a role-playing game can do with 
alien invasions. After its heyday during the 
1950s, the idea seemed pretty much sapped 
of energy and now, it just doesn't fare the 
imagination anymore. Game designers 
have rightly decided to focus their efforts 
on other elements of science fiction, and 
most of the worthwhile elements of the 
concept have been appropriated for other 
genres. Let's face it: Great Cthulhu is a lot 
sexier than a bunch of little green men 
with Napoleon complexes. Without some 
sort of pep and pizazz, there just isn't any
thing left in the alien invader story to 
make for a good RPG. 
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Or so it seemed, until sci-fi writer and 
hisrory professor Harry Turtledove released 
the first book in the Worldwar series. An 
ongoing epic of fou r volumes, Worldwar 
managed to revive the notion of good old 
fashioned space invaders while simultane
ously providing a terrific framework for 
role-playing. The concept is devilishly sim
ple - what if the aliens had landed in the 
middle of World War II? - but it provides 
enough subtle nuances and inspiration to 
keep even the most demanding role-players 
going. 

It's May, l 942. The armies of the world 
are locked in vicious, deadly combat across 
every corner of the globe. In Europe, 
Hitler's dreams of domination are all but 
realized, with only England remaining in 
defiance of his tyranny. Russia and Ger
many lie in an ideological death grip, as 
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millions of dead on both sides pile up on 
the steppes of the Ukraine. Asia lies at the 
feet of Japan's imperialist expansion, while 
the United States slowly turns its industrial 
might towards avenging Pearl Harbor. And 
in the heart of Poland, the first steps of a 
"final solution" against the European Jews 
are being enacted by Nazi occupiers. Never 
before has humanity been so divided, never 
before has the fate of our planet been so 
much in doubt. 

And then they came: a fleet of huge 
spaceships piloted by reptilian invaders 
from beyond the stars. "The Race," as they 
called themselves, had arrived to conquer 
the Earth and make it their own. They 
moved quickly, utilizing their superior 
technology to brush aside our forces like 
toys. Mainland China was seized from the 
Japanese, as was occupied France and most 

of the Third World. The Russian front was 
divided up the middle, the United States 
cut in half at the Mississippi. And nothing 
we had seemed capable of stopping them. 
Suddenly, our all-but insurmountable dif
ferences had to be shunted aside, and life
long foes had to join forces in the face of 
this common threat. To do otherwise was 
to risk eternal slavery at the hands of an 
utterly inhuman foe. Slowly and grudging
ly, the divided forces of mankind joined 
together in defense of their planet. .. and 
thus the true worldwar began. 

This arricle is in tended to help 
gamemasters run a campaign set in this 
world, a world so close to our own and yet 
so unlike anythi ng we've seen before. 
Interested GMs should be sure and study 
Turtledove's books (two have thus far been 
written: In rhe Balance and Tilting rhe Bal-
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ance, with two more promised in the near 
future), as well as the more "mundane" his· 
tories of World War II. A healthy overview 
of other alien invader stories can be useful 
as well; War of the Worlds is an obvious 
one, and the original miniseries V contains 
some good ideas as well. The following is 
intended as a generalized overview and a 
guide-line to converting Turrledove's nov
els into a role-playing formar. As such, 
some of the story's surprises are revealed 
below, <1nd readers wishing to keep the 
books fresh may want to hold off until they 
have familiarized themselves with them. 

ThlRICI 
At the heart of the series lies The Race, 

an advanced species of lizard-like aliens 
who have conquered a star-spanning 
Empire. Undersranding the universe of 
Worldwar begins with understanding them. 
Physically, the Race bears a strong resem· 
blance to bipedal lizards: scaly skin, sharp 
pointed faces, forked tongues, and socketed 
eyes that can move independently of each 
other. They walk on their hind legs, using 
short tail stumps for balance. They stand 
slightly smaller than your average human 
- about four feet - and weigh approxi
mately seventy-five pounds. Their appear· 
ance has led most humans to refer to them 
as "Lizards," and the Race has matched 
such slang by referring to Earth's natives as 
"Big Uglies." They wear no clothing, 
instead using elaborate patterns of body 
paint to signify rank and position. Their 
language consists of a series of hisses, 
gro~ls .~nd chirps, although they are quite 
capable of learning human speech as well. 
Lackin g lips, they use other gestures to 
indicate particular emotions - for 
instances, they let their mouths hang open 
to signal amusement. 

The Race's home planet (called simply 
"Home" by the Lizards) has supporte4 1their 
civilization for over fifty thousand years. By 
all accounts, it is hot and dry, with very lit
tle ground water and no polar ice cap,s. 
Two other planets -Rabotev 2 and Haless 
I - were conquered by the Race thou
sands of years earlier and conrnin condi
tions similar to Home. Earth's environ
ment is considered harshly cold - even in 
summer - and holding far too much ambi
ent water for any "respectable" planet. 
Nevertheless, ''T osev 3" (the Race's name 
for our planet) is still considered desirable 

enough to conquer and place under their 
thumb. 

The government is an Imperial dicta· 
torship under a genetically engineered lin· 
eage of Emperors. The current Ssumaz 
dynasty of Emperors has ruled for twenty· 
five thousand years, and each Emperor is 
considered tantamount to God. The ships 
in their fleet are named after past Emperors 
(along with their number since the begin· 
ning of the dynasty - for example, the 
67th Emperor Sohrheb) and the existing 
leader is spoken of with hushed reverence. 
The governments of Earth's "not-empires" 
(i.e. the principal warring powers) puzzle 
them, as none have what could be termed 
a proper emperor and some even show con· 
tempt for such a position. The Soviet 
Union's boast of murdering Czar Nicholas 
has filled them with maddening rage; there 
was no word for "regicide" in the Race's 
language before they met with the Soviet 
leaders. The Lizards believe almost to a 
man that they are the best possible rulers 
of Earth and look forward to putting all its 
little empires under their thumb. 

Technologically speaking, the Race is 
hundreds of years ahead of us (at least by 
Terran standards). Their weapons are pro· 
jectile based, as ours are, but have longer 
ranges, greater firepower, and are more effi
cient in every way than ours are. Ground · 
troops are typically equipped with flak hel
mets and rifles capable of firing hundreds 
of round per second. Vehicles are hydro
electrically powered, and fue l sh ortage 
seems to be no problem. Aircraft (called 
"killercraft" by the Race) can fly several 
times the speed of sound and cross a conti· 
nent within hours. Maneuverability is 
inhumanly high, and includes VTOL and 
hovering capacity. Armaments include up 
to six guided missiles and a long range 
assault cannon, and armor is thick enough 
to repel most Terran rounds. Tanks (called 
"landcruisers") are manned by three Lizards 
apiece, and the match of any ten Terran 

· counterparts. Finally, the Lizards have a 
small stockpile of nuclear weapons at their 
disposal, but are loath to use them in com
bat, as doing so renders large tracts of land 
uninhabitable. The Race intends to colo
nize, not obliterate. 

The army which landed on Earth in 
May of 1942 did so through the use of 
interplanetary travel (of course). A con
quest fleet of numerous ships under the 

Lizard Fleetlord Avtar was launched from 
Home several decades hefore, its inhabi
tants hibernating within "coldsleep" 
coffins to await revival upon arrival. A sec
ond fleet containing colonists and settlers 
was launched some twenty years ;.tftc r 
them, assuming that a peaceful. p<tcified 
Earth will be waiting at the end journey 
(the colonization fleet 1s set to arrive some
time in the 1960s). Some of the Race's 
ships have remained in orbit , but m;my 
have landed on occupied are<ls of the plan
et - impossibly huge rowers visible for 
miles around. From the m, the Lizards 
launch their forays against Earth's armies, 
expanding their territory furth er and fur
ther. Only a few have thus fa r been dam
aged by the efforts of Earth's forces. 

Weaknesses 
Despite their technological adv:mce

ment and strength of purpose, the R;ice has 
several key weaknesses which humanity 
can exploit. Our planet's cold weather cou
pled with the Race's reptilian physiology is 
an obv ious advantage, as is our native 
knowledge of t he rerrain . The biggest 
shortcomings of the Lizards, however, ;.i re a 
bit larger than that. 

The Race as a whole docs not respond 
well to change; new technology moves for
ward only after extensive periods of srudy 
and experiments, thei r government has 
existed unchanged for thousands of years, 
and social ways h;ive been set~ since the 
·dawn.of the1r civilization; all of which 
translares into an unwillingness w try new 
things and an inability to adapt when the 
unexpected pops up. Their tactics ;ire rigid 
and predicable, their routines set and not 
easily broken. Clever human strategists om 
use that rigidity to overcome our techno
logical inferiori ty. Humanity's immense 
adaptability and will ingness to improvise 
has thrown them for a loop s ince rhe 
beginning, as has our "relatively" quick 
cechnological aJvancemenr: rht:y arrived 
with information nearly eigh r hundred 
years old, and had not considered <lny 
species capable of progressing in that 
amount of time. Imagine cheir shock when, 
instead of knights on horseback, they 
found themselves facing an industrial soci
ety armed to the teeth with tanks, planes, 
and the first beginnings of nuclear weapon
ry. The distance required to reach E;irth 
and the effort involved in making a jour
ney (to say nothing of A vrar's standing in 
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history) make it a ll bur impossihle w sim
ply withdraw, and the conquest went fo r
ward as planned. Rut our staggering level of 
Cldvancement has caused a serious crimp in 
their schemes for the planet. 

A second dis;:idvanrnge comes in rhe 
form of supply. The invasion fleer traveled 
through the cosmos ar inc redibly high 
speeds, yet sti ll had to spend years m hiher
nation before arriving on Earth. A me,sage 
back to the homeworld would cake twelve 
years to arrive, and a colonization fleet h:is 
already been enr to settle down on a pre
sumably pacified Earth . The invade rs h;id 
prepared to quell packs of Dark Ages sav
ages, not mechanized armies in the grip of 
war. Their supplies of hovercrnfr, kille r
craft, and other weaponry are thus 
relatively limited . Despite slave 
labor on Er1rth and a few factory
sh i ps brought fro m Hc>1ne, they 
cannot hope to recoup any equip· 
ment losses they suffer. Hum;mity, 
on the other hand, has the whole 
dam n pla net at their di s pos;i l 
(mi nus Li za rd -h e ld are as, o f 
course), and is perfectly willing ro 
use every availab le resource to 

re pel the invaders. Wha t we lflc k 
in quality , we m fl ke up for in 
quantity, and our adaptabil it y 
ensures chat each new plane o r 
tank roll ing off the assembly line 
is jusr a Ii ttle bette r than the one 
hefore. Captured Liza rd technolo
gy has a llowed our scienri Hs ro 
improve ou r weaponry vas tly as 
wel l. Jet planes, airbo rne rndar and 
aromic bombs are rnpidly hecom
ing technologic;:i l re;i li ties while 
the Race's armaments remai n scat· 
ic and unchanging ... 

Their most formidable weak
ness, however, lies nor m mili rary 
resources o r rapid response capaci
ty, bur in somerhing for ;imple r. 
The ginger spice, a househo ld fla 
vor-enhancer suitable for any fa m· 
ily dinner, is horrifica lly add ictive 
to rhe R:1ce. A few grains ,m the 
tongue produces feelings of eupho
ria, invincibility and unassad:1ble 
optimism while simultaneous ly reduc ing 
focus, re;iction time and hand -eye coord i
nat ion. As with most add icrive chemicals, 
greater and greater amounts of the spice 
<1re required ro reach these fee lings, and 
coming down h its harder <md harde r every . 
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time. Addicts can often think of nothing 
save the spice they crave, which - cou
pled with their increasing physical impair
ment - makes it all but impossible to per
form ar peak effectiveness. Few ;:i re capable 
of resist ing the addiction once felt, and as 
the war progresses, it spreads further and 
furt!-i e r into the Liza rd ranks . Its final 
impact on the outcome of the conflict can 
only he speculated on, but it's clear chat 
the Race has not profited by its introduc
tion. 

The World 
Before the coming of the Lizards, histo

ry had progressed exactly the same way it 

had in the real world. World War II began 
on Sept. 1, 1939 with the German inva
sion of Poland. France had fallen in May of 
l 940 and the Bartle of Britain had taken 
place rhat fall. Pearl Harbor was attacked 
on Dec. 7, 1941, and Germany had invad-

ed Russia several months earlier. All of the 
events, historical figures, and national/ide
o logical allegiances existed and occurred 
exactly as they did in the real world. 

The Race landed in the midst of what 
Churchill called the crucial fifteen months 
of the war, as Germany pressed for a final 
defeat of Russia, Britain began to slowly 
recover from the effects of the Blitz, and 
the United States struggled to get its 
resources online. The entire world waited 
for one of these juggernauts to buckle, with 
the future of the planet riding on the out
come. 

The arrival of the Lizards changed all 
that, as nations that had once fought each 

other now turned their 
resources towards expelling 
the invaders. But the delicate 
balance of power - although 
shifting along human/nonhu
man lines - remains intact. 
With the nations of the world 
on a wartime economy, and 
desperately needed supplies no 
longer spent in fighting each 
other, the Earth's resources 
have been enough to prevent 
the planet from being overrun. 
The Lizards' advance was ini
tially unstoppable, but losses 
have slowly grown larger since 
the invasion. And while they 
continue to gain ground 
agai n st the Terrans , their 
progress has gradually ground 
to a halt. 

The Race has almost com
plete control the skies, with 
their killercraft easily knock
ing down anything the Ter
rans send up . Britain and 
Japan still have functioning 
air forces (detailed momentar
ily), but no other nation has 
been able to maintain more 
than a handful of planes. This 
dominance is offset by the 
Race's almost total ignorance 
of water-borne forces. Unused 
as they are to a planet with so 

much freestanding water, the Lizards do 
not consider such forces a threat and have 
left the world's navies all bur untouched. 
The nations of the Ea rth can thus move 
large numbers of supplies over water with
o~t suffering the devastating attacks land-
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borne convoys must endure. The Lizards 
h:we slowly caught on to this, and attacks 
on passing ships h;we begun to increase, 
bur so far no significant damage has been 
inflicted. 

As for land, the Lizards have taken and 
concrolled severa l large trncrs of the Earth's 
surface. However, for purposes of the war, 
only three p<i rticular areas are of any signif
icance: 

America 
The central United States has been the 

sire of fierce fighting between U.S. Army 
units and the fo rces of The Race. The 
Lize1 rds threa ten to carve the country in 
ha lf along the Mississippi - gradua lly 
strangling the n at ion into submission. 
Needless to say, U .S. forces have fought 
desperately to keep from ceding any further 
territory. The invaders hold large sections 
of the Midwest (Ohio, Indiana, most states 
on the lower Mississippi), and the two 
forces have seesawed back and forth across 
Illinois, with Chicago becoming a major 
point of contenti on. General Patton 
turned the Lizards back from the city in the 
winter of '42 , but since then, the a liens 
have made slow but steady progress against 
their foes. The Manhattan Project at the 
University of Chicago was evacuated when 
the R<tce drew close, <ind relocated to Den
ver. Progress towards the development of 
an American nuclear weapon proceeds 
from there. The Race dropped a tactical 
nuke on Washington D.C. in an attempt 
to cow the continent into submission, b11t 
the act failed co h<ive any effect (Roosevelt 
and the government having long since 
been evacuated) bes ides raising the s 

natives' ire. 

Europe 
Europe is a patchwork of Lizard/human 

contro l; the Race has~carved out a huge 
foothold along the Russian front, including 
Po land and large tracts of the Sov ie t 
Union. In addition, Spain, Italy and ~ol)th· 
em France are also in Lizard hands, and 
rhe southeastern pRrt of t1lc continent has 
rnken a tremendous beating from air raids. 
Germany has been forced to cede much o( 
its territory conquered CC1rly in the war, but 
continues to fight with a ferocity only Ger· 
many Is capable of. Berlin was the site of a 
nuclear attack by the Lizards ( jusL as 
Washing.t.Qn . 11_s.). Wbile hundreds of 

thousands were killed and ;i significant 
number of the Nazi Inner C ircle incinerat
ed, Hitler himself survived, and has con
tinued to push his beloved Fathe rlan d 
toward defeating the invaders. Whether 
chis is a good or bad thing has been a mar
ter of some debate among E;irth's o the r 
inhabitants, but none can den y Der 
Fahrer's effectiveness in comhat ing the 
Lizards. G ermany remains the greatest 
obstacle in the Race's quest for domina
tion. 

The Soviets, too, show no signs of giv
ing up, although their situa tion is much 
more dire. The Lizards hold much of the 
weste rn portion of the country, including 
the fertile farmland of the Ukra ine and che 
industrial areas of the Donet Basin. They 
con ti nued to make progress to wards 
Moscow throughout 1942-43. As so many 
would-be conquerors have learned howev
er, conquering the entire country just isn't 
that easy. The Soviet army fights with grim 
determination and Stalin has vowed co let 
every last man , woman and child die before 
he capitulates. No one doubts che man's 
resolve. Large groups of partisans made of 
combined German/Soviet units continue 
to harass the enemy a long the Russ ian 
front (that such previously bitter enemies 
are willing to join forces is a sign of just 
how threatening the Race's presence is) , 
and me unbelievably harsh winters h<tve 
taken their coll OC\. the reptilian invaders. 
while the Soviet Union may be the first 
mafgr power to. falffo the Lizards, they wi 11 
insure that the hated -a liens pay a heavy 
price for it. ' 

A crude German missile launched early 
in che invasion managed co destroy a 
Lizard srup somewhere in the Ukraine. The 
ship had large. number of n ucl ea r 
weapOns on board, and as a result, a large 
amount of plutonium· h as fallen into 
huin.al' h ands. The supplies were d isrrib
uce<f among the five powers, with Germany 
and Ru,sia receiv ing the lion 's sha re. 
While th e Nazis used it to further the ir 
nuclear progmm, the Soviet$ had enough 
to COnScnJct a siQgle bomb (they lacked the 
scie"ntific resources to do anything e lse). 
Scaliri, is holding it in reserve, planning co 
use itau last resort if the Lizards come too 
dose to Moscow. 

Asia 
T he Liz;mls have seized a la rge segment 

of mainland China <iway from the Japanese 
who previously he ld it, and also parts of 
Si hen.1 (where Russian resistance is as 
ten;:icious a; it is in the west). Japan has 
strnggled fiercely to regain its lost territory, 
and has hecome an ever-present nuisance 
to .rhe Race forces occupied there. The 
pressing ba ttles in Europe and America, 
however, has kept the invaders from con· 
centra t ing more fully on that nuisance. 
W ithin the occupied territory, resistance is 
mostly covert. C hiang Kai-Shek's Kuom
intang (Nationa list) forces and Mao T se· 
T ung's Communist forces fight a constant 
guerrilla war <1g<1inst che invaders, just as 
they did ag<i inst Japan. Despite the pro· 
fessed unity of the human race, both the 
Communists and KMT are loath to work 
with thei r former enemies, and all three 
forces ac t more o r less independently of 
each ocher. The Chinese peasantry, caught 
in the middle of it a ll as they have been for 
centuries, are merely content to survive 
and contribute passively when and where 
they can. 

The cwo greac powers left most unaf· 
fected by the Race are England and Japan. 
Though the targets of numerous air raids, 
the Lizards did not consider such (relative· 
ly) tiny islands strategically viab1e, and 
have concentrated their forces elsewhere. 
Thus, the two countries have strength and 
freedom that the ir all ies lack: both sti ll 
have a functioning air force, neither has 
territory held by che Liza rds, and their 
technological capacity has been steadily 
increasing as time goes on. These "insignif· 
icant" island nations are rapidly becoming 
a nuisance the Race can no longer afford to 
ignore. 

In addition to these a reas, the Race 
controls mosr of Africa and South Ameri· 
ca. Bur with the brunt of fighting occurring 
clse~vhere, their fine1 l impact on the war is 
questionable. (Mohandas Gandhi is, how· 
' . ever, said to be organizing a passive resis· 
tatlcecampaign in India; only time will tell 
what sort of effect his unique form of war· 
fare will have on die Race). 

Polttlcs 
Needless to say, Tem1n poli t ics has 

undergone a major transition s ince the 
coming of the Lizards. Dt>spite animosity 
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<1ncl at rimes outright contempt, the five 
world powers managed to set their differ
ences aside and concenrrnte on the com
mon foe. 

Th e scope tif the Lizard attack has 
helped marrcrs some. Wich the alien knife 
pressed so close co the respective throats of 
Germany, the U.S., etc., the great powers 
have ne ither the means o r the resources to 
continue fighting e<ich other. Besides this, 
however, <i ll of the major powers have 
<igreed to coopernte in cerrnin w<iys. Cap
tured a li en technology is to be shllted 
anwng the "Big Five" (and was. in face, in 
the case of che a liens' plutonium), and it is 
understood that should any counrry perma
nently throw off che yoke of the invaders, 
it will immediately come to the aid of its 
al lies. 

Ccrrnin countries, however, have been 
forced to capitulate co the Race. lrnly fell 
relarively rapidly, and a lthough Mussolini 
ma naged co esca pe co Germany, che 
remaining government has settled under 
the Li za rds' thumb. Many pnrts of the 
T hird World <i re a lso under Race contro l, 
the ir governments lacking the resources 
;md industria l capacity to effect ive ly resist. 
The most com plica ted rnng le o f a lle
giances, however, lies in Poland. The Jew
ish populat ion of chat occupied state was 
on the verge of rhe Holocaust; the Lizards' 
arrival spared them from a fate worse than 
death, and the aliens were welcomed as lib
ernrors when they first arrived. The leader 
of the Wars<1w Jews, Moishe Russie, broad
cast Liza rd-endorsed propaganda on the 
rndio, te ll ing the world of the <1trocities his 
people suffered at the hands of the Nazis. 
T he remainder of the world has had a hard 
ri me believing such claims. however, and 
the near-vic tims of the Holoc<iusc have 
quickly hecome reviled <is tra itors to the 
hum<l n race. 

As war continues, the Polish Jews have 
come co real ize that the Race is a scant 
improvement over the Nazis who c<ime 
before them. Certainly, they are no longer 
srnrving, nor are they under threat of geno
cidal ;mnihilation, but they remain slaves 
beneath the thumb of an inhuman oppres
$Or. Resisrnnce cells have sprung up, unrest 
is growing, and Moishe Russie and his fam
ily man<iged w escape to England, where 
he now speaks out against the Lizards over 
rhe BBC. 

Regardless of their intentions for our 
planet, the Lizards' invasion prevented 
once of the most horrifying crimes in 
human history. Few can believe anyone 
was capable of such genocide, and with 
Hitler's Nazis in the thick of the fray 
against the Lizards, Germany's murderous 
intentions may quickly be lost within the 
tide of history. 

lol1-1lall11 l111t1 World II 
WorldWlr 

It is not difficult to see how rife this 
environment is with role-playing possibili
ties. Players can take the role of soldiers or 
civilians caught in the wake of the Lizards 
invasion, forced to turn to their former 
enemies co try and survive in a world gone 
mad. Whether they are Panzer drivers in 
the heart of the Ukraine, Chinese partisans 
in the Asian hills, RAF pilots flying sorties 
over occupied Europe, or American troops 
fighting madly through the streets of 
Chicago. a rich and rewarding campaign of 
battling imperialistic space iguanas can 
come to life with just a few steps. 

Research, of course, is a must. The 
overview of Turtledove's books presented 
above is hopelessly inadequate, and GMs 
planning a campaign set in Worldwar 
should definitely familiarize themselves 
with the real thing (In the Balance is avail
able in paperback wherever fine literature 
is sold; Tilting the Balance shouldn't be far 
behind). A healthy dose of World War II 
history can't hurt either; many of the cen
tral players in Worldwar are actual historic 
figures, and understanding what made 
them tick can be key to running a strong 
story. 

Once the GM feels sufficiently 
immersed in the material, he or she should 
choose one of three principal areas of fight
ing as the setting for the characters to 
occupy. Each one has a slightly different 
flavor to it; depending on what the group 
wants to do with the campaign, one partic
ular location will probably serve best. 

The war in China is mostly under
ground, consisting of guerrilla raids and 
sneak attacks augmented by the more 
direct tactics of the Japanese army. Clan
destine operations are the name of the 
game here; characters will most likely con
duct hit and run raids, carry out assassina-

tions, o r participate in smuggling opern
tions. Within the urban centers, ac tive 
resistance is a little more downplayed in 
favor of more secretive activities; steamy 
intrigue, midnight meetings and mysterious 
packages delivered while dodging Lizard 
patrols are the o rder of the day. 

Ironically, Europe hasn't changed much 
from the way the actual war was fought. 
Occupied countries are hotbeds of under
ground resistance whib rhe regular armies 
battle fiercely to hold back the tide of alien 
advancement. The Russian front is one of 
the ugliest places on the planet and the 
troops who managed to survive there h<ivc 
taken the word "tenacious" to new levels. 
Meanwhile, the v<irious h e<ids of state 
struggle to coordinate the ir attacks, and 
diplomatic exchanges have become both 
more intense and far more dangerous since 
the Race landed. 

As a good shorthand rule, the style of 
play in the European Theatre should be all 
but identical to the style of your favorite 
World W ar II movie. Replace the Nazis 
with the Race and throw the Germans in 
with the good guys (yikes). and you' re 
ready to rock. (Note: check out Dave Dol
lar's article "Nazis: 1 Hate These Guys" in 
SHADIS issue 20.5 for ideas on how to run 
German characters.) 

In America, the idea of an alien inva
sion hits home the hardest. Spared the 
wide-scale destruction of WWII, we Yanks 
have a tough time imagining a foreign 
power on our soil. In Worldwar, however, 
things have changed. Now the little green 
men rea lly have landed and they're invad
ing Hometown, U.S.A. Chicago has been 
pounded flat, Jllinois is a scorched waste
land, and luxuries like hot water <ind elec
tricity are n o longer available in many 
parts of the country. The infrastructure has 
taken a beating, and it's not unusual to see 
horse-drawn carriages as the primary means 
of transportation. Characters moving cross
country will have to avoid Lizard occupiers 
or enlist the help of passing Army convoys 
to get where they are going. How Ameri
cans deal with such a lifestyle - and the 
react ions they have to their formerly secure 
homes being flattened or occupied by bug
eyed monsters from beyond the stars :
should be central to a home-front cam
paign. 
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Once the setting is established, creating 
characters shouldn' t be too difficult. Most 
players should play members of the military 
(infantry, tank crewman or pilot , most 
likely) or hold specialized government 
posts (spies, etc.). C ivilians are possible as 
well, but even they will have some sort of 
military bent as well; the war is affecting 
every man, woman and child on the plan
et. C ivilians will most likely be guerrilla 
fighters, members of a national resistance 
group, criminals, smugglers or the like. 

A healthy mix of nationalities within a 
given party is very important; Worldwar is 
about humanity joining together during its 
most divisive period, of working with your 
most hated enemies for the surviv;:il of the 
species. Characters should be a mishmash 
of former enemies and rivals, and intra
party confl ict - to a certain point -
should be encouraged. The six most obvi
ous character nationalities are those of the 
fi ve major powers - America, Germany, 
Great Britain , Russia and Japan - plus 
China, the site of one of the Race's pivotal 
footholds. Cha racters fro m Canada, 
France, Australia, Italy, and various occu
pied European nations are possible as well, 
a lthough many of those n ations have 
either been taken out of the fight or are 
too isolated to do much on a wide scale. 
Too many characters from these countries 
could wreck the game's credibility. 

Getting a mixed group of characters 
together is much easier than it may seem. 
In Europe, the limited land space h as 
thrown everyone together, and heavy Ger
man/Russian mixtures are present all across 
the Russian front. Add a British SAS com· 
mando or American advisor and you're in 
business. China has U.S. forces present on 
its soil (Black Sheep Squadron, anyone!) 
and the Russians weren't far aw;:iy either. 
German and Japanese prisoners of war were 
often interred in the United States fo r the 
duration of the war; with the coming of the 
Race, those prisoners might be set free and 
even armed in order to fight the good fight. 
No matter where your story is set, a mixed 
group of n;itionalicies could appear without 
raising much of ;in eyebrow. (Just be sure 
things are explained properly in character 
backgrounds - Cpl. Klink wouldn't show 
up in downtown Sr. Louis without some 
kind of plausible reason). 
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Another great way to get the players 
together is to have them captured by the 
Lizards and subsequently escape (see 
below). The Race took many captives dur
ing their initial raids and threw them 
together with little regard to ethnicity or 
nationality. The group could find them
selves in a camp on foreign soil, and forced 
to join together to effect an escape. Once 
gone, they will have to find their way 
across occupied territory - with help from 
natives who may not even speak their lan
guage - to eventually reach their own 
lines. If an ordeal like that doesn't bring a 
group together, nothing will. 

The central theme in Worldwar is that 

often enough to remind everyone of the 
situation (i.e ., just when the players seem 
to be getting used to things.) 

Game systems are an eclectic lot, and 
GMs should feel free to use whichever one 
they are most comfortable with for their 
campaign. GURPS is easily adaptable, of 
course, as is FUDGE. Any "reality"-based 
system can work well too; GDW's Twi
light: 2000, in particular, is excellent for 
this sort of setting. The character genera
tion system is designed for soldiers of vari
ous nationalities, and combat is played fast 
and effectively. Simply remove the more 
modem equipment (anything after 1945), 
and you're set. 
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act would bring every Lizard within 200 
miles straight down on top of them. 

If de Gaulle Could Do It. .. 
H: The characters are operatives work

ing within a Lizard-held country. While 
working on a particular assignment, they 
receive a transcript of a local garrison's 
report to the Fleetlord. 

L: The garrison is holding an important 
leader of the occupied government (exact
ly who this is is up to the GM) and is plan
ning to transfer him to a more secure loca
tion (i.e. one of the ships in orbit). If the 
characters could rescue him and get him to 
a free country, the benefits to morale and 
propaganda would be extraordinary. They 
have a window of approximately three days 
before he is moved, and there is no time to 
check in for orders. They must act quickly 
if they wish to capitalize on the situation. 

S: Needless to say, the garrison is well 
defended, and located within a veritable 
fortress (a hilltop castle, a secluded 
monastery, or whatever, depending on the 
loci:tle). Getting in and out should be an 
exceedingly difficult task. Once they 
escape, they'll have to high-tail it to the 
border with the irate forces of the Race in 
hot pursuit. Luckily, the Lizards have l'I 

hard time telling "Big Uglies" i:tpart, and it 
shouldn't be overly difficult to disguise the 
lei:1der once he is freed. This will mi:tke the 
journey considerably easier. If the GM feels 
charitable, the local resistance cell can 
lend a hand, providing a diversion, layouts 
of the garrison, or whatever. 

"Zer VIII Be No Escepes From 
Zls Cemp!" 

H: The players have all been captured 
by the Race in one incident or another. 
After an unpleasant journey to an orbital 
ship and a fun-filled interrogation/ experi
mentation session, they are returned to 
Earth and placed in a P.0.W. camp some
where in occupied territory. Once there, 
they meet each other and begin planning 
an escape (players hate being taken prison
er, and an escape attempt is only a matter 
of time). 

L: During their plans, an independent 
escape attempt is discovered by the Lizards, 

and the perpetrators are executed. The 
camp commander warns the remaining 
prisoners against future escapes. 

S: The players, being the cocky bastards 
that they are, ignore the warning. They put 
their plan into action and surprise! It 
works. Once free, they must make their 
way through occupied territory to reach a 
friendly power. Knowing that capture and 
return to the camp would mean a death 
sentence, the players should be extra moti
vated to stick together and get away clean. 

A nasty twist to this scenario is to have 
the players reach Terran-held space, only 
to learn that the local army commander 
isn't going along with the "unity of 
mankind" plan. He tries to have any of his 
fonner enemies in the party (Russians or 
British if he's German, Germans or Japan
ese if he's American, etc .) killed, and 
orders any "friendly" characters to help 
him. Will the players tum their backs on 
the comrades who helped them get this far? 
(If they do, you may want to check them 
for a pulse) . .Jn any case, it's out of the fry
ing pan and into the fire for some or all of 
the characters, and the players may end up 
on the run from the very forces they tried 
so hard to reach ... 

This HLS is a good way to open a cam
paign, and obviously can have an endless 
number of permutations. 

COICllSIOI 
Alien invasions are relatively 

untouched territory for role-playing games, 
and their cliched status may be cause for 
some concern. But with help from Harry 
Turtledove (I can't emphasize enough how 
cool his books are; read them!) and a little 
imagination, there is plenty there for 
resourceful gamers to exploit. Once the 
campaign is rolling, you'll be surprised at 
how enjoyable it can become. So check 
your weapons, tighten your belt, and keep 
watching the skies. The Lizards have 
arrived, and they're ready to put the entire 
planet under their ruling thumb. Pray that 
we can find a way to stop them .. . Q 
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Nexus Park 
Mutual 11 Oh Mv God's Wild Kingdom 

A Wiiderness setting tor Nexus: The lnftnlte CilV 

By Rob Heinsoo ©1995 

I'm bleeding from a dozen cuts by the time 
I've shimmied up to the fourth branch of the 
scale rree. So long as I don't slide back down 

the scales in the wrong direction I'll be OK, I'll 
holil on long enough to be rescued, I can go 
back to Babel and spend the rest of my life hap
pily in shades of gray cement. So long as I can 
hold onto my useless rifle to keep it from 
splashing inco the swamp and interrupting the 
two carnivorous manatoads snacking on a 
winged snake twice my size at the base of the 
rree. So long as I can keep the blood from my 
wounds from dripping inta the swamp beside 
the manatoads . So long as I can keep from 
screaming when carnivorous green slugs drop 
ontO my neck from the canopy above. So long 
as the driver of the Big Games Excursion A 1V 
rewing rewards me from way across the Ring 
can figure ow that this is a no-tech zone and 
aooid bogg{ng·himself in here with me and the 
manaroads and the slugs .,So long as the Oqui
do or the Shaman Scouts don't take this oppar
.tijni['J to purstl;{ their vepdetta with Big Game 
Excursions. 

Then the Wind picks up and sends the 
manatoads splashing for deeper waters as 
something bigger and nastier swims into the 
swampland with the Tide, and I know that this 
is "So long." 

The Park 

Tech and Magic Varies 
The phenomenon known as "The Park" 

is an exception to Nexus' tendency towards 
crowded urban realities. The Park contains 
wilderness realities with few native sencien t 
inhabitants. 

Like the Infinite City, the Park is a 
mosaic of shifting realities with varying 
types of gateways and portals between 
them. But unlike Nexus' great sprawl of 
interlocked realities, the Park is also a sepa
rate and self-contained entity. Nexans vis-
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iting the Pa rk are usually only able to 
access the portions of the Park realities that 
are in phase with the Park. The Park sel
dom allows access to the wider realities that 
its chunks are drawn from. Nexans who 
enter the Park generally have to leave the 
by Park by re-entering Nexus. 

Nexans va lue the Park as a place of 
beauty, leisure, and an alternative to their 
urban sprnwl. For Nexans who choose to 
flirt with the Park's unique reality Tides, it 
can also be a place of adventure and sudden 
death. 

The Park's Geo1ra1h1 
Like Nexus, the Park's constantly shift

ing reality chunks defy conventional map
making. But there is a consistent structure 
to the Park's layout. · 

Nexans refer to the outer ring of the 
Park as "the Ring" or "the Flats." The Ring 
tends to be composed of terrain which does 
not greatly obscure vision: plains, savanna, 
scrublands, rivers, lakes, tundra, and desert. 
The reality chunks in the Ring are usually 
between half a mile and two miles in diam
eter. 

The inner core of the Park is known as 
"the Green," "the Rough," and "the Core." 
It contains much rougher terrain that often 
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blocks line-of-sight completely: forests, jun
gles, badlands, cliffs and mountains. Reality 
chunks in the Green are usually smaller 
than in the Flats, anywhere from two hun
dred yards to a mile in diameter. 

TlllTidls 
Theorists who avoid the word "Tide" are 

forced to refer to "reality cycles during 
which the interfaced realities oscillate slow
ly between periods of high and low proba
bilities of violent death." Most Nexans use 
the nature metaphors encouraged by the 
Park. 

Sections of the Park which are at low 
T jde seldom contain overly aggressive 
wildlife or unusually dangerous natural phe
nomena. Of course wilderness areas are not 
created for human convenience, and many 
Nexans perish at Low Tide trying to get a 
better view of a waterfall or feeding the ani
mals. As the Tide rises, Nature increases its 
ante. Truly dangerous wildlife abounds, or 
otherwise safe realities experience cata
strophic natural phenomena such as stonns, 
fires, tornadoes and earthquakes. 

The Tides sweep around the Park in no 
readily discernible pattern. Different areas 
of the Park usually have different Tide lev
els. While one part of the Park is waning 
towards low Tide, other areas could have 
rising Tides. Since the Park is as non-linear 
as Nexus, 'map-readers' who try to apply a 
consistent structure to the movement of 
the Tides according to their concept of the 
Park's layout are in much worse shape than 
those who navigate experientially. 

The changing of the Tide can be envi
sioned as a subtle cycling of reality levels. 
The scenery won't necessarily change as 
the Tide increases, but placid realities are 
quietly replaced by more dangerous reali
ties. Those who linger too long as the Tide 
comes in may find themselves shifted into 
an entirely different (and more lethal.reali
ty), or the shift may occur on a subtle level 
that they won't notice until the new reali
ty's predators find their scent. 

Tides usually rise and decrease slowly, 
though occasional rip Tides catch people 
unaware. The tenn 'High Tide' is generally 
reserved for a Park-wide condition of 
extreme danger which occurs once or twice 
a week. At High Tide, most of the Park is 
too dangerous for even the strongest and 
meanest Nexans to surf. 

Experienced Park visitors say that the 
Tides change "from the bottom up." Higher 
ground is affected last as the Tides creep up 
hills and mountainsides long after covering 
the lowlands. Nexans trapped in the Park 
have saved themselves by summiting peaks 
the Tides didn' t reach. (Note that flyers 
and aerialists don't benefit from this excep
tion to the usual flow of the Tides: if a real
ity in the Park is under High Tide, flying 
over it won't protect you from any indige-
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nous aerial species or natural phenomena 
such as gale force winds.) 

At low Tide, indigenous animals and 
natural phenomena native to the Park's 
realities seldom cross over reality bound
aries into realities which arc extremely 
unlike their own. The hundreds or thou
sands of realities within the Park maintain 
their own ecological balance. As the Tide 
rises, the Park's realities begin to intermix, 
and Park visitors can no longer count on 
internal consistency within the realities. 

Thl.Wlnll 
In general, the Park doesn't have co be 

dangerous unless visitors want it to be dan
gerous. For people who don't want to be 
caught in the surf, there is almost always 
room to run before the Tides. On the ocher 
hand, thrillseekers can find thrills, would
be suicides easily find death, and those who 
cluelessly tempt fate will get a clue. 

The best way to sense the movement of 
the Tides within the Park is to listen to the 
Wind. Like the sound of the ocean along a 
coastline , the sound of Wind passing 
through leaves or grass permeates the entire 
Park. Even in realities which lack wind or 
leaves for the wind to blow in, the sound of 
the Park's Wind is there for those who 
relax and listen for it. 

Nexans with some experience in the 
Park (or natural talent) can hear the Wind 
rising and retreating with the Tides. The 
sound of the Wind blows from the direction 
the Tide is coming from. Nexans who 
aren't tuned well to the Park may hear the 
Wind growing without being able to tell 
which direction it's coming from. Park
savvy Nexans cock their heads or sensory 
limbs for a moment, say "Oh no, follow 
me!" and run in the direction opposite the 
growl of a rising Tide Wind. 

Some surf-rangers swear that the winds 
blowing in the Park tend co follow the 
Wind of the Tides, but tadpoles attempting 
to follow that advice are probably headed 
for more surf than they can handle. 

The higher the Tide, the easier it is to 
' hear' the Wind and properly recognize 
which direction it is coming from. The 
Check to tune in to the Wind is made 
usjng the Charisma statistic, reflecting the 
Park's sensitivity to visitors' self-concepts. 
At the GM's option, nature-oriented PCs 
may receive a bonus on such Mnd:Cha 
Checks. Failure to properly hear the Wind 

can have several effects. In some cases the 
GM should inform the characters that they 
can't hear the Wind properly; in other 
cases the characters misjudge the Wind and 
receive incorrect information. 

At Low Tide, determining the direction 
of the Wind requires a Check with a Diffi
culty of 10 or even higher. Rising Tides 
require a success against a Difficulty of 7, 
moderate Tides are Difficulty 5. "Surf's 
Up," which is usually as high as the Tides 
get, are Difficulty 0. Failures mean that the 
character mistakes the direction which the 
Tide is coming from or mistakes the level of 
the Tide. In the event of a full High Tide, 
no one will mistake the direction of the 
Wind. 

If PCs are caught in the Park at High 
Tide, the GM is not obliged to overwhelm 
them with lethal natural phenomena or 
hostile wildlife. It's just as likely that the 
PCs stumble out of the Park into a Nexan 
reality they would otherwise never have 
wished to enter ... . 

Hl1llP11t 
. High Park is a very stable band of reali

ties linking the greater Park to Nexus. As 
the name implies, all the High Park reali
ties are on mountainsides . This keeps them 
out of the way of most of the Park's Tides. 

All the major establishments which do 
business within the Park are located in the 
High Park; even Big Game Excursions 
Unlimited is located on a high-plateau real
ity near the Moumview Zoo. 

High Park realities only empty out at 
the true High Tides, which generally occur 
only once or twice a week for a period of a 
couple of hours. This can be inconvenient 
for those who have scheduled their big date 
at Terrace Gardens for the evening which 
turns into full High Tide, but death is a 
greater inconvenience. The High Park 
establishments are used to managing the 
necessary transportation with a minimum 
of fuss and discomfort. 

Elllrlll 1111 Pl" 
The Park has only one permanent 

entrance, from Nexus into Mountview Zoo 
in the High Park. This gate is usually the 
only way to take vehicles into the Park, the 
other gates seldom allow vehicles through. 

The Zoo Gate is always present but 
often changes its shape and size. It usually 
looks like a gate, seldom glowing blue or 
performing other special-effects tricks typi
cal of less-subtle portals. Sometimes the 
Zoo Gate is even labeled as the entrance to 
the Mountview Zoo and the Park. One day 
The Zoo Gate could be a modernist arch, 
the next a small cobblestone boulevard 
between monoliths carved with gargoyles. 
Sometimes it's a ramp between concrete 
strewn with graffiti such as "Welcome to 
Mutual of Oh My God's Wild Kingdom!" 

Shifting portals known as L-gates, short 
for "Elemental Gates" provide access to the 
Park from the rest of Nexus. There are two 
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types of L-gate: Wind Gates and Sun Gates. 
Shamans and metaphysicians often claim 
that there should also be Water Gates, 
Eanh Gates, and Fire Gates, but so far the 
Par~ has not cooperated with its theorists. 

In light of the great number of Nexans 
who wander into the Park with no idea of 
how they got there, there must be other 
types of gates and ponals whose effects are 
more subtle. 

WllllllllS 
Wind Gates are the most common type 

of L-Gate. Many Nexans can find Wind 
Gates in the city by listening for the sound 
of the Park's Wind. The hubs nearly always 
contain at least one Wind Gate and often 
contain four or five. Smaller realities and 
realities out on the spirals go for weeks 
without containing a Wind Gate. If a Wind 
Gate exists within a reality at the time of 
the search , the Difficulty of finding a Wind 
Gate in a reality chunk varies on the reali· 
ty's attunement to the Park. Some sample 
Park attunement ratings are listed below. 

Wind Gates are usually about six feet in 
diameter and twenty feet high , made of 
swirling winds. They resemble miniature 
whirlwinds, drifting slowly back and fonh 
within ten feet of their center point. Nex· 
ans who step through a Wind Gate disap· 
pear from Nexus, experience a momentary 
sensation of flight and then take one mid
air step down into a random reality within 
the Park. Nexans who are not accustomed 
to Wind Gates invariably fall flat on their 
face instead of moving as if they are step· 
ping off a staircase. 

Entering the Park through a Wind Gate 
is not quite as random as it sounds. Before 
stepping through, Nexans 'listen' to Wind 
Gates to sense how strong the Tides are 
within their target destinations. Use the 
mechanics for sensing the Tide explained 
above. 

The speed with which beings pass 
through a Wind Gate influences their des
tination within the Park. A careful step will 
take a person into a reality on the outskins 
of the Park. A firm step will take them 
deeper. A wild jump or a run will almost 
certainly take a Nexan deep into the Rough 
at the center of the Park. A character who 
senses that a Wind Gate is blowing with a 
strong Tide who jumps into the Gate any· 
way should be prepared to splash down into 
heavy 'surf.' 

Wind Gates are tuned to lifeforms, not 
to objects. Vehicles are almost always 
unable to enter the Park through Wind 
Gates; they remain in Nexus while the 
vehicle's occupants land within the Park. 

The only way to ensur~ 'landing' togeth· 
er with someone in the Park is to step 
through the gate touching them . Large 
groups who hold hands to enter the Park 
are known as "daisy-chains," with the per· 
son in the lead known as the "daisy-chain 
puller." 

If Wind-gaters do not hold hands (or 
ride piggyback!), there is always a chance 
that the gate will drop them into a different 
section of the Park. Criminals and other 
fugitives who wish to escape pursuers can 
not rely on this chance, since there is also a 
high likelihood that successive users of a 
Wind Gate will land in the same general 
area of the Park. Since Wind Gates never 
set people down in the same exact place, 
there's no telling which direction pursuers 
will gate in from, or how far away they will 
be when they arrive. 

Wind Gates seldom do any property 
damage. Objects thrown into Wind Gates 
without being attached to a sentient being 
are likely to pass unharmed through the 
Gate and remain in Nexus. 

Wind Gates often spring up in the early 
morning hours. They last anywhere from 
two hours to two days. 

11111111 
Also known as Sun Rocks and Nudie 

Rocks, Sun Gates are a much less common 

form of entry into the Park. Many Nexans 
think of them as more of a joke than as a 
travel option. Nexan's resistance to the Sun 
Gates stems from two major problems: Sun 
Gates are slow; and you have to strip naked 
to use them. 

Sun Gates are circular red stones, usual
ly about six feet tall and around 30 feet in 
diameter. Their flat tops are perfect for sun
bathing; the rock gets warm but not hot in 
sunlight. 

Sun Gates generally manifest in fields or 
on rooftops for anywhere from a day to 
three days. Sun Gates can be moved with 
heavy machinery or powerful lifting magics. 
But on the few occasions when Sun Gates 
have been moved into Proust research labs 
or Something Street art shows, the Rocks 
have always stopped functioning as gates to 
the Park. 

Sun Gates transport people into the 
Park, but only naked people. Sun Gate 
users have to disrobe, lie back and bask. It's 
OK to keep your clothes and weapons next 
to you on the rock; if they're not extremely 
bulky they'll be transponed with you. 

Sun Gates won't function unless the 
users are truly ~omfonable. Everyone bask· 
ing on a Sun Rock travels into the Park 
together, disappearing from Nexus at the 
same moment and arriving comfonably on 
normal rocks somewhere in the Park. Peo· 



pie who fidget and wait for the Sun Gate to 
work usually aren't going anywhere. To 
make the transition work, people need to 
forget about their destination, relax and 
enjoy the sun - and when they sit up and 
look at their surroundings again they will 
be in the Park. 

Obviously there are huge drawbacks to 
using Sun Gates. They're slow and you're 
vulnerable. But Sun Gates always lead to 
low Tide areas where it's safe to bask for a 
long time in your new surroundings, at least 
so far as dangers indigenous to the Park are 
concerned. Even Nexan trouble-makers sel
dom seek to disturb Sun Rockers once 
they're in the Park, since the normally dis· 
interested Oquido have been known to 
take a special dislike to Sun Rock lurkers. 

Dedicated Sun Rockers swe<tr th<tt all 
the most beautiful Park realities can only be 
reached by Sun Gate. 111ey could be right. 
A small but dedicated community of Nex· 
ans· keep each oth er informed of new 
11ppearances of Sun Rocks. 

The R11inbow Collective in Angel City 
9ften org<tnizes Sun Rock expeditions. 
Sometimes they're even joined by Angel 
City g11ng members, though a few of the 
Rainbow People choose to leave immedi
ately, un11ble to relax around real weapons. 

As you might expect, Sun Gares only 
work in the d11ytime. Moonlit users may get 
appreciative comments, but they're not 
going anywhere. 

-· 1111 ... , 
There are no L-gates within the Park. 

Exit from the Park is by the Zoo G<ite or 
w11lking over the onc-w<iy borde r in to 
Nexus. To get out across the border, Nex-
11ns simply walk away from the Green and 
cross the Flats until they exit into a stan
dard Nexus reality. This isn't a lw;iys simple. 
Pred11tors and naturnl phenomena indige
nous to the reality chunks hecome increas
ingly dangerous with the rising Tide. Since 
the Tide sometimes rises from rhc periphery 
of the P11rk towards the cemer, walking out 
is not alw.:iys ll straight-line joumey. 

To navigate back into Nexus from the 
Park, PCs need to pick a target reality and 
walk away from the center of the Park. 
Some realities are harder to find from the 
Park than others; for instance, Nexans 
whose final destination is Babel often aim 
to exit the Park into Chimern City and 
then pick their way 11cross town to Babel. 

GMs may choose to roleplay trips out of 
the Park reality chunk by reality chunk, or 
use the Nexus Navigation mechanics to 
simulate the journey. Nexus navigation 
skill helps people find their way out of the 
Park back into Nexus. Unless the Tides are 
di rectly in the way forcing them to change 
course, PCs make a standard Nexus naviga
tion roll against a Difficulty corresponding 
to the Park Attunement Raring of the reali· 
ty they wish to exit into. Finding the Zoo 
Gate is usually Difficulty 5 from the Ring 
and Difficulty IO from the Core. Standard 
Nexus navigation time requirements apply, 
so if the Tide is rising quickly the GM will 
want to keep track of the PCs' progress. 

Storvld11s 
Sun Rockers from :Veri te report that 

they've seen Surh '3.3tes inside the Park. 
Two Seche Rouge:! friends lay down on the 
Rock and disap~~a.~ed ' forever. Later the 
PCs chase an enerw;, :n;? the P~rk throu~h 
a Wind Gate on1YI to see their foe smp 

:I J .. 
naked, climb on~~ what looks like a Sun 
Rock, and disappear ... 

A Nexan middle-man hires the PCs to 

get a message to his sister to tell her that 

their mother has died and she is welcome 

to come back to Babel for the distribution 

of the estate. The middle-man can't deliver 

the message himself because his sister runs 

with the Shaman Scouts, spending most of 

her time in the Park. Can the PCs track 

down the missing sister? Will she welcome 

their message? Or is the supposedly grieving 

merchant sending the PCs on a wild goose 

chase to go through the motions of trying 

to contact his sister? 

The Mechanists need data on the Park 

for a Virtual Reality experiment, and for 

some reason they don't want to send their 

own machine-people into the Park with the 

reality recording instruments. Will the PCs 

play eye-wire for the Mecha:lists? What are 

the Mechanises really up to? And why are 

they afraid to enter the Park themselves? 0 

~4t ~tapons ~mporium 
/\nrimt, ~tbiebal, & ~tnainantt ~tapans & ~aur 

J.@. ~ax 992, ~tnisnn, mE 75021 

~word broke on that last adventlll'e'? 
Almost the main dish for the ork patrol's 

evening meal? . . . Tsk, t.sk !!! 

Whether you oe.ed a cheap practice 
blade to st.re~theo your sword 

arm or a massive double-handed 
broadsword you should go to 
~~t ~tapans ~mparium. 

Tc hllve yore sword/" 

Send $2. 00 for a catalog subscription. 
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When a player-character (PC) has 
the good fortune to reach the 
heighrs of success, chis usually 

means rhey become rich and famous, in 
addition to usual accumulation of experi
ence, skills, and equipment. No more scrap
ing along for rent, gear, and transportation, 
right? Won't have co put up with rich snobs 
and snotty servants, correct? Well, maybe, 
hue while this may seem like the solution to 
all of the PC's problems, it doesn't so much 
get rid of these difficulties as replace them 
with a new set of more complex challenges. 
A GameMaster (GM) must not only decide 
how well the PC can settle the old troubles 
(which may be harder than you'd think) 
but also whar new ones will appear. The 
irony is that the new problems are directly 
related co the PC's success. Life just gets 
more complicated. 

The typical opponents faced by charac
ters are usually straight forward types such 
as the evil Dr. Fang, the horde of the Dark 
Lord, Captain Swastika, the purple goo 
from Dimension Q, the ghost of Halloween 
Past, space pirates from Qwozunk, Kid Fast
draw, Stiletto Sam, Imperial battle robots, 
and so on. These are easy for the GM to 
handle, but consider that the PC's new
found notoriety will mean more sophisticat
ed encounters with non-player characters 
(NPC's) that cause different kinds of trou
hle. 

These NPCs are not enemies in the tra
ditiontll sense but people or orgtlnizations 
who want to get something from the VIP 
PC. They're not swinging swords or spray
ing bullets. Some li re well-meaning, others 
aren't, but they all hllve to be dealt with 
one way or another, or the problem will 
snowball. The cable below gives ideas on 
what kinds of encounters can be expected. 
They are given in a generic format, which 
can be applied co roleplaying games set in 
many different eras. 

hlll 
When a PC becomes famous, the GM 

should arrange an ego boost in the form of 
having NPCs recognize and compliment 
her. Of course, there are drawbacks to chis. 
One may be followed by curious people, 
making it difficult to carry our covert mis
sions (see#l2 and #IS below). 

A PC who's ohen been ignored or rude
ly treated under various social circum
stances will suddenly find strangers fawning 
on her when she becomes famous. This may 
seem like fun, until she realizes chat this 

friendliness is merely a facade, and these 
people don't see her as an individual, just a 
celebrity co be exploited (see ,..4, ,..7, and 
#27). 

Many people will make demands on her 
time just because she's renowned. They 
want something, either for a good cause (#8 
and #29) or to satisfy their own ambitions 
(#28). 

The PC will also become a target for 
anyone with a gripe (#5, #I), and #26). 

Some just like to complain (#22). Oth
ers who want to advance their own agenda 
will attempt to embroil the PC in various 
machinations (#19 and #2.3). Simply being 
famous can create enemies (#14 and #18). 

Finally, becoming well-known will also 
bring around all sorts of people one normal-
1 y would nor encounter, such as those 
found in #2, #6, and #24. 

FGl'lllll 
Money makes m«l world go round? Per

haps, but it can md:te a PC's head spin, coo. 
What can a PC do if they've got a lot of it 
but don't spend it right away? 

In pre-modem times there were no such 
things as dependable fmancial institutions. 
Oh yes, there were banks and places to 
deposit money, but they were anything but 
guaranteed, and subject to the vagaries of 
war, disasters, politics and the market. Fail
ures were not all that uncommon; interest 
was low or nonexistent. A PC might keep 
her money at home, but unless she wants to 
give up adventuring to guard it round the 
clock, thieves will eventually get wind of 
the stash and try steal it (see#)}. If she has 
followers, guards, and a vault to do the job, 
how dependable are they really? With all 
that money around, there's usually someone 
who could be tempted. "Inside" jobs are 
more common than you'd think. 

Modem banks are more reliable, but still 
have their problems. Moving lots of money 
around or withdrawing large amounts of 
cash attracts government interest. It might 
even be illegal. In any event, just letting 
money sit in an account tends to increase 
one's taxes because of the interest. It must 
be invested, so the PC needs the advice of 
professionals (#16). 

Anyone who makes a lot of money 
tends to attract the attention of the govern
ment (#17), in addition to less desirable 
persons (#l l ). Naturally, anyone who 

wants money will show up as well (#9 and 
#21). 

One thing that most wealthy characters 
will acquire is propeny. This brings with it 
a number of headaches, such as who will 
take care of it, how good a job will they do, 
and how much will this cost. Just because 
the PC is fond of her valuable stuff doesn't 
mean other people won't lose or abuse it. 

mra•en 
A famous and powerful PC may buy into 

the notion that she's above the law and 
most everyone else, especially when this is 
suggested by members of the new class of 
people she meets: devious and double-deal
ing NPCs who have their own inflated 
egos. This may lead to a condescending and 
manipulative attitude towards low-level 
and minor NPCs. If she treats the "little 
people" like dirt, than she'll find her fame 
will be more like infamy (does the Queen 
of Mean ring a bell?), and they'll get their 
revenge (see #25 alternate). Persistent 
busybodies, annoying accountants, suspi· 
cious servants, and underhanded underlings 
can topple even the mighty. 

The table's encounters are designed 
around PCs who are basically "good" peo· 
pie, or at least try co be. For borderline or 
underworld characters, the encounters 
should be modified as needed. For example, 
a vampire PC's family might tum out to be 
a pack of annoying ghosts who turn up 
every time she tries to put the bite on 
someone, ruining the occasion. Crime 
gangs, hitmen, informers, evil corporate 
types, and rival crooks can substitute for 
religious, social, government, and business 
organizations. Their methods will be more 
direct than filing a lawsuit, obviously. 

I. All in the Family: Unless the PC is 
an orphan, she will have parents, siblings, 
aunts, uncles and cousins whom she's close 
to. Once she becomes famous, the relations 
will hit her up for presents, cash, favor$, 
jobs, trust funds, an education for junior, 
and soon. 

2. Long Lost Kin: Almost everyone has 
distant relatives they rarely hear from. It 
only takes a little notoriety to bring these 
people out of the woodwork with their 
hands outstretched. Unlike close family 
members, these freeloaders have little loyal
ty to the PC, and are a complete burden. 
Alternatively, there are the Bogus Rela· 
tives: people claiming to be relations show 
up, and proceed to fleece the PC for all 
they can. 
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3. Careful Crooks: Professional crimi

nals will target those who've got the bucks. 
Considering the PC's reputation, they will 
make certain to strike when she's not 
around. Not only cash but valuable equip
ment will be stolen. They are world-class 
burglars. 

4. Fair-Weather Friends: These back
slapping buddies are always around to con
gratulate the PC on her successes and then 
ask for favors. They make many big promis
es in return but never seem to come 
through on their end. When she needs help 
they evaporate into thin air. This category 
includes two-faced superiors and other hyp
ocritica l acquaintances who try to take 
credit for her successes, but blame her for 
their failures. 

5. False Follower: A current henchman · 
or prospective one who asks to serve the 
PC. He actually is a traitor, and will dou
ble-cross her at the most opportune time. 
He is jealous of the PC's success or has 
some other gripe. Less malevolent hirelings 
will merely botch their assignments, back
stab bureaucratically, or pass along informa
tion and rumors to the PC's rivals. 

6. Pernicious Panderers: Whatever 
weaknesses the PC has, the Panderers will 
show up to cater to it. Alcohol, drugs, com
panionship, equipment, magic, illegal 

· weapons, collections of valuable art or 
antiques, gourmet food , information, etc. 
Once they sink their hooks in, they will try 
to influence the PC for their own purposes. 

7. Grasping Golddiggers: They're after 
the PC's wealth, by establishing a intimate 
personal re lationship. These bimbos and 
gigolos will profess undying whatever, but 
they won't stick around when the bullets fly 
or money dries up. 

8. Charity Solicitors: Every philan
thropic organization around town will ask 
the PC for money, endorsements, personal 
appearances, involvement, etc . Big time 
guilt is the message; "you're well off, but 
there's thousands who need your help". 
They're not above telling the PC some 
dying kid lost their dog, or any story it takes 
to get a response. 

9. Agents, Public Relations Reps, 
Managers, Promoters, Lobbyists: If the PC 
doesn't have someone to represent her, 
then these people will constantly pester her 
fo r the job. Their usefulness lies in han
dling and diverting many of the annoying 
situations that come with notoriety, like 
those listed in this table. However, they 

will want a cut of the take, and may misrep
resent the PC to the public, in addition to 
interfering in her personal life. Some are 
not honest in their dealings. 

10. Professional Advisors: Wealthy 
PCs will need assistance with handing their 
money, legal, and business affairs. Lawyers, 
accountants, bankers, investment brokers, 
consultants, and personal secretaries may 
all be employed to this end. This is more of 
a necessity than a problem, but the larger 
and more complex the situation, the more 
time that will be needed by the PC to keep 
on top of it. Of course, if she puts every
thing in the hands of her employees, it's 
possible that they'll be manage her affairs in 
ways she would not approve of. A few may 
squander the ~·,s f"'~r~s, or utilize them 
in illegal ways, "iVMlsril?Afters may simply 
take them. 11 , ·J!rl. 

11. Conniving ~*U_1Wftists: High class, 
sophisticated swindl~~HW to defraud the 
PC. The best con ~tjW m,not sleazy types 

. uud bns . 

but seemingly respectable ones, for 
instance, merchants or businessmen of 
spotless reputation (until now, that is). 

12. Irritating Hero Worship: Kids, old 
ladies, screaming teenagers, nosy loafers, 
groupies, wannabes, autograph hounds, and, 
souvenir hunters intrude on the PC's life. If 
the PC becomes terribly famous, they cari 
become such a nuisance that she can't go 
out in public without a phalanx of body
guards. 

13. Religious Fanatics: Something 
about the PC's lifestyle upsets the beliefs of 
a church or temple. They preach .~¢ainst 
her, write against her, rally against her,· and 
maybe pray against her. The attitude is 
inalterable. · 

14. Sicko Psycho: A obsessed pers0n 
stalks the PC, taking pictures, recording her 
conversations, breaking into _her ho1:1se, 
stealing mementos and the like. They may 
even claim to be a spouse or relative .. A few 
go over the edge and become violent and 
dangerous. 

15. Malignant Muckrakers: Obnoxious 
journalists or blackmailers invade the·PC's 

privacy, dog he~ 
tracks, research 
her past, ·harass 
her family. at\d , 
relatives,' all in 

~ order to uncov
,, er some dirt 

about her past 
(and make 

Qf 

16. Deal· 
makers, Power• 
brokers, and 
Middlemen: 
These are the 
guys who pull 

the strings 
behind the 

·scenes. 
T h e y 
always try 
to weasel 
in on any 

deal ' the 
PC tries to 
make, claiming 
they know the 

: ropes, have 
exclusive con

~iJiiQil tacts, can get a 
'I special under

standing, etc. They're probably right, but 
they also work to make themselves indis
pensable to any action the PC might con
template. They are the voices of compro
mise, nay-saying, and hesitation, both hin-
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dering and helping her. This category also 
includes interfering superiors in any organi· 
zarion or ll rell rhe PC belongs to or lives in. 

l 7. The Government: The PC is sub· 
ject of a probe by investigators, tax audi· 
tors, legislative committees, blue ribbon 
commissions, police agencies, bureaucrats, 
regulators, etc. It doesn't maner if she has 
done anything wrong or not; the process is 
long and aggravating. 

18. Jealous Rivals: There is someone 
who can 't stand to see the PC succeed. 
They' ll do anything to try ro bring her 
down: pass along rumo rs and innuendo, 
blackball her, hire sleazy private investiga· 
tors to track her, forge incriminating docu· 
ments, plant fake evidence, pay off people 
ro make false accusations, try to subvert 
friends and followers, ere. · 

19. Do-gooders and Crusaders: Social 
groups that w.int to inflict their notions of 
propriety on the PC. They maintain that 
she is a public role model, and must act 
accordingly. They may be staunch support· 
ers, bur one step our of line can rum them 
into bitter enemies. 

20. The Anti-Everything People: No 
matter the PC docs, the anti-everything 
people are against it. Are her superpowers 
depleting the ozone layer! Is she disrupting 
the ecosystem by killing off all the dragons! 
What about errant blaster boles or unsafe 
cyber implants! These meddlers will stir up 
opinion against the PC, maybe picket her 
house, or even file legal action. They are 
dogmatic and unwilling ro compromise. 

21. Deep-pocket Delvers: S ince the 
PC's rich, rhere's bound to be someone who 
will file spurious leg:tl actions in hopes of 
getting a financial settlement. Note that 
they will go after anything associated with 
the PC: businesses, relatives, friends, prop· 
erty, her insurance company, her pets, and 
so on. They like to claim they are the right· 
fut owners/originators of something the PC 
has or does. For example, any treasure the 
PC finds could be claimed by its creator, 
anyone whose hands it's passed through, 
plus all their heirs. The government may 
try to muscle in under salvage, treasure 
trove, ;rnd cultural artifact laws. Other 
rimes they may set a trap, and sucker the 
PC into a compromising situation. The 
legal costs of defending against these claims 
will mount up, regardless of the PC's inno
cence. 

22. Contentious Critics: Professional 
fault.finders, editori<llists, and commenta· 

tors who hold all of the PC's activities up to 
the light of public scrutiny. In excruciating 
detail, they love to second guess the hero· 
ine and cast doubt on her motives and 
compensation. They don't always tell the 
truth, either, through honest mistakes or 
malice. You can be sure that any retractions 
will be found buried on page 86, by the 
"lost cat" notices. 

23. Outspoken Organizations: The 
PC's home town/planet, race, species, 
nation, clan/tribe, guild, club, or some 
other business, government or social group 
want her to serve a spokesperson, consul· 
rant, investor, director, negotiator, adver· 
rising representative, goodwill ambassador, 
board/committee member, or in some other 
capacity. There are'llb!1oraria and commis· 
sions, but the deh\'3rilis1bn the PC's time 
will be considerable, and the PC will be 
held responsible fqwin,actions of the group, 
whether she appr9.yApf them or not. 

24. Unwant'tld 'Advisors: So-ca lled 
"experts", gurus and busybodies, who vex 
the PC with wo~estions and lame 
offers. Many are i i~ishable from pro· 
fessional adviso They mean well, and 
there might be something in what a few 
have to say, but the vast majority are full of 
hot air and useless proposals. They desper· 
ately want to be seen with the PC to 
enhance their own reputations. They are a 
major waste of time. 

25. Whining Victims: Astounding as it 
may seem, the PC's enemies (defeated or 
otherwise) may try to play on public opin· 
ion, influence officials against them, and 
even sue for injury and damages. Also, 
innocent bystanders will take legal actions 
for any damage, real or imagined. When 
the enemies are too loathsome to gain any 
sympathy, they'll find someone to front for 
them. Alternatively, there is the Piqued 
Public: regular people (the commoners, Joe 
Sixpack, and Ethel down at the beauty par· 
tor) find some reason to loathe the PC. 
They cheer her misfortunes, jeer her in 
public, aid her enemies, and occasionally 
throw rotten produce. 

26. The Ex-: A past acquaintance of 
the PC (ex-spouse, ex-lover, ex-follower, 
ex-business partner, ex-friend, ex-cowork· 
er) who harbors resentment will take public 
action to get a piece of the action, through 
the courts or the media. There are probably 
pushy relatives and lawyers behind the Ex·, 
prodding them on. 

27. Permanent Partiers: Everybody just 
wants to have fun! Raucous revelers urge 

the PC to join in their ongoing festivities. 
And they throw such splendid and outra· 
geous parties! Although they may ask for 
favors from time to time, what they really 
want is to immerse her in their dissolute 
lifestyle. Eventually she may see them for 
what they really are: a gang of boozers, 
dilettantes, ne'er-do-wells and losers whose 
only skill is wasting time and money. As an 
alternative, there are the Borrowers: those 

1 
who always ask for loans and stuff but never 
seem to get around to paying them back or 
returning the items (they're too proud for 
handouts). Of course, they are indebted to 
the PC and do support her, as long as she 
doesn't get too pushy about making them 
repay. After all, she's rich, so she can afford 
it, right / 

28. The Egotist: Someone with a com· 
pulsion to outdo the PC. They may actually 
challenge her, but only as a last resort. 
They prefer to contrive plots to embarrass, 
humiliate, and hinder the PC in public, 
destroying her reputation, and gratifying 
their own conceits. This may also include 
publicity seekers and coanailing business· 
men who want to "piggy-back" on the PC's 
fame by associating themselves with her, 
but without her approval or knowledge. 

29. Cry for Aid: Unlike the usual mis· 
sion of saving the city/country/world/ 
galaxy, this is a person with a minor prob
lem who approaches the PC for help (like 
the housewife who's convinced that only 
Megaman can fix her leaky drains). For 
each person who's he lped, two more 
appear, asking for similar assistance. Any· 
one who's turned down will tell everyone 
they know that the PC is a fake and 
ingrate. 

30. The Devil: In a fantasy campaign, 
this can be an actual demonic entity; other· 
wise it's a ultrapowerful and ultrarich per· 
son. In either case the PC has attracted the 
attention of a "devil" who wants to make 
her a deal. The devil has capabilities reach· 
ing into the range of wishes, and can supply 
virtually anything the PC could possibly 
want. The temptation could be hard to 
resist, but the devil wants to use the PC for 
his own ends and any bargain will have 
h idden strings attached. Normally, the 
devil's objective will not be the acquisition 
of a physical object by the PC (unless it's a 
powerful artifact) but luring the character 
into some action that will eventually bring 
misfortune, although it might not seem so 
at the time the offer's made. 0 
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_Ambush .R 
_ Called Shot Head .R 
_Cartful Alm U 
_Cont c 
_Critical Hi.__ _____ _lt 

_ Crossfire U 
_Crouch U 
__Decoy .R 
_Dnper•te Evasion U 
_ins.rm u 
_Dodge .c _Druv _________ ,R 

_fan Out .C _Fallgued ________ , ____ u 
_Feint ·- ---- -·····---------·---·C 
_frenzy ____ _ ·-- --- ----.. ---·-·R _Full Auto .. _ .,_ .. _________ , ____ , __ ,, __ , .. u 
_Iron Will.·- ···------..... - .... - .............. - .... R 
_Jam ................. - ---···--.. ·--···- .. -· ..... R 
_Just A Flesh Wound·- ·----········-.. ·-··-·R 
_Kamak&Zl----- ···--- .. ·····---.. --··--·R _Mighty Blow _____________ u 
__ Off Balance--------------U 
----Parry_______ .C 
----Partilll Concr•lment _____ u 
__l'oint Blan ___ u 
---.Short Burst U 
---.Snapshot C 
---.SurprlK .( 
_Trick Shot U ........... 
_Arash. u 
_Ar~I U 
_Artemis Raila C 
__Big Lou u 
__Black Widow c 
__Bloody Pool R 
__Blue Razor U 
_Botch UR 
_Cole Crttg U 
__ Cosmolakis UR 
_Cyrton Zalli----,,,---C 
_Dakarious---------··-·R _Dr. Mayhem ________________ u 
_Eridam _ _____________ u 

_Execulioncr ------·---·--------·--R 
__ Fansar Essar ...... --........ - -·--·---·-----U 
__ Granny ....... : ... --------·-··-··-.. ·----·--··C 
__ Grendel --------··- .. ··--........ _ ............ UR 
__ Gronk- ---·-·----·- ---·--·-····-.. ----U 
_Hunter BaM------- ·-·-·-·--·-·--.·-··-C 
__ Jaquassarlous (Face Shotl-------··-R 
__ Jaquassarious (Pilot)------R 
__ Jarred M•khouK--------U 
__Karno----------------·---U 
__ Kasaandre____ •• , .• _c 
_Kia u 
___ Madd Mike _......R 
_Malik Kazat UR 
_Odak _R 
_i>helinssarious C 
_l'rof. Huba U 
_Quar~ss C 
__Raaleru R 
_Rush Axnor R 
---.Sa brine C 
---.Sarge Dowe c 
__ Telnik Oxw C 
__ The Dossman __ c 
__ The Bulcher U 
_T~k----------U 

Banlelords 
_T~k--------R __ Ugram _ ______ __ u1 

~ian Peacemaker U 

h h •• 
_Arnperon _ ____ __ .J( 

_Amplified Rellexes R 
_Auto Doc U 
__Balshrom Banshee Laser Rifle_.R 
__BC-Blister dwnaun U 
__Browning .50 Machine GUll-C 
__Bunker U 
_ _ Chainsaw C 
__ Cobra XM2 Omega CalUIOn ___ .R 
__j)ermal Armor U 
__Destroig War Chmls- --- -" 
_DFMS-40J ___ . U 
_EMP Grenlde U 
___Energy M•CC--- C 
____Exoskeltton .•• ---- ----·----·C _frag Grenade. _____________ .R 
__ Ge!lfralion Armor U 
_HUD-A Scan UnJt_ _ _ ___ ..R 
__JnOltratlon Armor _____ _R 
__J(odiak Armor _______ u 
_Massive BRI C 
_Maximizer A11tocannon R 
_M0().24-------.K 
_Mechanized Battle Armor R 
_pain Inhibition Saum u 
__J>lurn.Grenlde ______ ~ 

__llowtr Arm. c 
__JU(M Shawtime Pulse Cannon__R 
---.Slagger Thundabolt Genenlor __ u 
---.Sm~eGrenade ______ ..I\ 

_Tafl'tina ~ u 
_Thwadt'em SUck C 
_Weapons Pmnit U 
_Wrist Ro&ets.-------" 

_A~J c 
_Alpha·2 c 
_Annogrebill U 
_Auckland C 
__Balshrom C 
__Beta.DeJphis U 
__Binghamton .. ____ ___ C 
_Coandas ___ _______ c 
_Connec .... --·------·----------C _DrendJets ___ ,.____ _ __ u 
_Drenels. ______ _______ c 
__Edtne.... __ _ _ c 
_Evance__ _JI 
_faraway .C 
_Fear__ C 
_ Ghal•k C 
__ Grindle Hospis U 
_tlarper5 World C 
_Huma C 
_Jaloon ________ _.I\ 

- lilleal C 
____Kente C 
____Kermadec C 
__J(jlJing's Asteroid c 
___J(r~ c 
__Krytea N.val Yard U 
__Makin C 
_Mmlio C 
_ _ Mi5'rY C 
__Naxtar U 
__Nephgillfi C 
__Nitro U 
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__Nreil U 
__ Omus U 

_Ophea c 
__J>uringa c 
---.Slqa C 
---.Ssithlss c 
---.Suelmma C 
__ Tal~rrn• C 
_Uottre c 
_ _ Uro's World __ __R 
_)(xlpl ____ ,( 
__ Yeppler ________ ._ .. ____ .c ..... 
_Analyze Defense ___________ u 
_Assizzan Palm __ . ___ ,, ______ ........... C 
_Astral TraveJ ______ , ....... - .......... - .. --.. --•. R 

tj_~fi:~~~~~:.~::~~::~::::=:=:.:~~:~:.=~~·~ 
_Disrupllon .• ____ ................. - ........ - ............ u 
__Edoplasm •. --.--............................. - ........... U 
_ _ Energy Barr~r -----......... .. - .... --····--... ( ___Energy Cloud ____________ , ________ ,R 

_Essence Transfer --·-···---·--------·R _fear _____ ,, __ , ___________ c 
__ Grom's W1mlor------·-----R 
_Heartless __ R 
_Mass Healing u 
__Mind Strangle U 
__Neptlon u 
_l'lln c 
___l'$)'thkfon:e _____ _....K 

_Raist Dead u 
_Rtincamate _______ ~ 
__ nme Slow ____ ___ _!{ 

_Trade Minds U 
_Ward of Aalzza u 
_Worm Hole _______ .K ....... 
_,Alliancr Expuiment _______ R 
--.Anll·Aeodronlan Sorte _______ .R 
___Anll·Arachnid Sorte __ .... ............. - ..... _u 
___Anll-lnsurgent _______ .. , ...... --·-·-·-·C 
--.Anll.Synthetlc .. _______ , ______ ,_u 
___Anll·Terrorism ______ ........ ___ ,,_, __ ,C 
-Msasslnallon. _____ .... _ ...... ________ u 
__ Counter Espionage: Alliancc .......... - ...... U 

. __ Counter Espionage: Rcbcls. ......................... U 
_Escort.. ____ __________ ................... _____ u 
_EspiOMge: Alliance ____ , _______ ................ U 
_Espion.ge: Ora Consulalc ......... _______ .R 
_Espionage: Tem&Kans--.. ·--------·R 
_Explor.tlon-----·--.. ·-----·R __ Guard Outy ________ ............. ___ u 
__ Gun Running _____ _____ u 
__Jntrrdiction ___ .... - _ ..... _____ u 
-1Jason: Krakeds----·-----·R 
-1Jason: Sheustrons _ ____ _R 
_Locate Missing Ptrson .. _ •. _____ ( 
__Medicine Cour~r R 
___lltrsonal Vendell• C 
__J>iracy ___ c 
~I Negotiations U 
_Rescue Refugees_ _ __u 
---.Search and Destroy _ C 
--Seek Ancient Knowledge C 
---.Steal Ancane Secrets C 
---.Strike Team Omega C 
---.Survellance _ _ _____ J\ 

__ Terrorism ·-----C 
__ Trade Negollallons. _ _ _ _____ u 

......... 
_Allianre Auxilliary _____ ...... 
___ARM Conllfdions R 
_Armorer U 
_Arms Dealer U 
__Black Market U 
_Boun1y llunler C 
--8rev.~ry ___ _____ _H 

__ Corporale Center U 
_Field Reporter ______ _1t 

_Finander __ , _______ .I\ 
_Food Broka . C 
__ Gun Run!lfr. ______ __ u 
__Jnlernal Security _______ ____ ,( 

_Loan Shark...-----------·R 
_Medical Center -------------.. - -.-·R 
_Mind Probe Slalion.- - ------·-- - ·C 
_Rebel Sympathizer ·----'---- --... U 
---.Slave Liccnse ............................ .. - ....... _, ____ u 
_ _ Slaver ·--.............. - .... - .. -------.. - - ........ U 
__ Smuggler _ .................. - ............... - ........... - ... U 
---.Spy Satelite _ __ .......... - -------.. - - ... R 
__ Subsector HQ .. --·-.. ·--·------:. ... .R 
__ Trader·---------- - ·-----------U 
__ Training Facility _______ __R 

__ Waler Broker ---------·C 
__ Weapons Factory ________ u 
-7.tro-G Lab--"'- R .... 
__ Chatilian Psychic C 
__ Cbatilian Seer C 
__ Olatilian Sender C 
__ Cizerack Heroine U 
__ Clurack Huntress _____ -" 
__ Cluradt Runner U 
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__Allernale Goab.--------·-·---····---··-C 
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__ Channel--·---·-.. --.-..... - ....... _ .. ____ , .. u 
__ Codtatrice ..... __ .. __ , __ ...... _., _____ .......... _R 
__ Craw Wurm _______ .. _ .. ____ ·-----·----·C 
__ Crumble __________ , ___ ..... _,. ____ ,.,,,_., .. u 
__.Desert Twister .•. --.. ·--·-----·---·---.. --·-U 
_Durkwood Boars .. - ... ··-·------·-·-----·C 
__Elven Riders.---·-------·--------U 
_Elvish Archers .•. --·----·-.. ·------·-·----R __Fog... __________ .. _____ .. ___ .. _c 
_Force of Nature -·---··-----.. ·---·-R 

_f ungusaur·---------.. -·----·-.. --.. ·-··----·R 
__ Gaea's Liege ---.. -.. --.. ·---·· .. ·---·-.. ---.. --.. R 
__ Giant Growth ____ ..... _ ............. --.. ---.. --.C 
__ Giant Spider·-----·--··---.. ·----...... _ c 
__ Griuly Bears ......... -----------............ _( 
_Hurricane ................. --·-.. ··-·----·---·U 
_Instill Energy ·---.................. __ , __ .. ____ .u 
--1ronroot Treefolk ............. ----·-"-··---C 
_Killer Bees ............ ·--------·-........... -... - ... U 
__ Land Leeches ..... - ........ _.,,, __ .. __________ c 
_tey Druid ..... ____ ,., _____ .......... _____ ,_u 

_Llfeforce ... - ... -.. -·--·-----·--.......... _ ...... U 
__ Lifelace ·-·----.. -.. ·--··-·-------.. ··-.. -·----R 
_Living Artilact ·-----.. ---.. --.. _ .. _____ _R 
_Living lands •. _____ .. , ____ , ___ , __ , ____ .. .,.R 
_Llanowar Elves ........ - ....... - ................. :.C 
_Lure ....... --......... --.. ·-----.. -·---.. ·---------U 
____Marsh Viper ............. - .. -··-·---.. --.. -----·-·C 
_Nafs Asp --·------.. -·-----.. --.. -·-------·C 
_i>radesh Gypsies ........ _ .. _ .... -.. -·--·----·-·-·( 
_Radjan Spirit ·---···----.. ---.. ----.. ·--·-·U 
_Rebirth ··--·---........ _ .. ______ ,. __ .. ___ .. ___ ,R 
_Regeneratlon . ... _. __ .. , _________ .. ___ .. _,_ .. _,C 

__ Sandstorm·----------·-----·---..... ___ ,( 
__ Scryb Sprites ____ .. _____ .. ______ .. ___ .... C 
__ Shanodin Dryads .......... ____ , ________ ( 

_stream of Life ... _ ....... -·-·-·-·-·--·---·C 
__ Sylvan Library ...... ______ ,._, ________ R 
__ Thicke1 Basilisk ____ ,_ .. ___ .. _____ .. , ____ u 
__ Timber Wolves ... - .. ---.. --.. --.. ·---.. --.. ---R 
__ Titania's Song·--------·--.. ·---·--.. --R 
__ Tranquility·------··-.. · .. ·---·--·----.. --··--·-( 
__ Tsunami ..... _ ... _ .. ___ .. _ .. __ , _____ ........... U 
__ Untamed Wilds _ .. __ ............. -··--··---· ....... U 
__ Venom. ____ .. _____ .. ___ .. __________ c 
__ Verduran Enchantress_. ____ , _____ .. ___ ...R 

__ Wall of Brambles.-....... --.. ·---------.. - U 
_Wall or Ice -·---.. --.. ·----·-·-----.. ·--·-U 
_Wall of Wood ------.. --.. ·------.. --.. ---·-C __ Wanderlust ..... ______ .. _,._, __ , _________ u 
__ War Mammoth ..... ____ ........... __________ c 
_Web ·-------·----......... _____ .. ______ .R 
__ Whirling Dervish ... -..... - ....... --.. ·--.. ·--.. ·---U 
__ Wild Growth ........... - ..... ____ .......... -.C 
__ Winter Blast ·-----.. ·---·--·---..... _ .. ______ u 

11111 
-.Ali Baba _____ .. ··---·---·---·-----··u 
_Ball Ughtning .... _._ ............... ,. ____ ......... .R 
__Bird Ma.Iden - --.. -----------·----·-.. -·( 
_Blood Lust ....... _. ____ .. ____ .............. - ... -.c 
_Brothers of Fire ___ ., _______ , ___ ., ___ .c 
_ _ The Brute ·--·-.. ·--.. -·----·---·--··-.. ----.... C 
__Burrowing ·--------.. -------.. -----U 
__ Cave People .............. --.. ·-----·· .. ·----·-·U 
__ Chaoslace ·--·-·--------.. ·---------.. -·R 
__ Crimson Manticore .. ___ , ______________ .R 

_Detonate ............................... .. --.. ---·---· .. U 
__ Di,integrate .................... --··-·-.. ·--·-.. --.C 
_Dragon Whelp ·-----.. ·---.. ··--.. ·-- .. ·--··-U 
_Dwarven Warriors ...... - ....... --.. ---·----·C 
__ Earth Elemental .... --·---·- ·-.. ·----·-U 
__ Earthquake ... -·--·-··-.. -----···-... -...... --... -.R 
__ Eternal Warrior .. ------.. ··---·-.. ---·---·C 
_fire Elemental ·----·· .. ·--···---·---.... ·-··-··-.... U 
_firebalL.--·-·--·----........ ----·-·----·C 
_firebreathing •. ,_ .............. - ....... - .. ------.... C 
_fissure ...... --.. ·······-----.. ·-··---··---------·C 
_flashfires...... ............ _____ .. ____ u 
__ Giant Strength ____________ ,( 
__ Goblin Balloon Brigade __________ .... u 
__ Goblin Klng .. _, ____ ., __ ,._, __________ ... ,R 
_Goblin Rock Sled. ____ .. ________ c 
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__ Gray Ogre ··-··--···-----·-----· .. ···-·-----·····C _Hill Giant ________________ c 

_llurloon Minotaur _ C 
_liurr lacka'-- ·------- _R 
_lmmolalion ... ---···-·-·-·-··-·--··-----···-C 
_Inferno ··---·-········· ·················-············--········R 
_lronclaw Ores ·· ···-··---··-···-·--·-···-··---··-·C 
....__j(eldon Warlord--·········-··---------··--U 
__Lightning Bolt _________ ____ c 
_Magnetic Mountain R 
___ Mana Clash _________ __R 

__Mana Flare ....... -------·-······-·-·---··--R 
__.Manabarbs ............ ---··-··-·-··-··-·-··--········-··R 
__.Mons's Goblin llaidcrs ··-··-········-·-·-······-·C 
__ Orcish Artillery ______ .... - ................. _ . ____ u 
__ Orcish OriRammc ·-·---··--··----U 
_J>ower Surge ________ _,, 
_J>yrotechnics ___________ u 

__ Red Elemental Bla.st. .. ----··-------·C 
_shatter ··-··-···········-·········-·····---················---·C 
__5hivan Oragon ............................. __ ........ R 
__ Sisters ol lhe Flame ----------··---·-·C __5moke. __________ R 

_s1one Giant __ U 
_stone Rain .•. ·-------··-------C 
__ Tempest Efreet_·--·-··--····---·-·---··-·R 
__ T unnel ... ·-··········--···-··-··-·····-···-····-·······---U 
__ Uthden Troll .. _____________ ····-··---·------U 
_ Wall of Dust -----······---··---------U 
__ Wall of Fire U 
_ Wall or Stone___ U 
__ Winds of Change ________________ R ..... 
____Alabaster Potion ··-·········--····--··-·····---··-C 
_Amrou Kithkin .- - ··------···----··--C 
__ Angry Mob. ____________ u 
_1\nimate Wall ___________ __J\ 

_Armageddon -------···--····--··-··---·- R 
_ Balancr ·-·····-·········---········--·-···-·······---··-·R 
__ Benalish Hero ·········-··-···-··-····-··--·-······-·····C 
_Black Ward ·---·--··--··-··-----··-·---··-··--U 
_lllessing___ ... R 
_Blue Ward_ U 
_Brainwash___ C 
__ Castle .. - -----·------··-·--·-------·--·-U 
__ Convcrsion ............ -····-······----·-··-·-··-·····-U 
_ CoP: Artifacts -·---···--·-··-··--··:_ ................... u 
_ CoP: Black- ··-·--··----·------·---·--··c 
_ CoP: Blue --------------·C 
__ CoP: Green C 
_ CoP: Red _ _______________ c 
__ CoP: White -··-·--··-------·-·---·--··c 
_ _ Crusade --······-····- ········-··-····-··-·--··-··-··-·R 
_J)eath Ward ............................. ----··-···-·····-··· ·C 
__ Disenchant ··--··-·--··-----·-----··-··--··-·C 
__ Divine Transformation ______ u 
_ Elder Land Wurm _______ .R 
__ Eye for an Eye. ________ ___R 

__ Forlified Area ......... _ ................ ·----······-·-··-·C 
__ G rcen Wa_rd ................... _ ............. ,. .. __ ............... U 
_Healing Salve ................................. _ ..................... C 
_ _ Holy Armor -···---··--·-··-··-··------···-C 
__ Holy Strength .. ---·---·-------C 
_Island Sanduary R 
__ Karma·--·----·-·--------U 
__ Kismet .. --··--··- -·-··-··-··-······-···-------U 
__ Land Tax ............... - .......... - ..••..•.. _ ................. R 
_ Mesa Pegasus ........................ -····-·-··-----···-C 
_Morale. _____ , ............. - ·-·--·--··--···- -C 
_Northern Paladin .. ·--------R 
_ Osai Vultures _______________ u 
_Pearled Unicorn--·--·--------·-C 

Magic: the Gathering 
_l>ersonal Incarnation --------··-R 
_p1e1y___ _ __ c 
_l'ikemen _c 
_l'urela _____ ___ ...11 
-Red Ward . ______________ u 
_Reverse Damaae---·-··---------... R 
__Righteousness -------------·----··-R 
_samite Healer -----------C 
___,Savannah Lions ·-R 
___.Seeker C 
___,SemAngel U 
_5piritUnk u 
_swords to Plowsham ______ u 
__ Tundra \\blves .... _. _________ ,C 
__ Visions ____________ u 

_Wall of Swords U 
_ White Knight U 
_White Ward U 
_Wrath of God __________ R 

· A.W.O.l.s ................... 
11111111111: 
_Tropical lsland.... _______ LancL_ • .R 
_Forest _____ , ____ . ___ , ____ Land _ ..•. Ve 
_island __________ __taf!d _.vc 
__.Mouni.in Land _ VC 
_swamp nd_VC 
_plains_ nc1_ vc 
_ CoP: Black. ______ -Ench.-.C 

11111111111111 Em• 
_Black Lotus _____ ..Artifld .-R 
_ Chaos Orb ___ --Artlflel_ R 
_Copper Tablet Artlfac1.:u 
_ _ Cyclopean Tomb Artifact:-.:R 
_l'orcefleld ________ ..ArtJfld::.:R 
__ Gauntlet of Might ______ , ___ ArtJfacCJl 
_Icy Manipulator ··--·-----Artif.CC:U 
_Illusionary Mask __ --Artif.a.=R 
_Jade Si.tut Ar11facr::o 
__Mox Emerald ArtlfKC:R 
__Mox Jet Artlfact .= R 
__Mox Ptarl... ______ , ________ ..ArtJfld __ :R 
__Mox Ruby __ , _________ Ar11r1ct .:::R 
__Mox Sapphire ·-------·.Artifldl&J 
__ lime Vauh _ _Ar1ifacL- .R 
_Lich Bladt _:=11 

_5inkhole_ Bfadt_ -C 
_Word of Command_.--8lack .. --R 
_Anmtral Rfcall ._ . _______ Blue ..... - . ... R 
_JnvisibiUty --··--··-··-----··-·-Blue,. ___ , •. C 
_l'sionlc Blasl.----·-·---·Blue _______ u 
__ lime Walk ____________ JUue __ .R 
__ limetwister Blue_R 
_1Widdle ______ Blue_C 
-8erserk ________ Green_ U 
__ CamourJage ___________ Green ____ u 

_Ice Storm---··--·---··-·-··--·Green ....... U 
___Natural Selection _______ Green ••.. _R 
~rven Demolition Team..Red __ u 
_False Orders R,ed __ c 
_!ronclaw Ores Red __ c 
__Raging Rlver ___ __J\ed __ R 
_Two-Headed Giant of Foriys Red ···--R 
_Blaze or Glory ·------------Whlte ........ R 
_ _ Consecrale Land -·-----·---White _ ...... U 

Wlllnll If die C•st 

ll'llllCll 
_Basalt Monolith _________ .. U 
_Jandor's Rlng _______ R 
_Juggernaut .. ___________ u 

_Living Wall ·--·------·--------·----···-U 
_Rocket Launcher .. ·--··---··--··-···-·---·R 
_sot Ring --·--··-·-···---··-·-···--·--··-·-··---····u 

11• 
_Badlands .R -8ayou __________________ R 

_l'lateau _____ . ____ , .... _ ..•••.•• ------·--····R 
__ Savannah --···-····-·· .. ·····-··---··-······ ........ -.R 
_5crubland ....... ----··-···-·········-····-·-····· .. ·····R 
__ Taiga -------------R 
__ Tropical lsland_ ____________ R 
__ Tundra --·R 
__ Unclerground Sea _______________ R 

_Volcanic Island --··--·--------·-·-······ .. ····R 

Illa 
_ _ Contract from Below _______ R 
_J)arkpact _____ R 
_J)emonlc Attorney ______ R 

_J)emonle Hordes ··--·---------·--·R 
_J)emonic Tutor -----------·-----··-U 
___Nettling lmP--··--.. ------··---·---·-·-··-U 
___,Saallice •.. ------------··--------···-U .... 
-8raingeyser ..... -.R 
__ Clone ·---··-·------------·----·-··-U 
__ Copy Artifact .... -------·-······R 
_Reconstruction .... -----·-·-·---·······-·--C 
_5erendib Efreet _ __________ R 
__ Vtsuvan Ooppelganger R -.._Fastbond ________ , ____________ R 

_Kudzu ___ .......... -------·----··-····R 
~egrowth ---·---··---·-·-------·-·· .. U ... 
_Atog c 
_J)warven Weaponsmith ____ u 
__Earthbind -·-··---···---··---------·C 
ll....Jork----···--···-··--···-----·R 
_1 _ Granite Gargoyle --··--·-··--·-----·--·-·R 
1-J(lrd Ape--- C 
!L_Mijae Ojinn R 
__Roe of Kher Ridges _______ R 
_Rock Hydra ______________ R 

___,Sedge Troll --------······----····-·---·· .... R 
_5hatterstorrn .. --·--···--·--·····-·······-···-U 
__ Wheel or Fortune ..... -----·-··---···-···R ... 
_Farmstead ---------------·--·-·R 
__ Guardian Angel _____ ·-·--·----··-··---···-·-·C 
_Lance ---····-··· ·-··· ····-···-···· ........... ................ u 
_Resurrection .. ---·---···-···--·····-··-·--·····-·····-U 
_Reverse Polarity - ---·· .. ··---·---·---··-· .. --U 
_ _ Veteran Bodyguard __ ,, ___ .•.. R 

Arabian Nights 
ll'llllCll 
_Aladdin's Lamp.----·---·--··-·------U2 
_Aladdin"s Ring_ U2 
_Bottle or Sulelman ____ , __ U2 

_Brass Man ..... ·-··--··-·---··-···----··--····-·U3 
__ Oty in a Boule --··-··----------U2 
_J)andng Scimitar_. U2 
_Ebony Horse _______ u2 
_Flying Carpet. ________ u; 
--l•ndor's Ring_········----·······-·----·--·U2 
_ _ Ja ndor's Saddlebaas -··--······----·-·- ·····U2 
_Jeweled Blrd ...................... -----···-----.... U3 
_J>yramids-----··-----------U2 
_Ring of Mariif U2 
_sandals of Abdallah ______ u; 

Biia 
__ Cuombajj Witches ................ -...... - ......... - ... C4 
__ El· Hajjij ·---- ··-·--··-··-·····-·----··---··-U2 
__ Erg Raiders .0,C2 
__ Guardian Beast ________ u2 
_lfasran Ogress __________ Q,C2 
__ Junun Ef reet ........ - .•.. - -·········---·---··----U2 
__ JuzJm Djinn .................... ----··---·-··-··---·U2 
__ Khabal Ghoul ........................... ---·-···········U3 
__ Oubliette -··----····--·-···--·------·C2.C2 
_sorceress Queen _______ u3 
_stone-Throwing Devils---0.CI 

llUI 
__ Danda n ............................. : ............................ , ... _.C4 
__ Fishli>er 011 .......................... _ ••.• _., •.•. 0,Cl 
_Flying Men ·--·-····-·--········-··--··-·-·-··-C5 
__ Gia.nt Tortoise ______ O .Cl 
_Island Fish Jasc:onius ____ u2 
___ Merchant ShiP------·--·-U3 
__ Old Man of the Sea ....... - ................ ____ u2 
__ Serendib Ojinn .............................. -····-··-·····.u2 
__ Serendib Efreet .... _ ......................................... U2 
-5indbad--··-··-·--·-··-··-··-------U3 
__ Unstable Mutation ________ cs 

11'111 
__ Cyclone ............. - ... ·-·········-····--· .. ··-··-·-···U3 
_Desert 1\vister .............. - .. -··-··-············--U3 
_J)rop or Honey ·-···-·-·-··-··-··-·---····----U2 _Erhnam Djlnn. ________________ u2 
__ Ghazbtn Ogre__ .C4 
_!fh-Blff Elreet ________ u2 
_Metamorphosis ...................... --·-·-·-··-··-··-C4 
_Nafs AsP-···-··-·····-·-······-·····-··--···--······C2.C2 
_sandstorm .................... _ ................ _ .................. CS 
- . _Singing Tree ............. - ....... ---··-····---···U2 
__ Wyluli Wo1L--·····-----·-·C4.Cl 

laid 
_Bazaar of Baghdad ... ·-··-··-··-·-····--·-··· ... U3 
__ City of Brass .... - ................ ----···-------···U3 
_J)esert -·--·---··--··-··-···-·-······---·····---··--..Cl I 
__ Diamond Valley _____________ , ______ , .. U2 
__ Elrphant Graveyard _______ U2 
_Island of Wak-Wak U2 
_ _ Library or Alexandria _______ ,U3 
__ Mountain ...... _ ....... _ ............ --··-··-·-·-···-Cl 
__ Oasis .- .................... - ............................... - .••. U4 

1111 
__ Aladdin---·---· ______ u2 
_1\liBaba U3 
__Ali from Cairo. ____________ u2 

_Bird Maiden ··-· .. ·-·-··----·--·--·-·C2.C2 · 
_J)eser1 Nomads .............. --··· ····---·····-··-·--~CS 
_Hurr Jackal ............................. - ············----C4 
_Kird Ape .... _ ...... -·-·······-------···C5 
__ \lagnetic Mountain ______ UJ 
_ Mijae Djinn _____________ u2 

_Rukh Egg .... ·--------·-·-----0.CI 
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__ Yd""" Efreel 
_______ u2 ..... 

__Abu la Far U3 
__Army or Allah C3.CI 
_ Camel___ C'i 
_Eye lot an Eye U3 
-Ii had U2 
_King Sultiman_ U2 
__.\l001ish Cavalry C~.CI 
__ Piety ___ -- - _CJ,Cl 
_ _ Repcntanl nlack<milh ____ u2 
__ Shahrazad _ ---·-----U2 
__ War Elrphanl .. ------- ·--·. ._CJ.Cl 

Antlauhles 
Artlflcts 
__Amulet ol Kroo~ ................... -................. _ ,_C4 
_Armageddon Clock _ .. _ .. ____ ............. U2 
___i\shnod's Allar _, ___ ,, ___ .. ____ ............. U2 
___i\shnod's &Ille Gear _____ ..... U2 
___Ashnod's Transmogrant ____ U3 
_llatterin11 Ram---·---·-· _._C4 
_llronzeTabltt-- ___ UI 

Candelabra olTawnos_ _ ___ UJ 
Clay Statue C4 
Clockwork Avian__ UI 

= Colossus orSard1a .. UI 
__ Coral llclm UI 
__ Cur~ Rack _ Cl 
_Dragon Enj!lne C4 
_ftldoo's Cane Cl 
_ _ Golgothlan Sylcx UI 
__ Grapcshol Calapult C4 
_Ivory Tower U3 
__ Jalum Tome U2 
__ Mi1?h1Stone U3 
__J1illslone U3 
___,\1ishra's War Machine UI 
__ Obelisk or Undoinit UI 
__ Onulct U3 
__ Ornilhoptrr _ _ C4 
_primal Oay ________ UJ 

_Rakalile ---· ·- ·--·----·--· ---· m 
_RockP1 Launcher ·--· .. ·-·--.. -·----.. - .U3 
---5ha peshi rt er ,_,,_ ....... - ...... --.. -·-·-.. -........ _u I 
__ Stall ol Ze~on ............... _ .. _ ........ - ........ _ ....... C4 
__ Su·Chi ............ ......................... -........... -.......... U3 
_ _ Tablet ol Epi1yr .............................................. _(4 
__ Tawnos's Collin,_,,_,,_, ... _ .. _,,_,,_, . ... .. -....... U I 
__ Tawnos's Wand .. -......................... -... -......... U3 
__ Tawnos's Weaponry ........... ,_ ............ __ ...... U) 
__ Telravus. __ ,, .... _ .. ____ .. _ .. -·-------.. U I 
__ The Rack __ ·---·------·----.. -· . .uJ 
__ Triskelion ______ .. UI 
__ Urza's A\'engcr ______ u 1 
__ Uroi's Chalice ( 4 
__ Urza's Mitrr UI 
__ Wall ol Spears U3 
__ Weakstone U3 
__ Yolian Sold1tr ( 4 

lllel 
__Artifact Possession C4 
__ Gale 10 Phyru1a _______ u3 

_llauntmit Wind UJ 
_l'hyreiuan GremhM-----·--·C4 
_priest ol Yawgmoth __ C4 
___)(enic PohtrJ?Cisl U3 
__ Yawgmolh Ocmon ·------ UI 

Magic: the Gathering 
1111 
__Dralna's Restora1io,.._ _____ (4 

_Ene'llf Flux U3 
_liurkyl's Recall UI 
_power Arlilact m 
_ReconstruClion C4 
__.Sage or Lal·Nam C4 
__ Transmule Art1lae1 U3 

Grell 
__ Gaea's A\'enger_ UI 
__ C11anul Druid U3 
_powerlffi:h ______ ,,_. _______ UJ 
__Arjlolhian Pix1cs .. _ .. ___________ ,_(4 

__Argoth1an Trcelolk._, ___ ,_,, ______ , .... _ ... (4 

__ ·nianla's Soni( .................... --... -.... ·---·--U3 
__ Crumble ..... -·-·-......... - ................... ___ ,, ......... C4 

land 
__Mishra's l'ae1ory (l'all)--.. ---·-.. --.. -....... U I 
_Jlishra's Fae1ory (Spring) ___ , ___ ,, ___ (! 
___ Mlshra's Factory (Summcr)---UI 
__Mishra's l'actory (Winler) _____ UI 
_J1ishra's Workshop UI 
___51rip Mine (Narrow Steps) ___ UJ 
_51rip ~line (Steps & sky) UI 
___51rip Mine (Steps. no sky) ___ (I 
_s1rip Mine (fower) UI 
__ Urza's Mine (Bathyscaph C2 
__ Urza's Mine (Pulley) Cl 
__ Una's ~line (fower) C2 
__ Urza's Mine (funnel) Cl 
__ Urza's Power Planl (Bug) C2 
__ Urza's Power Plant (Column) ___ CI 
__ Urn's Power Planl (Sphere) ___ C2 
__ Urn's Power Planl (Vat) Cl 
__ Urza's Tower (Fall) C2 
__ Urza's Tower (Spring) CI 
__ Urza's To,.-er (Summer) Cl 
__ Urn's Tower (Winier) Cl .... 
__Artifact Blast €~ 
__A tog 6 1 
_De1ona1c U3 
__Dwarvcn Weaponsmilh ______ UJ 

__ Goblin Artisans-----------U3 
__ Orcish Mechaniis .. _,_,,_. ______ C4 
___5ha11crs1orm ___ ,,, __ .... _ ... ____ ,, ______ ... u I 

Whhl ··~•& 
__Arglvian Archacologist.... ____ ............... _ ... u I 
__Arglvlan Blacksmilh __ .. _______ ,_ (4 
__ArtilaCI Ward __ , ___ , ___ ,, ____ (4 

__ CoP: Artilae!s U3 
__Damping Field U3 
__ Martyrs ol Korlis U3 
_Reverse Polarily C4 

legends 
lrdllCts 
__Al-abara's CarJ>d----- -" 
__Alehor"s Tomb------~· 

R __Arena or the Andrnis. ____ _ 
_Black Mana Ballery ____ _ UI 
_Rlue Mana Battery·-----UI 

R _llronze Horse: ______ _ 
_forethouglll Arnule1 _____ _,, 
__ Gauntlcls ol Chaos . ____ _ R 

UI __ Green Mana Ballery ____ _ 

WIZlnls If 1111 Cast 

_I lorn or ~ale11in1t------R 
___J(nowledge Vauh __ _R 
_Kry Shiel U I 
_ure Chisel u2 
_urc Matrix--------" 
__ Mana Malrix ____ _ 

_J1arble Pril'Sl-------
_Jlirror Universe ____ _ 
_North Star ________ _,, 

_Nova ~ntacle~--------" 
__J'lanar Gate R 
_Red Mana Ba11rry, .. _____ u1 

_Relic Barrier U2 
_Ring ol lmmortals-·---·------·--·R 
___5tntintl ___ , __ ,, ___ , ... , .... ___ , ......... ____ ,,_R 
___5crpcnl Generator - .. ···-·-.. --...... _ .. _,._ ....... .Jl 
___.<;word or lhe Agcs ........... ---·--....... -............ .1\ 
__ Triassic Egg ........... _ ......... -......... ---·-................. R 
_Voodoo Doll .............................. .......................... 11 
__ While Mana Baucry ...... -..................... _ ... _ .. UI 

lllcl 
__Abomlnalion ______ .. __ .. ________ u I 

__All Hallow's Eve. R 
__ Blight--------·---UI 
__ Ca1rion Anis R 
__ Chains of Mcphislophcles ll 
__ Cosmic Horror - R 
__ Cyclopean ~fummy C2 
_Darkness Ct 
_DemonicTormcnt ______ UJ 
_Evil Eye of Orms-By·Gore ___ Ut 
__Jallen Angel UI 
__ Ghosts ol 1he Oamned _____ (2 

__ Giant Slug C2 
_ Glyph ol Doom C2 

Greed R 
_lleadltss llorseman Cl 
_lle!ISwarm Cl 
_11t1rs Carttakrr------~· 
_llellfire·----------" 
-1 __ llorror or llorrors U I 
.IL-Imprison---------" 
u..Jnlernal Medusa UI 
.;__Jovial Evtl___ -1l 
_Lcsse; \~rewoll --- Ul 
-~Lost Sou'----·---·--· .. ----·-·-C2 __Mold !Xmon .... ____ ,, _________ Jl 
~ether Vold ...... _ .. ,_ .. _,,_, ______ .......... ___ ...... .lt 
L--Pil Scorpion ,_ ................ , ___ ..... _ .... __ ,,_ ......... _C2 
ll---Quagrn Ire ...................... -... -... ·---....... _ .. _,,_ ... u I 
t__Shlmlan Nlghl Stalker ___ ,, ____ .. _ .. UI 
_Spirit Shackle .... -........... __ ,, _____ ,, __ ,, ___ c I 
_$yphon Sou I __ ..... - ..... __ ,, _____ ,,, ______ C2 

__ Takklemaggot _ .. ---·--·------.. -·---... U I 
_The AbYM-------·--·R __ The Wretched ________ R 

Toudi ol Darkness - UI 
Trdnsmulallon Cl 

__ Underworld Drums U I 
__ Vampire Ba C2 
__ Walking Dead Cl 
__ Wall or Putt id Flesh U I 
__ Wall ol Shado"''S C2 
__ Wall ofTomb$1ones UI .... 
____.Acid Rain R 
__Anll·Magic Aura Cl 
____N,ure Drake UI 
__Backfire UI 
__Boomerang C2 
__Brine llag UI 

_Devouring Ottp C2 
_Dream Coat UI 
__Elder Spawn1 _ ______ ..n 

__ Enchanlment Alteration Cl 
__ F.neqzy Tap C2 
_Field of Drums; ______ _,, 
__ Flash Counler C2 
_Flash Flood C2 
_force Spikt C2 
__ Gaseous Form Cl 
_Glyph of ~lusion Cl 
_In the Eye of CllaOS------" 
_Invoke Prejudlct ______ .n 

--luxtapose.__ -R 
_Land Equilibrium _____ _R 

__ Mana Drain---·-----·--·-----·UJ 
__ l'arl Waler ........ --------- .. ·----·- .. --.U I 
__ l'slonic EnlilY-·-.. --···----------·-·R 
__ l'>ychic Purge ...... __ ,, ___ ,,_,, .. ,_, ______ c I 
_l'uppet Master ..... __ . __ ... _ .. _____ ._,, __ .UI 
__ Recall_, _____ ,,_, _____ , ... _ .. ____ ,, _______ ,_R 

_Relic Bind ______ __UI 
__ Remove Soul.. C2 
_.Reset___ UJ 
__ Revtrberalion R 
---5ea King's Blessing U I 
___5egovian Leviathan UI 
__ Silhouene UJ 
__ Spec1ral Ooak UJ 
__ Telekinesis•- --------" 
__ Teleport ________ _,, 
__ Time Elemental _ ______ "' 
__ Undertow UI 
__ Venarian Gold Cl 
__ Wall ol Vapor C2 
__ Wall ol Wonder UI 
-7£phyr Falcon C2 ..... 
__Adun Oakrnshield _____ -" 
__Angus Macktnzit ______ .n 

__Arcades Sabboth------"' 
__Axelrod Gunnarsoni----- -" 
__Ayesha Tanaka ______ __.. 
_llarklooth Warbtard Ul 
__ Bartel Runeaxc ______ __.. 

_Boris Ocvilboon --R 
__ Chrornium ________________ R 

_Oakkon Blackblade-----------·-R 
__ Gabriel Angtllire .. --.. -----·-·-·-R 
__ Gosta Dirk .... -............. _,_, .... _ .. _,_,, ___ ,, _____ R 

__ Gwendlyn Di CorcL .. --.. ---·-------.. --R 
__ Halldane .. -.... ·---.. -·---.. -------R 
__ tlazezon Tamar --·---------R 
__ Hunding Gjornerscn _____ u1 
--l•cques le Vert __ R 
__ lasmlne Boreal Ul 
-ledil Ojanen UJ 
-lerrard or the Oosed FISt---.u 
__ 1ohan1 _________ _,, 
_Kasimir the Lone Wolf _ ___ ., 
__ Kei Takahashi--------" 
__La~Calcria--~~~-" 
__Lady Evangcla ______ __,, 

__Lady Ora UI 
_.Uvonya SUont·- ------" 
__ l.ord Magnus UI 
__Marhauh FJsdngon Ul 
_Ncbuchadncuar·-------" 
_Nicol Bolas R 
__l'alladia·Moo•--------" 
_J>avrl Maliki ' UI 
-Princtss Lucreiia UI 
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_Ratt111r -----·········· .. ·-·····-···-··-··---··-·R 
_lUmirez Otl'ielro. ______ UI 

_JQ~s Ovtrdark------" 
_!Qspulln Dreamweaver R 
_Riven Turnbull ______ UI 
_Rohphh of Kher Kttp -R 
_Ru~lnia Soulsinger ______ R 
--51r Shandlar of Ebcryn UI 
--5ivitrl Scarum UI 
_sotbnu Ille Swamp Klntt R 
__stangg R 
--5unastlan Falcontr ,_,, ____________ UI 
__ Tttsuo Umuawa ____________ ..... R 
__ The Lady of the Mounlain._ ... _________ UI 
__ Tobias Andrion ________ ___ .... UI 
__ Tor Waukl Ul 
__ Torsttn von Ursus U I 
__ Tuknir Ota1hlock---·-·-·----·-R __ Ur-Orago ______________________ .R 

__ V.cvictis Asmadi .. -·-------·-----·----·R 
__)Cira Arien _____ , ______ ll -_Aisling l.tprechaun Cl 
_Arboria UI 
_Avoid Fale_____ Cl 
_Barbary Apes _______ c 1 
__ Cal Waniors ________ C2 

_Cocoon UI 
__ Cona>rdanl Crossroads R 
__ Craw Giant U I 
_J)eadfall _____ . ___ ........... _______ u 1 
__Durk wood Boars __ ,, __ ................... .... _. __ ,C2 
__ Elven Riders.-.•. _ .......................................... R 
__ Fmerald DragonRy ---·-----·-·- ............ C2 
_Eureka .R 
_fire Spriles C2 
_Floral Spuzztrn UI 
__ Gianl Turtle __ C2 
__ Glyph of Reincarna1io _ _ Ci 
_Horntt Cobra C2 
_k:hntumon Druid UI 
__J(i)ltr Btts R 
_Uvtntt Plant R 
_Masttt of the Hunt R 
_Moss Monster C2 
__ Pixie Quttn-----------·R 
_i>r~h Gypsies __________ u 1 
_Rabid Womba1 ______ , _____ u1 

_!Qdjan Spiril UI 
_Rebirth R 
_Reincarnalion ____________ UI 

__ Revelation ......... ~ ...... --·-···--·-·----- ---·R 
_RuSI .. .... ----·-----·--·---.. ··----------C2 
--5helkln Brownie ________ CI 
__s1orm Sttker ________ UJ 
__subdue Cl 
__5ylvan Ubrary UI 
__sylvan Plradise UI 
__ :fyphoon---------" 
__ Untamed Wilds.,__ U I 
__ Whirling Dervish U I 
_Willow Satyr R 
__ Winttr BlaSI R 
__ Wolverint Pldt C2 
__ Wood Elttntntal __ R 

111111 
_Adventurers' Gu ildhou.se __________ ,UJ 
_Cathedral of Sem __ , ___ .ut 
_Hammtrheim U2 
_J(arakls U2 
_Mountain Stronghold UI 

Magic: the Gathering 
__ Pendelhaven .• ________ ,, ____ , ___ ,U2 
__seafarers' Quay ___________ ut 
__ The Taher111de at Pendrell V.le __ R 
__ Tolaria U2 
__ Unholy Citadel ________ ut 
_Urborg.. U2 ... 
__ktive Volcano C2 
___,£ra1hi Bersrrku Ul 
_Jladtdraft Ul 
_Jleasts of Bogardan U I 
_Jllazing Effigy _,_, ________ C2 

_Jllood Lus1-.·---- UI 
__ The Brute Cl 
__ Caverns of Despair R 
__ Chain Llghlning C2 
__ Crevasse____ UI 
__ Crimson Kobokls-------- -------0 
__ Crimson Manticore ....... ---·----R 
__ eroOkshank Kobold• C2 
__Dishannony _____ ___R 

__Dwarven Son UI 
__Eternal Warrior Ul 
_falling Star------- "' 
_feint Cl 
__firestorm Phoenix, _____ _., 
_frost Giant UI 
__ Gianl Strength C2 
_Glyph of Destruction C2 
__ Gravity Spbere ______ .n 

__llyperion Bladtsmith ____ UI 
__Immolation ........ _ .. _,, ____________ Cl 
_ _ Kobold Drill Sergeant... ...... _ .. __ ,,, __ ....... UI 
_Kobold Overlord ______ . ______ R 
_Kobold Taskmaster UI 
_Kobolds of Kher Keep C2 
_Land's F.dge _______ . , 
___ Mountain Yeli UI 
_i>rimordial Oozt _______ u1 

_l'yrotechnics C2 
__ Quarum Tttnch Gnomes R 
_Raging Bull Cl 
--5pi111I Villain _______ , 
__5tonn World _______ J, 

_Tempest Efrttt R 
__ Wall of Dust Ul 
_Wall of Earth_ ___________ C2 

_Wall of Heat----·-------Cl 
__ Wall of Opposition-----~· 
__ Winds of Change UI .... 
_Akron Legionnaire-----·----R 
_Alabaster Potion .... C2 
_Amrou Kithkin C2 
~Uc Voices-------" 
__ Cltanse--------~· 
_C~©' of the Holy Nimbus ___ C2 
__J)i\venant An:htt C2 
_Divlnt lntervenUon _____ ..., 
__Divint Offering C2 
__J)ivint Transformatioll R 
_Elder Land Wurm R 
___Enchanted Being Cl 
__Equinox ___ Cl 
_fortilled Area ... _______________ UI 

_Glyph of Ufe.----·--------C2 
__ Great Defender ----·-.. ----·----·--Ul 
__ Great Wal'-.. _UJ 
_ _ Greater Realm of Preservation __ LJI 
_Heaven's Gate UI 
_Holy Day Cl 

WIZlm lla1 CllSI 

__lndestructiblt Aura ------- ·-------C2 
__Infinite Authority R 
__Ivory Guardians UI 
__Kttpen of the Faith C2 
_Kismet UI 
_Land Ta UI 
_Lifeblood R 
_M~t R 
__ Osai Vuhures Cl 
_hlra Sphinx _ ______ ., 
_i>resmce of the Masttt UI 
_lU~Are R 
_Remove Enchantments ____ , _ __ CI 
_Righteous Avengers.·-·------···U I --5ttker ______ ,UJ 

__5hleld Wall __ UI 
--5~ritUnk UI 
__s~rltual Sanctuary R 
__ Thundtt Spirit ________ ft 
__ Tundr1 \\blves _______ cz 
_Visions Ul 
_Wall of Cahrops Cl 
_Wall of Light Ul 

The Dan 
lrlllCll 
_Jlarl's Cage UI 
_8oM Flute U2 
_Jlook of Rass U2 
_Coal Golttn U2 
__Dark Sphere____ . U2 
__Diabolic Machint ________ , _____ u2 
___Felhvar Stont __ __ ,U2 
__Fountain of Youth U2 
_Living Annor U2 
___N«ropolis U2 
_Reflecting Minor U2 
_Runtsword U2 
_Scarecrow U2 
--5kull of Orm U2 
__standin& Stones U2 
--5tont Calmdar UI 
_Tormod's Crypt U2 
_Tower of Colreall U2 
_Wand of Ith U2 
_War Barge U2 ... 
_Ashes to Ashes C3 
_Jlanshtt U2 
_Bog lmP------------C3 
_Bog Rats-----~----------C3 
__ Curse Artifact U2 
__F.attt of the Dead U2 
_fr1nkmstein's Monsler UI 
_Graw Robbers UI 
__Jnquislllon C3 
_Mush Gas C3 
_Murk Oftlle C3 
___Namelea Ritt UI 
_!QgMan UI 
__Seuon of the Witch U I 
_The Fallen U2 
_Uncle Istvan _u2 
_Word of Bindlng _________ o 
_Worms of the Earth ___________ LJI ... 
_Amnes1a, ________ u2 

_Apprentkz Wiwd UI 
_Daner of Many UI 

_Deep Waler -· .. ··-········-··· ..... - .................... 0 
__Drowntd _____ , .............. _ .... _ .. _____ c:; 
_Electric Eel U2 
__ Erosion C3 
_Flood U2 
_Ghost ShiP-------·--- --C> 
__ Giant Shark _________ o 
_Leviathan UI 
__ Mana Vortex Ul 
~\1rrfolk Assassin U2 
_Mind Bomb UI 
_.Psychic Alle©---------U• 
__ ruptide. ___ .. ____ .. _____ ........ - .... - ............... 0 
--5unken City __ ,_ ................ ---··----0 
__ Tangle Kelp ...•• _______________ .... . U2 
__ Waler Wurm ___________ c:; 

111111 
__ Dark Hearl o! !he Wood .. _ ..... ----·----C3 
_Marsh Goblins ..... _ ... ____ .. _,_,, __ ,, ____ o 
--5carwood Goblins ................... _____ c3 -__ Carnivorous Plant C3 
_Elves of Ottp Shadow U2 
__ Gaea's Touch C3 
_Hidden Palh . .UI 
_Land Ltedies. _________ o 
_Lurker UI 
___ Marsh Viper a 
_Niall Silvain __ UI 
_!>eople of the Woocb ............ ---·-U2 
__5avaen Elves. _____ ,,_, ________ C3 
_Scarwood Bandits .................. - .................. U I 
_Scarwood Hag ·-------.. ---·-----·-·-·-U2 
_Scavenger Folk _______ o 
--5piUing Slug U2 
_ _ Tradter UI 
__ Venom C3 
__ Whippoorwill. ____ u2 
__ Wormwood Trttfolk. _____ UI .... 
_Oty of Shadows U I 
_Maze ol llh Cl 
--5afe Haven UI 
__ Sonow's Plth. _________________ u1 

1111 
_Ball Llghlning ____________ UI 
_Blood Moon UI 
_llrolhers of Hre ____________ U2 

__ Cave People ·-·-·--.. ---------------·-U2 
_Elernal Flame.-.... -·-·---··------U I 
_fire Drake. _________________ u2 
_F"tSSure_____ 0 
__ Goblin Caves C3 
__ Goblin Digging Team C3 
__ Goblin Hero C3 
_Goblin Rock Sled C3 
__ Goblin Shrine C3 
_Goblin W1Zard. .U2 
__ Goblins of the ~1arg ______ o 
__Inferno U I 
_Mana Clash ,UJ __ ore f.eneral ________ u2 

--5isters of the Flame ··--···-··-------U2 .... 
_Angry Mob ________ u2 

_Jllood of 1he Martyr U2 
_Jlrainwash C3 
__ Cleansing. UI 
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__ Dusi 10 DusL. .................. -·-···-·-·······--C3 
__ lixorcist ........................ _ ........ - .. ·-·-·---···U I 
_Fas1ing ___ .. _____ , ____ .. _____ u2 

_Fes1ivaL C3 
_Fire and Brlmslone U2 
_Holy Light C3 
__ Knights of Thorn Ul 
_Martyr's Cry.--.. -·--·-------... Ul 
_Miracle Worker ......... _______ CJ 
_Morale ................ - .............. --.. ---·-.. - ·--C3 
_ _ Pikemen .-....................... - ............ - ............... -0 
_preacher .. ---·-·-·---............. -·--·-··--·--U I 
__ Squire ...... ·-·------.. ·--.. -·---.. ···--·----C3 
_ _ Tivadar's Crusade .......... _, _______ U2 
__ Wilch Hunter _________ UI 

Fallen E1111r1s 
ll'llllCIS 
_Aeolipile ............. - ... - ............. _____ ,U I 
__ Balm of Restoration .................... __ .......... U I 
__ Conch Horn .................................................... Ul 
__ Oellf's Cone .. - -·------·-·------ C 
__ Oelif's Cube. _________ _ ___ .UI 

_Draconian Cylix .Ul 
_Elven Lyre .Ul 
_Implements of Sacrifice ____ Ul 
_Ring of Renewal Ul 
_Spirit Shield ____________ ,Ul 
_.Ulyon Sword ___________ UI 

lllCll 
_Armor Thrull (x4) .................. _____ ,._··--·C 
__Basal Thrull (x4)-------·--···-·-·--·C 
_Breeding Pil -·-.. ······-----···---.. --U3 
__Derelor -------------Ul 
_Ehon Prae1or UI 
__ Hymn 10 Tourach (x4) C 
__ Initiates of 1he Ebon Hand (x3) __ c 
~lindstab Thrull (x3) ________ c 
_Necrile (x3l --·--·--·-----·C 
_ Order of the Ebon Hand (x3) ....... -·-·--·C 
_ _ Sou I Exchange ·-·-----.. ··-.................... - .. U3 
__ 1lirull Champion ............... - ............... -Ul 
__ 1l1ru II Retainer ,_ ... ... .. _ ............ - .... -.. - .. U3 
__ Thrull Wizard ........... -·-··----------·U3 
_Tourach's Chant .·--·--·-·---··-·-U3 
__ Tourach's Gate ·-----·------.ut 
Biii 
__ llomarid Shaman Ul 
_River Merfolk ________ Ul 
__ Vodalian Knights _______ ,_,, ___ .. UI 
__ Vodalian War Machine _______ .. __ ,. __ Ul 
_i)eep Spawn .............. --......... - ....... _ .. u; 
_High Tide (x3) ... - ... .. - ... - ... - ...... - ... - ..... C 
__ Homarid (x4)------.. ·---.. -------.. - ..... C 
_Homarid Spawning Bed. _____ u; 
_ _ Homarid Warrior (x3)--- ----C 
_Merseine (x4) C 
__ Scasin~er U3 
---5vyelunile Priest U3 
__ Tidal Aa1s (x3l-----.. --C 
_ Tidal lnfluence •. ________ ,. __ UJ 

_Vodalian Ma~e (xll----·-----.. ---C 
_Vodalian Soldiers (x4)----···-........... - .... C 

Gree1 
_Elvish Farmer .............. ---·--------... U I 
_Fun(lal Bloom Ul 
_ _ Thelon's Curse Ul 
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__ Thelonite Monk ...... ____________ u I 

_Elven Fortress (x4) -----·--··------·C 
_Elvish Hunter (x3l-----------C 
_Elvish Scout (x3) c 
__Feral Thallid U3 
_Night Soil (x3) c 
---5pore Qoud (x3) C 
--Spore Aower _______ .u; 

_ Thallid (x4)----·--· .. --------------C 
__ Thallid Dewurer ............. ____ ,. __ .u; 
__ Thelon's ChanL---··- ·-·---...... _ .. __ ,U3 
__ Thelonite Druid ........ ·-- ·------·--.u3 
__ Thorn Thallid (x4)----- ---C 

11111 
__ J louomless Vault Ul 
_Dwamn Hold ______ u 1 
_Dwamn Ruins U2 
__Ebon Stronghold. ______ u2 
_Havenwood Battleground ... ___ , _____ ,U2 

_Hollow lrees- ... --.. ------------·-·.ut 
_lcatian Store ...... - ... ·-------.. --·-·---·-U I 
_Rainbow Vale-.. --·-·· .. --.--.. --···---... Ul 
_Ruins of Trokair .• - ........ ----·--............ U2 __sand Sllos. _______________ u1 
---5vyelunite Temple _______ u2 .... 
_Brusdaw Ores (x4) C 
_Dwarven Annorer ____ . __ ,Ul 
_Dwamn Calapult ____________ ,U3 
_Dwarven Lieutenant _______ ,_,,_ .. U3 
_Dwarven Soldier (x3) ···--···-----··--·C 
_ _ Goblin Chirurgeon (x3)--..... - ............... -.C 
__ Goblin Flolilla ... - ............. - ... ---·-··· .. - .. U I 
_Goblin Grenade (x3) .·-----.. ----··----·C 
_ _ Goblin Kites ·-----·---.. ------·----U3 
_ _ Goblin War Drums (x4l-----C 
_ _ Goblin Warrens UI 
__ Orcish Captain U3 
_Ordsh Spy (x3) C 
_ Orcish Veteran (x4)---·-···---C 
_Orgg _________ .. ________ .... _.,.U I 

_Raiding Party ·--·-----··· .. ····---...... _.UJ -· _ Combat Medic (x4) .. -.. ----··-··- .. C 
_Farrel's Mantle. ________ .. _, _____ U3 
_Farrel's 7.ealot (x3) _________ c 
_Farrelile Priest U3 
_Hand of Justice Ul 
_Heroism U3 
__.lcatian Infantry (x4)-------C 
__.lcalian Javellneers (x3J.--··---·-·C 
__.lcatian Ueutenant _____ , ____ ,, __ ........... Ul 
__Jcalian Moneychanger (x3) _ ......... _ ............. C 
__.lcatian Phalanx ·----·--·· .. -----...... U3 
__.lcatian PriesL ................... __ ,, ___ .......... U3 
__Jcatian Seoul (ii4)---.. ·----·-C 
__Jcalian Skirmishers __________ .. Ul 
__.lcatian Town Ul 
_ Order of Leilbur (x3) C 

Chronlclas 
ll'llllCIS 
_Arena of the Andents--··-··------Ul 
_Ashnod's Altar _______ ... _ ................... ___ CZ 
_Ashnod's Transmogrant ____ ,,_,, ___ cz 
_Barts CaBC --·-----·-·-------Ul 
_Book of Rass Ul 

Wizards If 1111 Clllt 

__Bronze Horse _____ , ___ ,, __ ,, _________ ... u I 
_Feldon's Cane _____________ C2 
_Fountain of Youth ___ cz 
_ _ Gauntlets of Chaos .. Ul 
_lforn of Deafening Ul 
_)alum Tome Ul 
_Jeweled Bird Ul 
_Living Arrnor ________ ,.,C2 
_ Obelisk of Undoing ____ , ______ ,,_, ....... Ul 
_Rakalite .. _ .. _______ ··--··---.. ··--·- ·---Ul 
____Runesword ......... .. _ ..... - ... -----··· ........... C2 
---5entinel ............... _ .. ______________ ......... U I 
---5erpent Gener1tor ... - .... ·--·----·- -Ul 
__ Tormocl's Crypt. __ .. _________ cz 
__ Triassic Egg,_______ Ul 
_Voodoo Doll Ul 

lllcl 
_Banshee U3 
_s08 Rats·-----------·---O 
__ Cuombajj Witches--------··----C3 
_Fallen Ange'-----·-----·------Ul 
__ Giant Slug ............... _ ........... -··--·-··-·C3 
___Hasran Ogress __ _______ ,, ___ ,_,, ____ ,,_CJ 
_liell's Caretaker__ _________ Ul 
__ Shimian Night Stalker ·--------U3 
_ _ Takklemaggot U3 
_ _ The Fallen U3 
__ The Wretched Ul 
__ TransmutatJon __________ CJ 
_Wall of Shadows. C3 
__ YawgmOlh Demon-----·---··--Ul 

1111 
_.Azure Drake - ··-·---·---····------... U3 
_Boomerang ... _ ...... _ .. _____ ,, ____ .. ,_, ___ .... CJ 
_Dance of Many. .UI 
_Dan~n-------------0 
_ _ Enchantment Alteration U3 
_Fishllver Oil C3 
---1'1ash Flood C3 
_ _ )uxtapoSt.--.. .Ul 
__.Puppet Master .•• ___ ,, ....... _____ , __ UJ 

_Recall ........... --.. ·----.. ·--·--·-··-·· ..... U3 
_Remove Soul ..... --.............. --.. -----.... 0 
__ Tele port ...... - ·····---·-------.... - .... ·····--·U 1 
__ Wall of Vapor ·- · .. ·-----·-·--------C3 
__ Wall of Wonder .. -----·--------U3 ... 
----Arcades Sabboth U I 
_Axelrod Gunnarson Ul 
_Ayesha Tanak•-··-------Ul 
__ Chromium·--------··-- ·--·-·--Ul 
_J)akkon Blackblade_ ................. _ ........... Ul 
__ Gabriel AngelOre ............................ - ........... U I 
__ Johan. ____ .,_,. ____ ._., ______ , ____ , ..... U I 
__Kei Takahashi ... - ........... _____ .. ___ , ___ .... c I 
_Nebuchadnezzar _________ UJ 
_Nicol Bolas _____ ,. _____ u1 

_palladia-Mors Ul 
_Rubinia Soulslnger Ul 
__$ol'bnar the Swamp King ___ UI 
_Jtangg .. Ul 
__ Vaevictis Asmadi Ul 
_)(Jra Arlen ____________ ,. ______ UI 
_Marhault Elsdragon .. ___ , _______ ,,_, ___ c I 
__ Sivllrl Scarzam.-·--·--··--·······----Cl 
__ Tobias Andrion ·--·-------------.......... Cl 
_ _ Tor Wauk1---·--·--·------Cl -__ArgQ!hlan Pixies, ______ CJ 

__ Cal Warriors .. - ... - ......................... _ .... , ••• C3 
_ _ Cocoon __ ......... - .... - .... ------·--....... - .. U3 
__ Conrordant Crossroads ______ u1 
__ Craw Giant U3 
__ Cyclone Ul 
__Emerald Dragonfly C3 
____Erhnam Djinn U3 
_ Ghazban Ogre._ .. _________ CJ 
_Metamorphosis- ...................... - -.. --.. --.. 0 
_Rabid Wombat ... _, ________ ,, ____ .u; 
_Revelation.-.. - .............................................. U I 
---5cavenger Folk ............. - ............. --.. --...... 0 
--Storm Seeker ·----------·-·--.. .u3 

111111 
_ _ City ofBrass Ul 
---5afe Haven_ Ul 
__ Urza's Mine (Bathyscaph Cl 
__ Urza's Mine (Pulley). ________ c1 
__ Urza's Mine (Tower) ... -----·------Cl 
_Urza's Mine (Tunnel Mouth) _____ ....... Cl 
__ Urza's Power Plant (Bug) ............ ______ Cl 
_Urza's Power Plant (Columns) ...... - ...... Cl 
__ Urza's Power Plant (Sphere) ... - ........ _ ... Cl 
__ Urza's Power Plant (Vat) .. ----···-.. Cl 
_ _ Urza's Tower (Falij __________ Cl 
__ Urza's Tower (Spring) Cl 
__ Urza's Tower (Summer) Cl 
__ Urza's Tower (Winter) Cl 

1111 
_Active Volcano .............. ______ ,,, ...... ____ .... CJ 
·-Aladdin ........ --·-----·-------.. --.. Ul 
_Beasts of Bogardan ............... ........... - ..... U3 
_BloOd Moon ...................... - ......... ___ ,. __ ... u I 
_Fire Drake._._ .... _ .. __ ...... ________ u3 
__ Goblin Artisans ________ u; 
__ Goblin Digging Team ______ C3 
__ Goblin Shrine .C3 
__ Goblins of the Flarg C3 
__ Land's F.dge Ul 
_Mountain Yell __ .• C3 
_primordial Ooze ..... - ... ·---·-·--·----U3 
~Wall of Heat_,_ ....... - ............................... 0 
_ _ Wall of Opposilion .................. ______ ,. __ UJ ..... 
_Abu Ja Far----·-·-····-·-· .. U3 
_Akron Legionnaire _____ , ____ Ut 
_Angelic Voices U I 
_Blood of the Martyr _____ u3 
_J)~venant Archer ... C3 
_Divine Offering _CJ 
___Indestructible Aura ·------···-----0 
_ivory Guardians ... ______ .. ___ ,., ............ _ .. UJ 
__Keepers of the Faith ........ --·---.. --.. ·--·C3 
__i>etra Sphinx --·-·-........... _ ,,, _______ u1 
_Repentant Blacksmilh.- ... ·-·--· .. ··-.. ·---C3 
---5hield Wall ________ ,. __ u3 

__ War Elephant---···----------0 
__ Witch Hunter _______ UJ 

ICIAll 
ll'llllCll 
_Adarkar Sentine.l. __ . __ , ...... - ... - ........ U 
_Aegis of the Meek _ ..................... - ............... R 
_Amulet of Quoz ·-·-- .. -·---·-·-···--·R 
_Arcum's Sleigh _____ .. ______ .. _. ______ .. u 
_Arcum's Weathervane _____ u 
_Arcum's Whistle U 



AD 

__ Barbed Sextant ...... - .................... ................ C 
_Raton or Morale ·-·--·--·-··-··--·U 
__ Ctlestlal Sword R 
__ Crown or the Ages-----~· 
_Dtspotk Sctpttr _____ _... 
_.Elkin Bottle R 
_ Fyndhorn Bow U 
_Goblin Lfre R 
__Jlem1tite Talisman U 
__Jee Cauldron R 
__Jcy Manipulator U 
__Jnfinite Hourglass _______ R 

_Jester's CaP---------------·-·--·R 
__ Jester's Mask-----····-·--·-·-···-·-····R 
__ Jeweled Amulet... ______________ u 
__ Lapis Lazuli Talisman U 
__,\1aladille Talisman U 
_Nam Talisman U 
__ Naked Singularity R 
__ Onyx Tallsman _____________ u 
_i>cntagram or the Ages.·-·------·R __ Pit Ttap _____ , _____ u 
___Runed Ar R 
__$hleld of the Ages U 
__$kull Catapul U 
__snow Fortms _______ ..., 

__$oldcvi Golem,------~· 
__$okle\•I Simulacrum U 
__staff of the Ages R 
__$unstone U 
_TimeBomb R 
__ Urza's Bauble U 
__ Vexin~ Arcanix ... _ ........... _. _______ R 
__ Vibrating Sphere .......................................... R 
_Walking Wall ..................................................... U 
__ Wall of Shields .... _ ................. _ ...... ---U 
__ War Charlot____ U 
_ _ Whalebone Glider U 
__luran Orb U .... 
_Abyssal Spedtr U 
_Ashen Ghoul U 
_Brine Shaman C 
___Burnt Offering · C 
__ Cloak of Confusion.. C 
__ Dance of the De,ad_·-·----------·-U 
__J)ark Banlshln1t----·------·----C 
__J)ark RlluaL __________ ,C 
__ Demonic Consultation U 
__J)read Wl1tht _______ _., 
__J)rirt or the Dead u 
_ _ Fear C 

_flow or Maj!gots.--·---·---R 
_foul Familiar ·-·-·· .. ··----·--------·C 
__ Gangrenous Zomblcs ______ c 
__ Gau of Pain C 
__ Gmtbind R 
__J~ttatomb R 
__Jfoar Shade C 
__Jfowl from Beyond C 
__ llyalopterous 1..tmure U 
__Jctquake U 
__Jnftmal Darkness R 
__Jnfernal Denizen ______ .. 
_Kfeldoran Dead C 
_Knight of Stromgald __________ u 
_Krovikan Elementalist--····--·-·····---·-U 
__ Krovlkan Fetish.-............................. __ , •. C 
_Krovikan V.mpirc. _____ ·---·-- ·-----U 
__ Legions of Um-Dul C 
__j.tshrac's Rite U 
__J.tshrac's Slgil U 

Magic: the Gathering 
__um-Dill's Cohort. .................... - ............. , .• _,.c 
__um-Durs Hex .. _, _____________ , ____ u 
__ Mind Ravel C 
__,\!ind Warp U 
__,\1ind WhiP-------~· 
__j\1inion or l,eshrac R 
__,\1lnion of TC\'tSh Szat R 
__,\fole Worms U 
__,\foor Fitnd C 
_Ntcropotenct--------" 
_Norri II C 
__ Oath of Um-DUI ______ ., 
___..l'tstilence Rats C 
__;>ox.-·--·------·------R __$eizures _________ c 
__songs of the Damned C 
__soul Burn C 
__$oul Kiss C 
__$poils of Evil R 
__$polls of War _________ R 

__$tench or Evil.... ......... -----·------·-U 
__$tromgald Cabal __ R 
__ Toudi of Death C 
__ Withering Wisps U 

Bin 
_Arnjlot's Asctnt C 
__ J blduvian Conjurer U 
____Balduvian Shaman C 
_llindlng Grasp U 
_Brainstorm C 
_llrealh of Dreams U 
__ Clairvoyance --------------·C 
__ Cou nterspell .•.. _ ..... __ ..................... - ..•.•••. C 

__J)efleaion ... ----··-·-······-····-·"···········R 
__J)reams or the Dead •..•• _ .. , ....... ,_, ___ , ..... u 
__Enen•ate C 
_Errant Minion C 
_Essence Flare C 
_force Void U 
_Glacial Wall U 
__J~droblast c 
__Jcebtrg U 
__Jcy Prison,--------~· 
__Jllusionary Forces C 
__Jllusionary Presence R 
__Jllusionary Terrain ________ u 
__Jllusionary Wall _________ c 
__Jllusions of Grandeur _____ R 
__Jn fuse C 
_Krovikan Sorcerer C 
___:\lagus of the Unseen R 
__,\1esmerlc Tranct R 
--i\'listfolk ____ , _________ c 
____Musldan. ___________________ R 

__,\lystic Mlgh•----------R 
__,\1ystic Remora C 
__phantasmal Mount U 
__J>olar Knken R 
__;>ortent C 
__;>owtr Sink C 
___Ray of Command C 
___Ray of Era.sure C 
___Rtality'J\vi R 
__$u Spirit U 
__$hyft _________ , 

__$ibilant Spirit R 
__$liver Erne ••• -·--------·- ··· .. - ·-·--U 
__sleight of Mlnd.·------····--····-·-····-···U 
__$now Devil - ·---------·-··--·--·C 
__snowtall C 
____,Soldevi Machinist U 
__$oul Barritr U 

WIZanls 11 the c1ast 

__ Thunder Wall ............................................ - .... - U 
_ Updraft ...... - ............... - .............. __ ,_, _____ u 
__ Wind Spirll U 
__ IVinter's Chill R 
__ Word of Undoin C 
__ Wrath of Maril Lage R 
__J.ur's Weirding R 
__luran Enchanter C 
__J.uran Spelkastrr C 

llM 
_Altar of Bone R 
__ Centaur Ardier ______________ u 
__ Chromatic Armor ---····----··-----·R 
__J)iabolic Vision U 
_ Ea rthllnk R 
_.Elemtnlal Augurr-----~· 
__ Esstnct Vorte U 
_Fiery Justice R 
_fire CovenanL.... ______ u 
_flooded Woodlands ________ R 
_fumarole ______________ u 
_Ghostly Flame R 
__ Giant Trap Door Spider U 
__ Glaciers R 
__Jlymn of Rebirth U 
_Kjekloran Frostbeast U 
__,\1erieke Ri Beril R 
~'lonsoon R 
__ Mountain Titan R 
_Reclamation ________ , 
__ Skelet.on Ship R 
__$pedral Shield ___ u 
__$torm Spirit ···-.. ··-···--· .. ··--·-.. ···-·-..... R 
__$tormbind .................... --···· ........... _ .. ___ ,. ...... R 
__ Wings of Acsthir -----·--·-....... U 

Bne1 
_Aurochs C 
_Balduvian Bears C 
___Blizzard R 
_Brown Ouphe C 
_ Chub Toad C 
__J)ire Wolvts C 
_Eanhlore C 
_ Elder Druid R 
_Essence Filter __________ c 
_fanatical Fevtr --··---····----.. -·-····U 
_folk oftht Pines ________ c 
_forbidden Lort ________ R 
_forgotten Lore U 
_fox fl re C 
_freyalise Supplicant U 
_freyalise's Charm ______ u 
_freyalise's Wind---·----.. --R 
__Fyndhorn Brownie ________ ( 
_fyndhorn Elder ____ .............. ___ u 
__Fyndhorn Elves C 
_fyndhorn Pollen R 
__ Giant Growth C 
__ Gorilla Pa C 
~ot Springs R 
__Jlurricane U 
_Joh1ull Wurm U 
__ Juniper Order Druid C 
--1.hurgoyf R _Lure _________ u 
__j\laddt ning \Vind ........ ____ , ______ , .•. _u 
_Nature's Lore .... - .. - ............................................ U 
__;>ale Bears.·-··----------·R 
__J>ygmy Allosaurus------· 
__J>yknite C 
___Regtnerallon C 

_Rime Dryad .. - ................ .......... .. - .-............. C 
___Ritual of SubduaL .... _ ......... _ ____ R 
__scaled Wurm _______ c 
__$hambling Strider C 
__$nowblind ________ .n 

__stampede R 
__ Stunted GroW1h R 
__ Tarpan C 
_ _ Thermokarst. U 
__ Thoughtlteeh U 
__ Tinder Wall C 
__ Touch of Vitae U 
__ Trailblazer ____ . _______ R 

__ Venomous Breath.·-------.. -·--·-U 
__ Wall or Pine Ntedles .. ______ u 
__ WhiteouL.... U 
__ l\1itigo R 
__ Wild GroW1h C 
__ Woolly Mammoths C 
__ Woolly Spider----·------C 
__ Yavimaya Gnats ...• -·-·······--·--U 

11111 
_Adarkar WaS1c5 ______ _... 
__ Brushland _______ _,, 
__ Forest (x3) VC 
__ Glacial Chasm U 
__ llalls of Mist,--------" 
_ _ lee Floe U 
__Jsland (x3) VC 
__ Karplusan Fortst R 
__ 1,and Cap__ R 

_Lava Tubes .. ·--·-----···-··------·R 
___ Mountain (x3) ..................... - ........ _ ........... - VC 
_Pia Ins (x3) ............................. - ..•.••.•• - ...... VC 
_River Delta ........... --···--·····--·R 
__ Snow.COvered Forest ··-·--·--VC 
__ Snow.covered Island VC 
__snow·Co\'tred Mountain VC 
__ Snow-Covered Plains VC 
__ Snow-Covtrtd Swamp VC 
__$ulfurous Springs, ______ ,,.. 
__ Swamp (x3) VC 
__ Timberline Ridge ______ _,, 
__ Underground River R 
__ Veldt R 

Red 
_Aggression ·-··--·-·····---.. -·---....... --U 
___J\narchy U 
___J\valanche U 
_llalduvian Barbarians C 
_Balduvian Hydra R 
___Barbarian Guides ___________ ( 
__ Battle Frenzy _________ c 
__ Rone Shama"-·-·-···-----·--------C 
_Brand or 111 Omen R 
_ _ Chaos Lord R 
__ Chaos Moon R 
__ Conquer U 
__ Curse or Marlt Lage R 
__J)wan-en Armory ___ _R 

_Errantry C 
_flame Spirit U 
_flare C 
__ Game of Chaos _ ______ ., 
__ Glacial Crevasses ______ _,, 

__ Goblin Mulant-·---········· .. ···-······--U 
__ Goblin Sappen ____ ··--··· .. ·--------C 
__ Goblin Ski PalroL ........ -·--····-···---C 
__ Goblin Snowman-----··----U 
__ Grizzled Wolverine C 
__ Imposing Visage C 
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__ I ncincrate ···-··-·-··-··--··-·····-· .. ·--··-·········-·( 
__ Jokulhaups ______________ R 
__ Karplusan Giant U 
__ Karplusan Yell R 
__ Lava Burst C 
_Manon Strom~ald ___________ R 
___ Melee ___________ ... ________ ., __ u 

_Melt In~ ___ u 
_Mctwr Shower .. _. ___________ ( 
---'\fountain Goat C 
---''1 udslide _____________ ,, _____ ... ____ .R 

__ Ordsh ,Cannoneers ...... - .................... - ........ U 
__ Orcish Conscripts ............................................... ( 
__ Orcish Farmer .............. __ .................... .. _.( 
__ Orcish Healer __ ,.. ____________ u 
__ Orcish Ubrarian R 
__ Ordsh Lumberjadt C 
__ Orcish Squatters R 
__ Panic....._ _____________ ( 
__ Pyroblast .. ______ ........ _ .. _______ ... ____ .... c 
__ pyrodasm .............................................................. 0 
_5abretooth TIAcr .................... - ...................... C 
_shatter ··------·-----·· ... ·---.. --·------.. --.C 
__ Stone Rain __________ c 
__ Stone Spirit -------------·-U 
_5tonehands---·--------.:....-C __ Tor Giant _________________ ( 

__ Total War----·-----R 
__ Vertigo U 
__ Wall ol Lava U 
__ Word ol Blastin~ U 

Wllhl 
_1\darkar Unlwrn ............................................... <; 
_/\retie Foxes ........................................................ C 
_i\rcnson 's Aura ______________ , ____ ..... C 

_1\rmor of Faith C 
__ Battle Cry U 
_Black Scarab U 
__ Blessed Wine ________ c 
__ Blinking Spirit __ II 
__ Blue Scarab_·---·----·------··-U 
__ Call to Arms_ .. ____________ ,, _____ ,,_R 
__ Caribou Range ___________ n 
_Cold Snap __________ u 

__ Cooperation ·-------··-------·-.. ---C 
_ CoP: Black _____ ... ________ .......... - .............. c 
__ Oil': Blue ............... ___________ ......... - ................ C 
__ QiP: Green •..• ·-··--··-........................ - ........ C 
_CoP: Red... ___ c 
__ CoP: White C 
__ Death Ward C 
__ Disenchant C 
__ Drou~ht ______________ .. ______ u 

__ Elvish llealer ... ----·····-···-···-·····-··-·C 
_Enduring Renewal .......................................... R 
__ Energy Storm ____ ,, ___ ,,_,, _____ ............ _,_R 
_formatlon_. ___ , _____________ R 

_Fylgja C 

Magic: the Gathering 
__ General jarkeld- ..... ·----... --·-----·R 
__ Green Scarab ________ u 
__Jlallowed Ground U 
__Jleal C 
__Jlipparion U 
_Justice U 
__)(elsinko Rangcr _______ c 
__)(jeldoran Elite Guard ____ u 
__)(jeldoran Guard C 
__)(jcldoran Knight ______ R 
__)(jeldoran Phalanx ______ R 
__)(jeldoran Royal Guard _ , ______ R 
__)(jeldoran Skycaptain. ____ .., ________ u 
__)(jeldoran Skyknight... __________ ..... c 
__)(jeldoran Wanlor C 
___Lightning Blow R 
__J.()st Order ol Jarkeld R 
__ Mercenaries R 
__ Order ol the Sacred Torch R 
__ Order ol the White Shield ......... - ............. U 
__J'rlsma\ic Ward _ .. _ ................................... -.C 
_Rally ........ - ........................ - .............. ___ .C 
_Red Scarab___ U 
_sacred Boon U 
_seraph R 
_5hield Bearer____ - C 
_snow Hound. ____ .. ______ u 

_swords to Plowshares U 
__ Warning C 
_White Scarab U 

Homelands 
Artlflcts 
_1\pocalypse Chime ·----------·UI 
__ Clockwork Gn-0mes Cl 
__ Clockwork Steed Cl 
__ Clockwork Swarm Ct 
_Didgeridoo UI 
__Ebony Rhino Cl 
__Feroz's Ban ______________ .UI 
_)oven's Tools .U3 
_Roterothopter___ Cl 
_serrated Anows Cl 

Bllcl 
__Baron Sengir.--... --... -·-·----·--U I 
__Black Caniage _______ u1 
__Broken Visage U I 
__ Cemtt.ery Gate (x2) C2 
_Drudge Spell U3 
_Dry Spell (x2) C2 
_feast of the Unicorn (x2)-----C2 
__Funeral March .......................... - ................. CI 
__ Ghost Hounds ............. ______________ u3 

__ Grandmother Sengir -·----... --.--... Ul 
__ Greater Werewoll Cl 
_Headstone Cl 

WIZlnls 111111 Cllll 

__Jhsan's Shade _________________ u3 

__Jrini Smgir U3 
----Xo5kun Falls U I 
-5englr Autocrat Ul 
_5englr Bats (x2) C2 
__ nmmerlan F"~nds U I 
_Torture (x2) C2 
__ Veldnne ol Sengir UI ... 
__Ailher Storm __ ,, ___________ u3 
_llakl's Curse. ____ .., _____________ u 1 
__ Chain Stasis, ______ ,, ____ ,.. _______ ut 

_Conl Reel Cl 
_Dark Mau (x2) __ C2 
_forget UI 
_Giant Albatross (x2) C2 
__ Giant Oyster U3 
_Jinx .Cl 
_Labyrinth Minotaur (x2) C2 
_Marjhan _____________ u1 

_Memory Lapse (x2)------C2 
~1erdlant Saoll Cl 
~f)'Slic Dmee UI 
__Narwhal UI 
_Reel Pirates (x2) .C2 
_Revcka. Wizard Savant Ul 
_sea Sprite U3 
_5ea Troll UJ 
_Wall of Krlp UI -__An-Havva Constable UI 
_An-Havva lnn ........... __ ,, ______ u3 
_Autumn Willow _______ ijl 
_Carapace (x2) C2 
_Daughter of Autumn UI 
_fKrie Noble UI 
_Folk of An·Havva (x2) C2 
__Jiungiy Mist (x2) C2 
_)oven's Ferrtts Cl 
_.Leaping Uzard Cl 
_Mammoth Harness UI 
_l>rimal Order UI 
_Renewal Cl 
_Root Spider U3 
_11oo1s _______ u3 

_Rysorlan Badger UI 
_Shrink (x2) ___________ C2 
_spectral Bears U3 
_Willow f Krie (x2) C2 
_Willow Priestess UI 

111111 
__An-Havva Township _____________ u3 

_Aysen Abbey--.. ·---------·----U3 
__ Castle Sengir U3 
_l<mkunKttp U3 
_Wtzards' School U3 

.... 
_Aliban's Tower (x2) C2 
_Ambush Cl 
_Ambush Pany (x2) C2 
__An-7.enin Ruins UI 
__Anaba Ancrstor UI 
__Anaba Bodyguard (x2) C2 
__Anaba Shaman (x2) C2 
__Anaba Spirit Cralter .UI 
__ Chandler -------------... Cl 
_Dwarven PonY·----·---·--·------UI 
-Pwarven Sea Clan·---------·---Ul 
_l>warven Trader (x2) C2 
___Eron the Relent!Ms U3 
_Evaporate U3 
__Jleart Woll UI 
__Jrondaw Curse _UI 
__ Joven ______ Cl 
__ Ordsh Mine. ______________ u3 
_Retribution .. _____________ u3 

__ Winter Sky UI 

Wllhe 
_Abbey Gargoyles ______ u3 

_Abbey Matron <x2>-----C2 
__Aysen Bureaucrats (x2) C2 
__Aysen Crusader UI 
_Aysen Highway Ul 
_.Beast Walkers Ul 
_Death Speakers ________ U3 
__Hazduhr the AbboL .... _________ ,UJ 
_Lttches _____________ ... _______ UJ 

_Mesa Falcon (x2) ... .C2 
_l>r~h«y Cl 
_Rashka the Slayer U3 
_5amite Alchemist (x2) C2 
_5ena Aviary UI 
-5ena BesUary Cl 
_5erra Inquisitors U3 
_5erra Paladin Cl 
_$oraya the Falconer Ul 
_Trade Caravan (x2) C2 _rruce. ______________ ut 

Promodanal 
Cards 

_Arena ___ . _____ Land_ P 
__ Giant Badger ______ Grun ___ p 
_Mana Crypt ______ Artlfact......P 

___Nalathni Dragon Red--" 
_ Seftrs of ~rk Black---P 
__ Windseeker Centaur __Red_J> 

51 
. ' ! 'i • 

~~~~~~~~~~~~~~~~~~~~~~~~~~~~~- ............... ,. 



ADIS 

Unllmh1d 
c. ..... 
_J1pnnath Adhi..:._ ___ 11 __ Rl 

_Dllal Allar -------·--·-·--! L--··-RI 
___.'lunshlne Allarh•-----14. ___ .... Rl 
_MalUas Allemandt __ 15 __ Rl 
_Ghadir Alleml J6 __ u1 
_Fahd AiDaq 17 _R2 
-Armada J_ Ul 
___J)ev Ashana ?? RI 
_Julio Beilleiro ______ ,.,,,_ -34 --·-·-U I 
_ee11ow ___________ -35 _ .. ____ u2 
--8etelguesan ____ 37-._JU 
_Bitltt. ~rb 33 __ C2 
__,\van Bloodlord 40--Rl 
--Auron Bok 43 __ C2 
_Mikhlil Borisov ______ -44-. ____ .ui 

__8tt1k-Bones ·------.. -·-·- -45. ____ (2 
__Lino Briaui ____ .,_,. ____ 47,. __ , ..... U I 
__ Gemma Candiru _ _so __ UI 
_Jlmes R Cartwr~ht-5l __ C2 
___JUanloCerdo 2 __ c 1 
_Roger Chalk · J __ U2 
_Chlkutorpl ___ , _______ 55 ____ C2 

_Mihaly Cieznlci ·--·--.. -·---56 ._ .. ___ ... U2 
_5ir Arthllr Compton ______ 59 _____ .J\2 

_ Coral Entity 63_R2 
_Cbnyt D:\11bainne __ 68__RI 

Constance O:\ubalnne __ 69__1\l 
_Jean-Otristopbe 0:\ubainne 70 __ Rl 
_Monique 0:\ubalnne ........... _ 71--... Rl 
.....,_ioan1 d'Fabelle ... - ........ _____ .. _ 72 ___ ., ..... C I 
_Jllvtr Oetti ---.. --·-·------16. ___ .... CI 
_Cyril 0oros_· . ___ 8Q_R2 

__Akom Enaimb g5 __ u1 
_Me!inaf.scobar 86- U2 
_Man~i. Eselbrusl---~--Rl 
__Abanobi Famanl ________ 88 __ ., __ ,U2 

_Harry F•lllt-----......... ____ 89 .............. R I 
--1o11 Faru:z1_. ___________ 90_ .. _____ c1 
_Ben Fealhtr·011-Wlnd __ 91 __ u2 
_Mugly Flats 92-'JI 
--Frogl>mth 1oo_ c1 
__Fr1nk Gennaine ___ l(M_ C2 
_Deborah Grierson ________ l07 ·-·-·-RI 
__Erik Gudnt ..... _____ _ .. _ ... 108 ......... _R I 
__Anwar Hallajln _____ 109 ____ R1 
_. _ Umar Halleen 110- RI 
_ TMlll!ht Hammtt ___ 111_c1 
_BarbtrHammoctc 112- CI 
_Leif Hardarson _113 __ c1 
_}lank Henderson -·--·-------114 ............ R2 
_saxotr lkrmann .... _. ____ ., ___ J l 5 ...... - .. U I 
__Kunigundt Hlmmelsbach ....:.l l7 ____ c1 
__Isa 1£aq 123-CI 
_Mamduh Jalla 128- RI 
-JohnnyKuoo l30_ UI 
__JJ.ns Knudfon lll- C2 
_Joey 1eo._ .. ______ .. _ .. __ 1J4 ... ___ u2 
-Rl«or KwaseL_ .. ___ .. ______ 135 _____ u I 
-~ L.azarus ____ l39. ___ Rl 
_Lee G'won Foo 140- Ul 
_Lope 143- UI 
--AbelUido 145 __ u1 
__ Giovanni Mancin1 ... --146_ C2 
_Mantn _______________ 147 ____ .. ,Cl 
___Ann Marabu ___ ., ___ .. ___ .• 148-_ ..... Cl 
___JUardo Martlnez ____ l49- .RI 
--Fabrissa Melors 1 so_ u2 
__Molly, Queen Mum/Baboonsl54-R2 
__Dr. !'Iulo Montserral-156- Ul 

On-the Edge 
__Akio Morlmoto., __________ 157 .. _. __ ,Cl 
__Abdullah Mustaf1 ___ 159 __ RI 
_Kamorro N'Duban ___ l6l-Rl 
_Nachtmeisler 164---Rl 
_Num~rThrtt 169,__ftl 
__J)r. Furchtegou Nusbaum_l70 ... _ U2 
_Marla Oceana ,, __ .. ______ J 71 ....... - .. U2 
_Martin Oumage, ___ ,, ___ 173_, ___ u1 
_l'atrol 8aboon ____ 174 _ cz 
__Arthur Pmdrlci 175- CI 
__J>ortia 119-RI 
-1ac.t Rade m _ u1 
_DiMSh Rajpal__ _____ .... 189_. __ (2 
_Jonny Rama ... _ .. ________ 190 __ ,, __ .ut 

_Ravage ..... - ... ·---·---·----193 .......... .RI 
__Asha Rayh1r _____ 194___R2 
_Rttk Renll 196- CI 
__Angela Reyes 197- ·- UI 
_Robert Rlchardson-- 198..-UI 
__ Cherri Robinson ____ -200 __ c1 
_J.S. Rocket -···------........ ..201 ___ .... Cl 
__fernando ROilrtguez ___ ..202 .. ___ ,U I 
_Randy Rogers 203- U2 
~eksandr Romlnosky--2lM _ Ul 
__Mats Royale 205-Rl 
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__Media Skeptldsm ......... - .... - . ..A93 ........... u I 
_Cheb Mehennl.....----·····---..A94 ·---Cl 
__Mlsdiredlon (x2) A95-CI 
__Marilyn Munyaradz.I (x2)-A96-CI 
__Myriad 97 _ C2 
__Damayantl NaraslmhaiaLA98- CI 
_Anima Ntt·Owoo--A99_C2 
_Farah Nekhbet 1oo_ u1 
_Nekromuale 101 _ ct 
_Nicolai Nemeth 102._CI 
_Nickels A10l- C2 
__Dumlso Nkomo (x2).-A104- UI 
__.Bjorn Nk1m1 105.-CI 
___Leila Noureddin.-----......A106--U2 
_Yvonne Pacheco ...... _______ AI 07 __ ,,C2 
_Umberto Palladino- .... - A108- .. U1 
_Umberto Palladino-A109- Ul 
_Umberto Palladino---AIJO_ UJ 
_Dr. Jamaranathy Panll----Al I l _ C2 
__.Paranormal Unity Theory-Al 12- Ul 
__)slam Petri ••• - .... ---·····......Al 13 .. - ... U2 
__.Eileen Pitchlord .. _______ Al l4_.C2 
_Nlcolat Plesu 115 __ c1 
_i>oltergeisl I 16- C2 
_Gilbert Portwine A117- CI 
_Psi Cat (x2) 118-CI 
_JsychlcAnomaly----Atl9- UI 
_J>sychicllme Bomb--Al20_ C2 
_Blush Qu•Y-------A121 - C2 
_Horus l!Mwtll 122_ u2 
_Ring ol Gygts 123- U2 
_Fob SaUne t24 _ C2 
--Sarab l25-C2 
_secret Temple o1Thoth--A126-.Ul 

_5ephira ............................ - -·-····-Al27 .. _ ... u I 
_seven Olls ........ - .... ·- ·--·-Al28 ..... _Cl 
--5hadrach (x2) 129- Ul 
___J1anni Shahal ll0- C2 
-1-phina Shoukry-Al31 - CI 
--5lipper 132_ u2 
_J>ressure Sly (x2l------AllL-Ct 
_Jersey Smith 1l4- U1 
___Jsabel Soyinka llS- Cl 
--5packle 116- CI 
_5paulding ltUnusaipt-.A 1l7 _ u2 
__Madf:llne Svora (ii2)-All8- Cl 
_Judy Swelter ------·----All9- • .ut 
-XAte Taylor -----····--··-.... - Al40- .... C2 
_Teleklnetlc Punch--A141- C2 
_Throttle 142- Ul 
_Topaz Tidore (x2)--A14l- Ul 
--5teno Topic 144- CI 
_Raul Trevlno ...... - ......... , ___ .... A145 ... --C2 
_ Ur-Master.-.. ·-----·-----A146 .. _ ... U2 
_Alisher Usman (x2)----Al47- UI 
_Dr. Marla Valdez 148- U2 
__.Ell~ Wu (x2) 149- Ul 
_Ginger Yang 150- C2 
_Yashga 151 - C2 
__)sis Zaman .. ______ Al52- - U2 
_Qubilah ZerouaL--A15l- U2 
_Janis . CHASE 1- UR 
_5igne Lathlere __ CHASE 2- UR 
_Grim Unden ___ CHASE 3- UR 

_Chris Robinson ----··-·-CHASE 4 _.UR 

Manel: Overpower 
__Mighty Shield _____ ........ 
__stars 6: Stripes------" 
_5uperSold~~------~ 
_CARNAGE .... ·-·------.UR ___Jnsane Ragt _______ __.R 

_Olmb _______ ~. 

_Bladt Hand-------" 
--5ymblotlc Wfb• UR 
__Ruthlm". UR 
_COLOSSUS.-··----·---U 
__Metal Barrier ----------R 
--5kln olStttl ______ _., 

--5mash Obfed------" 
_Haymaker------~· 
_fastball Special-____ _., 
_CYCLOPS U 
_Visual SWtt!I-------" 
_Optic Obliteration U 
__Iearltss Ltldtr U 
_Wide Beam U 
_Ground Blast• UR 
_DEAD POOL U 
_J(JUll!i Machlne ____ __.R 

_5uper SPY-·-----·-------·-·----U 
__Regeneration .. -----·-----···--·U 
__Assassin• UR 
_Jtigh Thmhold ol Pain•---UR 
----1>0CTORDOOM----~ 

RMr,llC . 

_Conaission Beams .R 
_f.nergy Dampening Field R 
_1lme Machine-·------" 
_5uper Genius' ·-·-··-----.. ·-·---.. --UR 
_Villainous Plot•_ UR 
_.DOCTOR OCTOPUS U 
_'1ulll·Armed Me~ U 
_Villainous Shield C 
_Criminal Mastmnlnd .. U 
__Evasive Adlon .. -·-···-·-··-·--·.R 
_Graspi"i Tentldes" ..... ____ ,UR 
_ELEKTAA UR 
_Ninja Masttr U _5ai ________ __,_ 
--Anticipate _______ .., 
~umction ______ ..n 

__Martial Artist• UR 
_GAMBIT U 
--52 Card PickuP-------" 
___.)nterctpt Object _____ ~. 

_Staff Altadt ______ -" 

_Charge Object U 
_Charm• UR 
_HOBGOBLIN .. -·-··-···--·--·····-·-··UR 
__Razor Bats .......... ----···-·-···--·- -...... .R 
_Goblin Glider --------- ·.R 
_Concussion Grtnades U 
_J>umpkln Bomb U 

--5tun Gas- UR _HUUC _______ -" 
--5hrug orr _________ ~ 
_Gll!en Golialh ... ---··----R 
_Jtulk Smash-·-···-----···--·--··-U 
_f.nraged• UR 
__lntimldate- UR 
_HUMAN TORCH UR 
_fire Storm R 
___Jnlerno ------------····-·_.R 
--5earll!i Heat----······-·------R 
_fire Shield ______ -" 

__Nova Bu1$1• UR 
___JNVJSIBLE WOMAN UR 
_l,k\sttn Assalt.nt. _____ _... 

___Jor~ Field-------" 
__lnvisiblllty ______ __... 

__lnvisible Ram• UR 
_Bubble Shield-.. ...R 
___JRON MAN UR 
-~aled~n R 
__Radar Warnl"i-----~· 
__Jn the Unt ol fire _____ ,_R 

_Heal Seeking Mbsle" ... --·-··--·UR 
_Tactical Compute~ ........................... - .. UR 
_JEAN GREY---------U 
_ _ Mental 0enect1on u 
__Mind Sca.n U 



Marvel: overpower 
R•r.llC. 

_Telekiool.s" u _Cosmic Htaling _71+3 Machine Gun UR _Annihil.ttion Affair I u 
__ Mind Over Matter R _Jowu Cosmlc" UR _ 81+1 Booster Shot _Annihil.ttion Affair 2 u 
_Telepathic Unity" UR --5PIDER·MAN UR _31+2 Oiain u _Annihilation Affair 3 u 
__JUBILEE c __Arachnid Agility _81+ 3 Crossbow _Annihll.ttion Affair 4 u 
___Jlln'Of'ks u _Web Shield _ _ 61+1 llOI Dog Ca c _Annihilation Affair 5 u 
__5pettrum Tease ---R _WallCtawl u _61+2 Manhole Covtr u _Annlhll.ttion Affair 6 u 
__.Blinding Flart u __5pider Sense R _61+3 Dllmpsltt _Annihilation Affair 7 u 
__Distracting Bu rsl u Web• UR _ 71+1 Hunk of Aspllllt c ---1'.W Atlrldions I u 
__J>lasmoid flash• UR --5PIDER-WOMAN u _ 11+2 Tttt u ---1'11al AltRC.'lioos 2 u 
__MAGNETO UR --5pider Slmlgth u _ 71+ 3 Taxi Cab UR ---1'1tll Allrldions 3 u 
__Rrpel Objed R --5pider Attack u _ 81+ I Girder c ---1'a11l Allrldions 4 u 
___Evil Geniu _WebUncs u _81+2 Limp Posl u ---1'ai.l Attractions 5 u 
_Gnvity Altmtion ______ R __Arachnophobia u _ 81+3 City Bus ---1'atll Attractions 6 _____ u 
__,\1agncUc Shield ________ , ____ ,R --"51 Web• ____________ UR _6E To Usel6E+ l+l ______ .R ---1'a1al Attractions 7 ______ u 
_l>aralyu Opponcn1• _____ UR ___.sroRM UR _7E To Use/6E+2+2 ______ uR _lnfestalion Incident I u 
_MR. FANTASTIC UR _Chain Ughtning u _8ETo Use16E+l+3 UR _Infestation lncidml 2 u 
--51rttch Attack __Flight u _6FTo Usel6F+l+i _ln!estation Incident 3 u 
_Team Leader R _llurricanc Winds u _7F To Usef6F+2+2----·-UR _lnfestalion Incident 4 ____ u 
_l>rocect Teammale.---··-·--···--R ___Emotional Outburst•. _______ UR _8FTo Use16F+ I+ 3 -------···-----UR _Infestation Incident 5--·--·---- U 
_ lngcnuily-·--·----------·-··-····-· .... U __summon fJemental Powe,. --·----UR _6S To Usel6S+l+l ----·········-····· .. ·-UR _Infestation lnddenl 6 .• ·-------·----U 
_l'ython Hold• ·--·· .. ·-··---··--·-·-.. ···--·UR _THING •••. ·------·----·----··········U _7S To Usel6S+2+2 •..•••..•..•. ______ UR _Infestation Incident 7 -··-------------·U 
_MYSTIQUE---··-········- ······-----·-UR 

_Temper Tantrum. __________ .R _8S To Usef6S+ l+l---··-···-·--·---·UR ---1'alal Attnctions I ____ u 
_ Cool Under firt ____ _____.R _Rock Skin ____ u ---1'a11l Attractions 2 u 
_lnOllnUon u __.Bear Hug u ll'lllllll ---1'atal Attractions 3 u 
_ Commando Raid _Clobber in· Time• UR --5 EIS To Use/+3 EIS u ---1'atal AllRC.'lions 4 u 
__surprise Attack• _______ UR _Revoltin' Development• ___ UR --5 EIS lb Use/+4 EIS _____ u ---1'atal Attractions 5- u 
_Illusion o! Ally _.R _ntOR u --5 FIE To Use/+3 FIE _____ u ---1'atal Attnctions 6------U _OMEGA REO _______ UR __Mystic Uru Met u --5 FIE To Use/+4 FIE ____ u ---1'1111 Attractions 7 u 
_KGB Training _J>rocect Team1111te u --5 F/S To Use1+3 FIS _____ c _lnfmity Gauntlet I c 
___samJjciaJ Lamb __Mjolnir Speaks -5 FIS To Usel+4 FIS c __Jnfmity Gauntlet 2 c 
_Drain Ufdon:r _Jowtt ol Asgltd- UR __Jnfmily Gauntlet 3 
_ Carbonadium Coils _God ol Thunder c .... Cir*: __Jnf111ity Gauntld 4 c 
_Tendril 'Jidlcs" UR _VENOM UR __Jnfutity Gauntlet 5 c 
__J>ROFESSOR X UR _Rampa c ........ __Jnfinity Gauntlet 6 c 
_Cert bro u _Creepy Crawler _I EIFIS c _Infinity Gauntlet 7 
__)(-Mm Founder u __Alien Webbing __Maximum Carnage I c __:iEIFIS c _J>sychic San u --5ymbiocic S111re- UR _lEIFIS c __Maximum Carnage 2 c 
__l'slonic liokl" UR _l>anic Attack· UR _4EIFIS c ___Maximum Carnage 3 c 
_Telepathic Coordillltlon• ___ UR _ WAR MACHIN u __ Maximum Carnage 4 c 
__J>SyLOCKE UR _llidden Weapon ... ___Maximum Cafllll' 5 c 
_Combat Pro~ _GuidedMis'silt u ___Maximum Carnage 6 c _lE(Nebula) c --"51 Fighting .u ._.Energy Shield .U ___Maximum Cafllll' 7 c __:iE{Btack Cal) c _Thought Probt _Unleash Arsenal' R 
__Mental Hold- UR __.Baille Compulel'° UR _lf{Sluron) c 
-"5ydlic Knife" UR _WOLVERIN UR _4f.(Elec:tro) c 

-5E(untury) c _PUNISHER UR __.Berttrk Attack u 
---1'ull Auto .u __5nikl u _6E(Storm) c 
--5moke Screcn _______________ ,.R ___Fighting Instinct __ u _7F.(Cydops)-- u 

.__5nipcr ---------·-··--·-·····--··--.R __Jle·------·----·---··----·-·u _8E(Profrssor X)-------·-----·------R 

--5ecret Weapon• ·····-----··----··--·UR ·~mal• -----------UR _·_1F(Bloody Mary)·-······------·------C 
_Vendetta• ----------UR __:iF(Black Widow) ·-------·-C 
_RHINO u _J}ealh From Above- _lF(Long Shot) __ c 

_4F(Nightcnwler)_ c _Pinball Blow _________ u _God ol Mischief• 
_Romp'n S1omp-----·------·U _Guardian Angel• ____ __)( --5F(Vtnom) c 
_Rhino llide ________ , _____ ,, ___ , __ .R _Unlucky 111..ove" __ .x _6F(Wolvtrlnt)-------------C 
_ Bowl Over _____________ .R _Gamma Terro ... .x _7F(Domino)-----------·---U 
_Rhino Cha~--------·U _Web-Headed WIDrd° _8F(Cyber)--------..R 

_IS(Arthangen c _ROGUE u 
_lnlercepl Attack .u .... Cira __2S(Spider-Man) c 

-3S{War Machine) c --5kySoar u _61+1 Generator c _4S(l.ok~ c _super Strength _61+2 Powa Uncs c 
_l'owtr Transfer u _61+3 Energy Enhancer R 

--5S(C)>ber) c 
_6S(Super Skruln c __Mutaaenic Drain• UR _71+1 Energy Booster c 

--5ABRETOOTH u _71+2 Energy Maximi:zer c _7S(Thin«) u 
_8S(Aboml111tion) __.BloodlllSI R _71+3 PowtrCosmic UR 

---1>a~r Semi u _31+1 Divine 1~---C ...... c.a _llelling FadOf u _31+2 Alien 1idmolocY u 
_Wildcat Allack u _81+ 3 EM Fon:r Unts R _.Age of Apocalypsie I u 
__.Blood Hunr R _ 61+ I Throwing Blades c _.Age of Apocalypsie 2 u 
--51LVER SURFER UR _61+2 Hand Gmiade c _.Age of Apocalypsie 3 u 
___Energy Prottdlon u _61+3 Laser Pistol _.Age of Apocalypse 4 u 
-"«ce Shidel _ 71+1 Rocket Llundier c _.Age of Apocalypse 5 u 
_Rearrange Mauer _71+2 Sword u _.Age of Apocalypse 6 u 

_.Age of Apocalypse 7 u 
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.· limbed& 
un11mn1d 

IC1IMI 
---5hape Shill C 
---5neak Attack _______ u 
__ Taun U ... 
_Faerie Kin ·----·----·----------·R 
_Flame Spiril ---·--... -... ·-----·-·----U 
__ Gaffiinll Pcs1 ·-···---.. -----.. -·-- ----.... -C __ Gangrcl Ally, __________ , _______ R 
__ Grcal Bison___ R 
__ Kinfolk-Small Town Cop _____ R 
_J{lnfolk.Soldier ol Fortune _____ R 
__ Kinlolk·TV Reporter -----·-.. ---··-.. ..R 
_Kinlolk-Vclerlnarian ________ .. ____ ..... - .. -R 
_J{lnlolk-Environ. Actlvlsl ---·-----R 
__ Wolf Kinfolk . C 
__ Wolf Spiril C 
__ Wyrm Slayer, Ronin Garou R 

Clllnetln 
_Allamande ___ _Ralkin_.R 
_Allison Kachina _____ Wendlgo_U 
_Amari llowls-from·Soul_ Blk Fur._C 
_Anna 'Eyes/Sun' l'flfrey_ Uktena _ U 
_Anna Kliminski ___ ___,Shad. L_ R 
_Anion inc Teardrop ····---·-SlargazersU 
_Aur1?rB .. - ............................. - ........... Gurahl-.R 
__ Banana Splil ._ .. _ .... ,. .......... _, __ Bone Gn ... C 
__Blade1ooth ... -·--- - ·-----.. --Get of f .. _c 
__Blood-0n-1hc·Wind_ ___ \Vendigo -R 
__ Bron Mac F'ionn F'111nna-R 
__Buuerhu d ____ Bone Gn..U 
_ Carla Grimsson Get of f._U 
__ Carleson Ruah. ______ ...Shad. L_ C 
__ Ceroonous_ ChildJG._U 
__ CharginR Bull Wendigo_U 
__ Crick Rumwrangler __ Bone Gn..C 
_Dharma Bum &M Gn..C 
_Diem ChildJG._c 
__ Eater-of-Bears.--·-------Red Tal_ C 
__ lidgewalkcr __ __ ,, _______ Shad. L .. C 
_Evan Heals·the·Past _____ ,, __ Wendigo _C 
_Eyes·of.f rost ______ Wendigo •. C 
_Fang Jumper _____ Get of LC 
__ Gere llunts·the Hunters- Get ol f ,_U 
__ Gesar ------·------...StargazersC 
__ Gol!lol Fangs-First ··-.. ---·--Get of F .. _R 
__ Goll Mac Mourna ________ fianna__U 
__ Grck 1\vla!·Tonj?ue .. ----SIL Str .. -... U 
_Greyflst ilv. F._u 
__ Grlmfang 'ilv. F---R 
__ Growls.at-Moon Red TaL U 
__ Guides-to-Truth Uktena-R 
_Howard Koar largazersC 
_Ivan Korda had. L_ C 
__ Jacky Gecko, ________ Uktena_.c 
_Jubal! Uktena_ c 
_Julisha/IOOusand Masks-8lk Fur . ...R 
_Lamurun Ukte1111 _ U 
_Lord Albrecht ______ _s11v. f,_ U 

_Mam u --.. ··----·---.. • .. -· .. ·-----Red Tal.._.R 
_Marl Cabrah----·-··--· ... -......... -Blk Fur ..... U 
_Mor1tan lhe UnworthY--·--Fian1111. __ c 
_Morihcl lli1?h·Mountaln--5targazersR 
_Mother Larissa &M Gn..R 
_Nalasha Moon Chwr __sit Slr,_C 

_Neph1hys Mu'at .. __ .. __ __su. Str._ .. u 
_No'iri'n NI' DhonallL ______ filnna.--C 
__ Old S1orm·Chw r ___ ...Jled TaLU 
_l'asser IL Str._C 
___i>earl River ChlldJG . ..R 
_Questor Treetalker __ ChildJG._C 
_Rain puddle targaursC 
_Roar of Storms had. L_ U 
_Rogtr Olly. Glass W.-R 
_Roshen One-Arm ilv. f._c 
_Running Crttk Uktena_ C 
...-Scar Throat Lffih.KlJlfr _ Get ol F._C 
_,Scratchcs-at·Flm. ___ _Bone Gn. .U 
---5hakar .. ---· .. - ·--·-·- --- -Bagheera.R 
---5imon Genlle._,_, ___ ,_,,_ ,Glass W .. _.C 
---5ings·lor-1he·BeasL __ _ _gilv. f._c 
---5ister Judith Paws-of-UghL Blk Fur .. _U 
--5ofya SoftkilJer ___ _silv. F_ .c 
--5on·of·Moonlight. .. _ ___ f"111nna ._ U 
_,Song Chiang .. - -·--·-- Glass W ..• U 
---5po11ight.. __ .. ____ _ __ .. .Red TaLC 
__ S1ands·Uke·M011ntain __ ...Jled Tal.._C 
---5usan Anthony __ ___Blk fur. _ C 
___syntax Glass w._c 
__ Ta111ut il Str._ C 
__ Tttth-of:ntanium _ _ _ Glass w._u 
__ Thomas Kachina _ _ _ Wtndigo_C 
__ Thunder Tiger targaursU 
__ Tim Rowantree ·-·---ChildJG _c 
_True Silverhttls ChildJG_U 
__ Virus·to-Wyrm Glass w._c 
_ Volcheka lbarrurl Rik Fur. _ C 
_Walks-wllh·Might _ _ __s1L Str. __ .R 
__ Wind·Across-the·HilJs _ __ .flanna __ .c 
--7.achary Elllson-·---·--.. --..Shad. L ..... U 

C1•1111t 
___ ,~Hacking the Wyrm C 
__Bite C 
_Block and Strike U 
-81ocL_ . ____ ___ _ c 
___Jlody Blow C 
_Broken Umb C 
_Bum Rush U 
__ Careful Strike U 
__ Crilical Blow _______ .n 

_Disarm U 
_J)isembowelment ___________ _R 

_J)odge •• ----·--------·- --·--·--C _J)ry Gulch __ ,_,_ .. ________ u 
_Entrail Rend R 
__Evade and Strlke: ____ __ .n 
_Evasion ___________ R 
_Eyes GouRetL _______ . ______ ___ _ u 
___Jast Strike ·----------.. --.. ---- --.. R 
___Jeint_____ U 
__Atsh \\bund C 
__Forttful Wind'----- - -" 
_Frenzy U 
_Fur Gnarl U 
_Glancing Blow C 
_Grazing Wound C 
__J{ead Wound u 
__Jluntlng Pany U 
~pper c 
_!.ucky Blow-·-------" ___.\1angle ________ __ .R 
____,\lassive Wound ________________ ..R 
_Nerve Cluster ..... __ ,, ____ ,, __ ,, _________ u 
_No Escapt------·---------·--U 
_ORbalanced Attadl ______ c 
--Or!l•n Pundure U 
_Ovettxtended Allack C 

RAGE 
Mftl Wtlllm 11111111 

__Pack Dtfense. _______ . __ .. ______ .. _,_u 

_Rend and Tear ---·· .. ·-- ·---..... _ .. ___ ... u 
_Run Uke Hell .U 
_,Shield Mate U 
_,Solid Blow. C 
---5pine Crushed R 
_$tinging \\bund •. C 
---5urprlse Ally R 
---5urprlse Altack R 
---5~pe c 
_Taking the Death Blow- ---" 
_Telling Blow U 
__ Umbra! f.ape _ _____ ..n 

__ Vital Blow _________ , ______ u 

11111111 
_Black Spiral Dancer ______ u 

• ~ranged Moko~------R 
_Elder Vamplre __________ .R 

___Jomorl --.. -·- - - .. --- ·- - .. -- .. --.. ·--·--···C 
___Jomorl - ---·----------·C ___JurmUng _____________ .c 
__J{ogllng c 
___i>entex Forestry Team U 
___i>entex Rtfinery ______ -" 
__ The Piper _ _______ .I\ 

__J>rogenltor Mage------"' 
__J>umpkln Man U 
---5amue.I Haigh•-------" 
---5ilhouette R 
_Uktena Wyrmloe R 

~-_38 Speaal ....... _. ________ .. _______ .. c 
-9mm Seml·Auto PlstoL ____________ u 
__Bane Arrow ---------------- --U 
_Bones of Shakir Jllnd _____ R 
___lloltlecap of Shakey Mac R 
___Elder Stone U 
___Jang Dagger---- R 
___Jang Neddace of Fenris R 
____Feather of the Phoenix R 
__F1ak Jacket c 
_Flower of Aphrodite _ _ ___ .n 

__ Gnnd Klalve-------.1\ 
_!naimaSigll ______ _,, 
__Klaive______ R 
_!.una's Unks---·-·-----·R 
_Mokolt Hide---·- ------·- .. -.. - -.R 
_Moon Slgn--·----- - --- -- R 
_Natur.e Boon U 
_l'ortable Computer R 
---5ands ol Sleep R 
---5hotgun ___ ______ ~-----.. - .... R 
---511ver Ammo--·------R 
---5pear of Oetieit. _ _ ____ .R 
_War Paint of Wahya Ohni R 
_Wyrm Skln-------.J\ 

~ 
_Alaskan Yiblf llunt _____ ..n 

_Chimera U 
_Ccdsoldl u 
_c.re.znt Moon C 
__Dnanken ~IY------" 
_Entrapment u 
___Jakon U 
____Fenrls ·------·---.. ------·---.. --U 
_Full Moon------·---·-.. ·--.... - ..... C 
_Garbage Food Polslonlng .. ·--·---.. --.R 
_Gibbous Moon C 
__ Grandfather Thunder U 
__ Griffin U 

_Hall Moon ............................... ....................... C 
_llarano Gloom--.. --·-··--· .. ·--· .... -.. --.--R 
_Inbred Disorder. .R 
_Journey Onward R 
__ Journey lo 1he East -R 
_Leadership Challenge _______ R 
__ Lost Calling _________ R 

_!.unar Eclipse R 
_Matriarch Mournlnl!-----"' 
_New Moon C 
_ Owl u 
___l>eaet ol Nature R 
__ Pegasus _______ u 

_Ragnarok __ ,, ____ , .......... --·····--.. -· ....... _R 
_Ra•.·-·-·-... ......................... -.............. _ .... ,_u 
_Reclaiming the Stolen ......... _, __ ,, __ ,_,_c 
_,Scouring the Wyrm----------·-C 
_,Scouling Misslon ____ , __ R 
---5tag __________ u 
__ Uktena _ ___ ,,_, ____ ,, __ , ___ ,._, ______ ... u 
__ Umbral Quest .. ______ ,,_ .. _____ .. ____ ... _.c 
__ Unicorn _, ____ ........ ------.. --.. --.U 
__ Wendigo __________ u 
__ Wyrm Taln1 · R 

llfts 
--Alias R 
_Aura of ConOdenre U _Awe ______________ u 
-8alor's Gau _______ R 
_Batlle Song .. C 
_ _ Beast Mind_ ______ u 

__ Blissful lgnorantt---------·C 
__ Body Wrack .. - .. ··-···-··· .. --............... _____ ,R 
_llurrow ................. _ ........................................... C 
__ Camounage _ ................... ___ ......................... U 
__ Cat Fttl.--------------·U 
__ Circular Auack R 
__ Command Spirit U 
__ Coup De Grac:e _________ R 
__ Curse of Ha1rcd ________ u 
_J)istractions _____ .. ____ u 
__ Exorcism C 
__ Eye of the Cobra U 
___Jenris Bite R 
__ Gala's Vengeantt _____ _., 
__ Geas ----·-U 
__ Gift of Porcuplne •. -·---·---·---C 
__ Glib Tongue ..... _,_,.,.,_ .. ___ , _____ ,,_ ..... - ... -.R 
_ _ Greater Banlshmenl •. ________ ... ,_ ..... -.R 
__Jleart of Fury_,_ -----U 
__ Icy Chill of Despair.. U 
__ lnsigh1ful Eyes ________ c 

_Jam TechnoloitY---.. --------U 
_J{nile Wind _._,,_ .......... --......... _ .. _ ............ ___ R 
__ Lesser Banishment ________ c 

_!.una's Armor --·--------U 
__J,laster of the Pack------" 
_Merciful Blow U 
____.\leSRnger's Fortitude U 
____.\light of Thor U 
_Mindspeak _c 
_Moon Bridge Escape ______ u 
_Mother's Touch ______ c 
_ Odor of Skunk U 
___i>ersuasion C 
_Razor Claws---·----·-·-·---·-U 
_Remove Gaia's Blessing _________ u 
_Roll Over ____ ,_,, ___ ................ _ ....... _ .. _ ... ,. .. U 
---5cream ol Gaia .................... -...... - ........ ____ u 
__ Se.renitY-----·-----------------·C 
___shroud U 
---5ilver Oaws R 



-5ong of Rage .. -........ -...... -.. ---····-·-·-··-----u 
_5piril Drain- - -----·----··--R 
_5piril of the Fray ___ U 
_s1aredown ___________ c 

_ _ Slicky Paws----··--··-··-----·-C 
_survivor ··········-··········--··················-···-··-········R 
__ Take the True Form ...... ............... ·-··--·····-U 
__ Trackless Waste •..• ·--·····---···--··--·····---U 
__ True Fear-----··--·-·----------U 
_Whelp Body U 
__ Wisdom of the Seer R 

Moots 
_ _ Caern Building_·············-··-·····-·······-·········-····U 
_ _ Calling a Champion-···--··--··-··---···--····R 
__ Close the Bawn-----·----·-·-··-·R 
_lmpergium____ _R 
__ lackars Curse ___________ .c 

_Justice Under Gaia ·-·--··--·· ·····-····-··-··R 
_ _ Legendary LeadershiP··-··-·····-··-··-·············R 
__ Praise the Malformed ···················---··········-·R 
__ Quoling the Lllany ··--··-··--·····-···· ····U 
_Rite of Passage·-----------·-······· ··c 
__ RilUal Challenge__ C 
_ _ Saving Face _____________ c 
__ Silver Recoro _____ ··-·-·--·---··-··-·-C 

_5kindancer ····················---·-·- ·-····--·-··-· R 
__ The Stolen Wolf.._····-··-··········-·····-··-··--·U 
__ Tribal Alliance ···· ··· ·········· ··-·-·-··---···--·····C 
_ _ Tribal War-----·--------·---·R __ Winter Wolf _____________ c 

Past lives 
_ ... Alexander ThunderRage, ..•.. -Shad. l •. UR 
_ _ Gunnar Draugrbane ....... -···-··-Get of F.UR 
__ Jack Oebiltongue, __ ·-··--·····Bone Gn.UR 
_ Kelly Still Waters ___ __ Child./G.UR 
__Klaital Stargazer targaz..UR 
_1,eukippes---·-··-····--Blk Fur .. UR 
_Lone Wolf Lupo.·-··-----··--··-Glass W.UR 
__ Oisin Mac Gaelach .... ............... Fianna._UR 
_ Old Red Eagle -······ ·····-·········Uktena .. UR 
_Old Wo.lf of the Woods.-.. - Red Tal..UR 
_ _ Shogeka Hunter Moon . ____ WendigoUR 
__ Shu Horus _____ ..Sil Str._UR 
__ Yuri Tvarovitch ____ _..silv. F .. - UR 

Intl 
__ Gathering for the Departed ··---··-·--········C 
_Rite of Glory ·- -··--·······--···--···--·-·········· ·C 
_ _ Rite of lnvestilure--·---··········- ·-·R 
__ Rtte of \Yisdom C 
__ Rite of Woundin&--····-·--·- -·U 
__ Satire Son&--····-···-·--··-····-······--··---U 
__ Stone of Scorn·--···············---·····-··-············--U 
__ Victory Party -······-··-··-···-········--······---·····-··C 

The Umbra 
lcdons 
_ _ Fast Shift ······--·-··· ···-·····-··-·······-··- ··---·····-·R 
_Moon Bridge AUack ····---·······--··--··-··--··U 
__ Step Sideways--·-----·--·······U 

lllln 
_Childling ··--------·---··------·-··-U 
_ _ Oreamspeaker Mage -··············· ··············R 
__ Ka·Spirlt .... --··········-········-··-··-········-··--······-U 
__ Kinfolk Shaman .... ·-··-··-··-·-·······--···-··-·········C 
__ Stormcrow _______ ..•..• --····------11 

C11ms 
__ Caern of Awakening .R 
__ Caern of Bygone Visions _R 

_ _ Caern of lchiyo Modoribashi---·R 
__ Caern of Painted Sands --··-·--··-·····R 
_ _ Caern of the BloodfisL-- ·-·····----·····-··R 
__ Caern of the Cresent Moon __ ·- ··--··--·-·R 
__ Caern of the Snow Leoparo ___ .... R 
__ Caern of the Tri·Spiral R 
__ Caern of the Walking Dream ___ .R 
__ Caern of the Weeping Daughter--.R 
__ Caern of the Western Eye----·-·----.R 
__ Council for Universal Trade_···-···---·······R 
__ Wheel of Plah--·--·--·--·--·--·····--···.R 

Cbancttn 
---t\manda Withers-ln·Sun......Silv. f._U 
__Bjorn Blood·from·Stone _ Get of F. _u 
__ Cassandra Shadow·Watcher . .Blk Fur ..• _U 
__Dr. Stephen Garrlson ..• -•• - ... Glass W. _u 
_Fireclaw -······--····---··-··-··--Red Tal... ... U 
__ Jennifer Moon Wlzened. __ Child/G .. _U 
_ Laughs-at·Death Nuwisha • .R 
_Nadia Wyrmfot had L __ u 
_Naomi----·--···---- llklena._U 
___J>ctrov Tzarovich.-····--·---···Corax ... _ .•. R 
_Runs·withoul·Pad< •..••...•• - ... Fianna ·-····U 
_5ecks·lhe:rruth -----------Stargazer .U 
_5ees·through Stars •. _ •• -5il Sr. __ u 
-5hakey Mac. Bone Gn. .U 
__ Wahya·Ohni _______ Wendigo_U 

COllUt 
_Redirected Attack ..•.•... - ·-·········-········--····U 
__ Sap Strength •..•... ---····--··--····-·······---·R 
__ Umbral Flurry .•. ____________ .C 

(RlllllS 
__llunyip Spirit_. ________ . ____ .C 

__Drattosi --···-·······-·-·····------·······--··· ·C 
__Engling ··· ·---·--····--·······--··-···--··· ··········-·C 
__ Glass ElementaL .• --··--·-------- ··-·-·C 
_ _ Guardian Spider __________ .c 
__ jannok. C 
_ _ Morozhki .C 
_Nexus Crawler ···-----------·-.R 
_Night Master -···--····-···---··-····-·····-·-.R 
_Nocturna --······--···-··-·-···-·-··--···---·-·-····U 
___J>anern Spider ·-·-·---··--··-······-··· ··----·C 
___J>hantasmi .••.. ---·---·-----·-··---·---·C 
_Reject U 
_serpentine .C 
_\Vyldling __ . _________ .c 

(QUIDmllt 
_Faerie Armor ·-····-·-·-·····-··- -··--··---····-·R 
__Jleart of Moonlight .R 
__ Memory Ribbon --------·C 
_Nightmare Coin U 
__ \Vyldstone ______ ·-----·--·--····--·C 

hints 
__ Close Gau ntlet·-···--·-------·---·-···C 
__ Gauntlet Flux (+ I) .C 
__ Gau111let Flu.x (+2) C 
__ Gauntlet Flux (·1).---·-----·C 
__ Gauntlet Flux (-2) ···-···-·-·-·····--·······-··-·····C 
__Jiyperion ······-·---···--···-······-·--···-·-·····--···U 
___J>hoebe .......•..•......• -····-··-·-···--··-···-····--·U 
_$tuck Sideways ..•.. ·--·--·-·-·-···----···--··R 
__ Umbra! Wave -------··-- U 
__ Wyldstorm R 

RAGE 
wane wen Ga•• 1t1d11 

11111 
__Born to Nature _c 
_Deep Jouney _c 
__ Gateway of the Hyena ______ .c 

_Moon Bridgt Assault ·-·-----·-·--···--·U 
__ Opening the Silver Window ......... - ···--··R 
__ Parting the Velvet Curtain .. ·-·----·---···-C 
_l'ower of the Ways ______ c 
___J>urlly of Spirit _ c 
_$cent of Distinction C 
__ World of Human _ __ . _______ c 

11111 
__Banishment by the CounciL_ . ______ R 
--~nia, the Moon Bridges ____ c 
_Pack Reprimand U ··-__ J ad<a l's Quest ···--·----·----·-----···----U 
__ Quest for Spirit ---···---····-·-·--·-··· -····-C 
__ Quest for Valor --···-····-·--·--··--···U .... , 
_Ballleground .UR 
_Legendary ______ . ___ .UR 

lhl 
_Allies Gateway ···-----·---·--··-.R 
_Rite of Bindin«-------U 
_Rite of Oaiming u 
_Rite of Realm Binding ___ __ R 

__ Rile of Return.----·-·-·-·---·R 

TheWVrm 
lcdlll 
_Fooled You!! __________ u 
_Reckless StunL------·-······- --·----·R 
__ There You Are!L •. -··---······-·-·- ···· ·····-C 

Bani 11111•1 
_Business Merger U 
__ Corporate Aqulsillon U 
___j>unillve Damages ________ .c 
_Reinvestla, Profits---·-·--·-··--··--- R 
_Ritual of the Dark Spir•'----··-··--·······R 
_5urviVll of the FillesL.--····-·------ C 

•• __ Cannibal Slug •. C 
__ Corporate Security ________ .c 
_Enllcer ..... _ •.. ______ ····---··---·-·R 
_Experimental Fomori .... ·-···-·-········---···-·-U 
_Fomorl Dock Worker ·-·---·-·-········C 
__ /ad<·O.Lantcrn ______ . __ u 
_ Mad Scientist __ ___ . U 
_Man In Black R 
_Meal Puppel-------·---U 
_i>rntex Exeanive & Umousine .••... - ... -.R 
__ Psychotic Stalker ···············-···--·--··--·····R 
_Red.Headed Stepchi ld ___ ···--··----···--··-·R 

caaas 
_Caern of Rytthlku ______ .R 
_ Caem of the Blood God -··-··-··-- -··--R 
__ Uiern of the Unwashed Child ·----·-·R 
__ Trinity Hive Caern ·--· ····-···--·-·· -· ·····UR 

Clllnctln 
-..Allonzo Montoya---Abom .. _ R 

___,\melia .• __ ___ -.Ananasi_ R 
_Blossom_ Pentex_ C 
__ Chirox the Unfecling __ Bane_ U 
_ _ Corinna _____ _ _sso __ c 

__ Cou nt Vladimir Rustovich. __ TzimisceUR 
_Dr Spencer···-·-·-······ ·· ·······-···Pentex. ___ c 
__ Fangthane Bloodjaw --·----.BSD .. --·-···C 
__ The GeneraL •.. ·-···--·········- 7th Gen.-R 
__Jlunts·at·Night _______ eso __ u 
_ _ Jane Thurber 7th Gen_C 
__ Johnathon Roark ___ eso __ c 
__ Johnson P. Donovan •..... _____ 7th Gen.-C 
__Kills·lhe-Wea.k ........ -········-··-··BSD ·-·-··-U 
__Kitalid the Deciever ..•.....•..•..• Bane._. __ .. C 
__ Latonia the Tcmptress ____ Bane ____ .u 
__ Ullle Petey ••. -.- .----Pentex_ C 
_Longtooth Soulkiller _ ____sso __ R 
_Lorenz Winkler _ ____ 7th Gen._U 

__ l.otus ... -·--··----··--·-···------BSD ..• _._c 
_Maxmillian ·---··-·--···-·--··--·7th Gen._ .. c 
_Miies Kent...-··· ·-···-···-···--··.7th Gcn._C 
_Morgan ·----·······-·······-·- - ··.Rokea .. __ .R 
_Mr. lguana_ _________ Pentex- .U 
_Old One-Eye ___ _sso_ c 
_Ragnor the Terror ______ Bane._ C 

-5boragg ---······-···--·- - ----Bane._._c 
__ Snickers •......•••••.•..•••...... -.. -.7th Gen. .• U 
__.Sybil --···-·----·--·-·····--··-···..Pentex ___ u 
__ T.F. MacNell. ___ •.•.. - ···---·-Pentex._ .•. R 
_ _ Technician f-7 _____ Pentex __ .c 
__ Tsannik Bane _ _ R 
__ "fYphon the Unpurc ___ Bane __ c 

__ Uncle Freddy ·----··-·-----7th Gen .. _c 
__ Voragg the Unbound ... ·-·····-····Bane- ........ C 
__ Wailer ........... -····-·-··-··········--·-··Pentex .•..... C 
__lliyzha k ··-·····-·············-····-BSD----· UR 

C1mlllt 
_Ass Whuppin Lynch Mob C 
__Beat Unmerdful....-----------·-U 
__Bitch Slap .......•....•..•..•.. --···-····---·-·-·····c 
__ Curb Stomp ···--·-···---·-·······--···--·--······C 
_Dis-Arm--··--·· ··-------·---·---····-R 
_ Ear Lober C 
_Fetal Position __ .__ U 
_Gang Beating U 
__Jlamstringed ···--·····--·--·-·-----·-----·C 
__Jieart Breaker.·-·····-··-··----··---·---··-R 
_Reckless Swing.·--· -·····--··- -··-··- ·--········C 
_Rent Assunder ·····----··-······---··----·--R 
_5cptum Crushed. C 

l•l•••llt 
__Bane Sword ··-········-··--···················-··-······---·R 
__Blood Dagger ·····--···········--··--···-···C 
_ _ Cellular PhonL ----·-·- ····------ U 
__ Chairisaw_ _ ___ __R 
__ Churjutoc's Tusk__ UR 
__ Corporate Credit Card _____ n 
__Dr. Mordecai's llomc Chemistry Set __ .R 
__ Gooshy Gooze"' ·-· ············--·-··-·----U 
__ Lander's Nylon StockinA ·-·-·--··---··-R 
__ .I.ion's Pelt __________________ u 
__ Mage's Talisman _____ _.n 
_i\1ockmaw's Battle Axe ____ -K 
_ _ Oil of Corruplion _______ u 
___J>ipe Bomb--------·-··------R 
_Red Hot Baby Powder · ······-··-·--·-----U 
-5kln of the Hellbound.---·--·--··--·-···U 
_submachine Gun·-·-·-·--···----·--·-·R 
__ Tear Gas Cannister ____ ___ u 
__ Toga of Dionysius U 
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__ Vampire Blood •. ·-·-····--······ ·····-·--··· .. R 
__ War Knife of Benning Slmon ___ R 
__ Whip or the Wicked R 

hllll 
__ The Bat ............................................... _________ ..... R 
_Beast -of.War ............... - ....... - .............. _ .... _u 
_ _ Congressional Hearing .. _______ ,, _____ R 
__ Corporate Take-ovtr .. _ .. ______ R 
__ Defiler__ U 
_Eater-or-Souls. _______ ________ u 
_Environmental Adlon .... - ................. - ...... U 
_FBI lnvestigation ................................................ R 
_Friends In High Places ....... - .... ---- .. --.U 
__ G'louogh."Dance of Corruption" ·-----.. R 
__ Gates of Malfeas __ R 
__ Kirijama.~ Hidden Foe" R 
__ Mass Pollution ____________________ ,( 
__ Red Alert .. - ...... _._,, _____ ,, ________ ,, __ ........ U 
_ _ Spiritual Revelation ................... .. _._ ........ R 
__ Telemarketing Campaign .......... - ......... U 
_Toga Party ... ------·--·-.. ·--·---.. -·-·--·( 
__ Urban Renewal. _________ ( 

11111 
_Air of Aulhorily ................ - ... ... _ .. ___ ,, ... _u 
__ Airt Gateway .... ..... - .............................. _ .. _,C 

Ft11111111nn 
__Abominable l..ab ......................... Arcllitects.C 
--Alchemist's Lair ____ ,, ______ unal. .... _c 
__Ancestral Tomb_, ____________ vc 
_Ancient Grove _____ unaJ. _ C 
_Ancient Temple .................. _. ___ .. ____ VC 
_ _ Auspicious Termites .............. --·-·········VC 
_lllessed Orchard ........................................... VC 
__ Cave Network ... _, __ ,_ ....................... - ....... VC 
__ City Square .... - ............. .. _ ..... _, _____ R 
_Dragon Mountain .... ________ R 
_Drug Lab Unal. _ R 
_Family Estate ·-·-······-.. ··--Ascrnded .C 
_Family Home ... _ ..................... --·-·--··-·VC 
__ Family Re~1auran1 .............. _ .. ___ ....... _.vc 
__ fox Pass ...................... _ ............ _ ................ -.R 
__ Grove of Willows ________ vc 
_Hallowed Earth ________ vc 
__ flanging Coffins R 
__ House on the Hill _______ Oragons._C 
__ Illusory Bridge ......... .. ______ unaL. ___ c 
__ tnrernal Temple ..... - ............... Lotus •.. _c 
_Inner Sanctum.-................. - .... - ........ _._,VC 
_ Ja(!ged Cliffs--·-·--·------·----VC 
_Kinoshita House R 
_Liiy Pond____ VC 
_ _ Marsh ____________________ vc 
__ Mountain Retreat .................... ________ vc 
_Mourning Tree ............ -·---··-··--------·R 
__ Police Stalion ......... - ........... Unal ......... R 
_i>roving Ground U 
__ Sacred Ground ________ vc 
_sacred Heart Hospital R 
__ Secret Headquarters _ ........... Unal. ___ R 

__Airt Mastery ___ ...... .. - ............ _, ____ ......... _u 
_Allies Below.------------·-·-----U 
_llalefire. _________ u 
___Bane Moonbridge_ .. _ _____ u 
___Breath of the Defiled ............................. - .... R 
__ Consumption of Gaia ...... ............................. C 
__ Corrupting Presence ................................... C 
_Every Day is Halloween .......... _ .. ____ ....... U 
_Horns of the Impaler --·-------U 
_Infectious Touch ___ u 
_Kiss of the Wyrm _______ R 

__J,ord of the Realm .·---------·--· ...... R 
_psychotic Hallucinations _ ..... _ ................. R 
_Roar of the Wyrm ................................... .... U 
_savage Fury .. ·-·-···-----·-··-···········-.. C 
_5plinter the Weakeool Min<l ..... ______ u 
_stench of Death____ C 
_5ubjugalion or Gaia ______ u 
_suffering Bastard ......... --.. -·---.. --............. U 
__ Taste of Pain ........................ --.. --... -................ C 
__ Tutem Form ......... - .. --.. --........................... -.R 
__ Touch of Eel --·--······--···--·-··········-.... U 
__ Voice of Reason -------------U 
_Wyrm Hide _ _______ ( 

Plltl.1111 
_Mockmaw ............ _ .... _ ............................ - .... UR 

RAGE 
Whne wen Game Studio 

Quests 
__ Battle Quest ___________ u 
_llully"s Quest_ ___ , __ ,, ____ ( 
_Foors Quest ______ ,, ________ R 
__ Grudjte Ma1ch ...................... - ................... -... U 
__ Martyr's Quesl... ...... -......................................... R 
__ Serpcnt"s Quest. ..................................... _____ c ...... 
-~Malfeas _ ______________ UR 

lhlS 
_ _ Rite or Summoning ........ _ ............ - ........... _.( 
__ Rite or the Black Spiral ..... ------...... - .... U 
__ Rite of the Pentarch.------.. --.R 

Vied ms 
_Angus. The While Howler ........................... R 
_,\venging Wraith ................................................ R 
___Beat Cop ............................................................... C 
_llob Goldstein. Ace Reporter ...... -........... R 
__ Bus Full of People ------·--·C 
_ _ Cuh l..eader ________ _R 

__ CultJst ...... - ... ----·------··- .. ·------C 
_Family of F1ve ........................ _ .. _____ ........ C 
_Fan1i ly Pe1... ......................................................... C 

_ _ FBI Agenl ........ - .... - .... ·-·-----·---··-----U 
__ Garou Kinfolk.. _u 
_Glade Child U 
__ Greenpeace As$ault Team ____ R 

__ Happy Tourist ... .. -·-·-----.. ·-·····-··--R 
_High School Athlete __ .. ,. .................. _ .. _, ... ( 
_Honest Senator ......... -............. - ....... _,,_, ___ u 
_lncarna Avatar ---·-·---·-----R 
__J,ost Cub U 
_Mage of the Celestial Chorus ___ R 

_Mailman .. -.--.. ---.. ·---------·---··--·( 
_Movie Star ........... - ......... - ................ _., __ .. _R 
_Neighborhood Watch Group- .................. C 
_Newspaper Vendor .......... _ .. _______ .... _,_( 
_playground Full of Kids ____ c 
_i>riest ·---- U 
_Renegade Werewolr Hunter -·---·----U 
_Ronin Garou _ ....... ,_ .. _,._ .. :.. ............... _ ...... .R 
_5idhe Knight ............................ -..................... R 
__ Street Bum ........................ -------·-.. - -.. - .C 
_survival Nut __ _ ___ u 
_swat Officer __ u 
__ Unlucky Lune. ______________ ( 

__ Vigilan1e ..................... -·-······-···· .. ·· ····-···· .. --U 
__ Wandering Gaining .................................. _ .. _,C 

Shadowtist 
_secret l..aboratory .................... Unal. .......... C 
_5haolin Sanctuary ........... - ...... G. Hand ..... C 
_stone Garden ......... ............................... VC 
__ The Red Lantern Tavern ·-·-·---·-----·R 
__ Trade Center _______ Unal..-C 
__ Turtle Beach ___________ R 

Ell1n 
_Arcanowave Reinforcer.-........ ArchileCIS U 
__ Chains of Bone ............. - ••..• Lotus ........ U 
_Feast of Soul5 ___ --1.otus.-.R 
_fire in the 1..ake ____ G. HanLU 
_Flood on the Mountain .--1..otus.- ..• U 
_Hill of the Turtle ... _ .. _______ G. Hand__U 
_I Ching ·-··--·· .. --·-.. ----···--...... Una) ............ R 
_Imperial Boon .. ...................... Lotus .... _, ... R 
_Monkey King _. ______ . ___ ,..kcended.U 
_i>aper TraiJ _______ _Aseended.U 
_i>olitical Lock Asctnded.U 
_i>robability Manipulator --Arc:hitects.R 
_Reinvigoration ~SS-----Architects U 
_5afehouse ___________ Unal. ___ .R 

--5«d of the New Flesh _ ...... ..Architects U 
_5hifting Tao ... --------·-G· Hand .... U 
____Soul Maze_ Unal. _ .R 
_5pirit Frenzy. UnaL_ .R 
__ The Hungry _______ unaJ. ___ u 
_The Rackets _________ unal. ____ ,R 
__ Tomb of the BeasL ... - ........... Ascrnded.U 
__ Wind Across Heaven.-•• ~ ..... Dragons ..• U 

hllll 
__Abominable Wave __ __Arc:hilects.C 
__Arcanowave Pulse ------Architects U 

Daedalus Games 

_Array of Stunts ............................ Oragons .... U 
__ Assassins in Love ............ _ ....... Oragons .... R 
_!lack !or Seconds ..................... .Dragons .... C 
_lla nish--····--·-··· .. ····------1..olus_ .. __ R 
__ Bcnrficial Realignment --G. lfand_.C 
_lluc of 1he jellyfish. __ -i\scended.U 
_lllade Palm ·--.. ·-·-.. -·-····-... UnaL ....... U 
__ Booby Trap .................................. -Dragnns .... C 
__ Bull Market -·-···-.......................... Ascended .R 
__ Celluar Reinvigoralion ........... Architeds U 
__ Code Red .... ______ ..Archilects.C 
__ Confucian Stability ___ G, Hand _C 
__ Covert Opcration _ .. --Aseen<led .C 
__ Cry/Forgotten Ancestor ___ Ascended .lr 
__ Curtain or Fullness .................. UnaL ...... U 
_Dance or the Centipcde ....... _Lotus_ ....... C 
__ Dangerous Experiment ........ - ArchileCIS.R 
_Dark Future _______ Archilects.R 
_Dawn of the Righ1cous_Unal. __ c 
__ Difficulty at the Beginning -G. HanLU 
__ Expendable Unit-------·-Architects.C 
_Faked Death.-............ _ ..... _. __ Ascended .C 
_Final Brawl.--··--·----·----Dragons .... C 
__ Golden Comeback ·--·-······-Dragons .... C 
_Healing Earth . ____ unal. __ c 
__ llostile Takeover ____ Ascended .U 
_lmprlsoned ____ ,_Architects.C 
__ Inauspicious ReburiaL._ .... _I..otus-........ C 
__ Infernal Plague .... -.................... .1..otus •..•.... U 
_Into the l..ighL .... -............. - ....... G. Hand .... U 
__ Iron and Silk ................... ----G. Hand .... C 
__ Killing Rain ___ . ___ Unal. _ C 
__Larcenous Mist___ __ unal. __ u 
_Last Outpost. _____ .. ____ ... Oragons .•. C 

__ Last Stand ..................................... Dragons-.R 
__Mole Network .............................. Ascended .C 
__Mysterious Return .............. --G. HanL.C 
__ Natural Order --·-·--------G. Hand _C 
_Nerve Gas .__Architects.C 
_Neutron Bomb ____ Architects U 
_Now You've Made Us Mad ... Dragons ... U 
__ Onslaught of the Turtle.-....... G. Hand •• U 
_ _ Operation Killdeer .... _,,_._ ........ Ascended .C 
__ Orbital Laser Strike_ ________ UnaL. __ ,C 
__ Po lire Stale ·---.... ··----·-...Architects U 
___J>ositive Chi _____ G. Hlnd_U 
_i>rogress of the Mouse __ G. Hand_U 
_i>ubOrd Raid·--·····-.. • .. --·---Archltects.C 
_Realpolitik ..................................... Ascended .C 
_Return to the Center ....... - ....... UnaL ........ U 
_Rigorous Oisclpline ............ _G, Hand .... C 
__ Roar of the Beas1 ___ ...Ascended .R 
_Robust Feng Shui ___ G, Hand_U 
__ Salvage Unal., ___ u 
_5attllite Survtillance .. ____ Unal.._ U 
-5aoll of lncantalion ... ____ unaJL_ .• u 
_5hatlering Fire - - ··------··-···Unal.; ____ c 
_5hallering Jade ..... _ .. _______ G. Hand._U 
-5hiftlng Loyahles. __ __totus__.R 
__ Stale of Emergency.---ArchilectsU 
_5ubterfuge __ --Ascended.U 
_suicide Mission ·----- .... - Ascended .R 
__ Superior Technology ................ Archilects.C 
__ The Crucible ..... - ......................... .Dragons .... R 
__ Thunder on Thunder .••• _._, .. Oragons._U 
__ Tortured Memories ___ Lotus_ C 
__ Victory !or the Underdog_nragons_C 
__ Wind on the Mountain __ G. Hand_U 
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_Alabasicr Javclin .... -............. .:..._unal ...• ,_.,_u 
_Amulet of lhc Tunle .................. UnaL. ___ u 
_Armored in Lile ·----·-··---Una I. ........... C 
__ Anack tlelicopter ________ UnaL .. _ u 
:__Bal? Full of Guns -·-··-----··Ora~ons .... U 
_Baptism of Fire ______ Oragons.-R 
_Brain Bug EQ3200 ___ _Archilects.R 
__ Charml'<l Ufe ______ Dragons_ u 
__ Claw of the 1i~er _____ Unal. ___ u 
__ Combat /\lrcar-----·-·Unal ____ u 
__ Con1ract of the Fox. _______ UnaL ..... _u 
__ Deal h Touch ··----··---··-··--····Una I. --··-R 
__ Deal hlrnp -· ........... -.. -.. ---·-·-····Loi us .......... C 
__ Dim Mak ......... _ ......... -................ _ Unal ........... U 
__ Disinte~ralor ltay .................. Unal ............ U 
__ Explosivcs .................................... Unal ............ U 
__ Fisls of Lcgcnd ................... ___ . .Dragons .... R 
__ Floaling Forlrcss ............ -........... Unal. ........... R 
__ flying Guillolinc ....... - ............... Lolus.... ....... R 
__ Forlune of 1he Turtlc ................. Unal... ......... U 
__ Fusion RiOe--··--·- --.. -··-.. -·_Unal.._. __ u 
_fusion Tank ________ Unal.. __ u 
__ Grenade Launcher.. ___ Unal.. __ u 
_Hands Without Shadows_ UnaL ___ .C 
_lla1•ocSui1__ Unal._._c 
_I leli.x 01ewer _____ /\rchitects.C 
__ I lcli.x Rcthread ••• ___ /\rchilcrts.C 
__ I leroic Conversion ·-----·--Dra~ons ..• U 
__ Inexorable Corruplion ___ , ___ Lotus ........... C 
__ Marked for Dealh .-.. --......... Ascended .C 
__ Molorcycle ................ _ .................. Unal ........ _.( 
__ Netherworld Pas.~agewaY' ...... Unal. ........... C 
_ _ Polson Necdles_ ......... - .. -••.. -.. ..l..01 us ......... U 
__ Power of !he Grcat..._ .. _ ........... G. Hand .•. R 
__ Really Big Gun •.... ,_., .... _ ......... UnaL ......... C 
__ Robot Arm ..... - .... _ .. _ .. _ ............. Unal ...... _ .... u 
__ Seal or lhe IVheeL ...... _ .... _Asccndcd .R 
__ Secu rity.-... ··---------.. --··-Ascended .C 
__ Shadowlist .. --·-------Unal. __ R 
__.Shadowy Mentor ____ /\scended.C 
--5peed lloa1 ____ unal. __ c 
_:__sphere of Ocfllemcn1 __ Lo1us ___ u 
__ Spor1S Car ______ Unal. __ c 
__ Sword of Biling _____ Lotus __ ( 
__ The Ocmon Wilhin ·--·---Lotus-........ C 
--~befl of Fortune ..... - ... - .. - ....... Lolus ........... R 
__ Throwing Siar ·-··-··----------Unal._ ....... U 
__ Thunder on !he Mountain ..... G. Hand .... U 

Shadowt_ist 
__ Training Sequence ..... -............... Oragons .... C 
__ Ullimalc Maslery .................. -..... Unal. .... _ .. _R 
__ Undercover -···---·-···-·-··-.. ·-·---Dragons .. -U 
__ Vampiric Touch_. __ ... , .... _____ .. Lotus .......... U 
__ Veiling of the Li~h1.. ....... ___ ,,_t.01us ...... _u 
__ Water Sword _________ Unal. _ .... R 
__ IVhirlwind Strike ______ unat__,_c 

Cllaracten 
_510.000 Man _____ Jammers .. U 
_Abysmal Oaugh1er ·--·-----Lo1us__ R 
__Abysmal I lorror ·--------lolus ... ...... C 
__Abysmal Spiril __ .............. - ....... 1.olus .... __ u 
_Adrienne Harl -···--·---......... Ascended .R 
_Alpha lleas1 ............... _,, .. __ ,,,_, .... -Ard1it('(1SVC 
_Arcanole<:hniclan .......... - ........... Archilccts U 
_Arcanowavc Rcsearchcr. ......... Archilect.~ U 
_Average loe ..................................... Dragons. VC 
_Balllcchirnp Polcmkin ... _ ........ Jamrners_.R 
_Big Brother? Tsien_ ..... - ......... _Lolus. __ ... _.R 
_Big Bruiser .................. _ .. ___ ,_,_Oragons .... U 
_Brain Ealcr --··-----·---·-Ard1ilects lJ 
_Buro Assasin _________ Archilerts.C 
_Buro OfficiaL .. ____ ,_, __ Archilcrts U 
__ Cabinel Minisler _____ ;\sctnded.C 
__ Capocira Mastcr. ___ .. _Oragons._R 
__ Chin Ken G. Hand-1\ 
__ Chinese Doctor --··-··----Dragons .•. C 
__ Chromosone Screamer ---fammcrs .. U 
__ Church OfficiaL. .... --................ Ascended.U 
__ Confucian Sage_ ... _ ................... G. lland .... U 
__Desdemona Deathangcl ........ .Archilects.R 
__J)NA Mage ..•. ·-···-·-··--·---.... Archilccts.C 
__J)r. April Mucosa ......................... Architccts.R 
__ Oraco ... _ .... - ...................................... Ascended .R 
__J)ragon Adcpt .............................. Dragons .... U 
__ Dragon Fighter -·--·-·--.. -·-··-Dragons .... C 
__J)ump Warrior ................. -... -..... -fammers_( 
_Edge Warrior ------·····-·-·---Jammers_C 
__Elderly Monk ______ ._ .. ___ G. Hand._R 
__Eunuch Underling ______ Lotus _ VC 
____.Everyday Hero _Dragons.VC 
__Evil Twin ______ l.olus_ R 
__fis1 of the Bear ___ ..Ascended.U 
_Fong Sai Yuk _____ G. Hand _R 
__friends of 1he Dragon _____ Dragons.VC 
__ Gadgelecr -·-----.. ---.. ·---·-Dragons_( 
__ Gao Zhang .. ______ ................. -.... LotuL .... -.R 
__ Gardener._ ................ - .................... G. lland .... C 

Daedalus Games 

_ _ Ghoslly Seducer .......................... l.olus .... _ .... ,R 
__ Gnarled Horror ...... - .................. Lolus .......... U 
__ Gnarled Marauder .. _ ....... -......... Lolus ......... U 
__ Golden Candle Society ........... G. Hand.Ve 
__ Green Monk·------·---··--G. lland ... U 
__ Gruff LieutenanL ___ ..... - ...Ascended .C 
__ Homo Omega ·-----·---"rchiterts.R 
__]lopping Vampire ___ 1.01us-.C 
_!ala Mane _____ ,_J)ragons .... R 
__ Ice IVaniorS-------·--Monarchs.C 
__ lmf)('rial Guard __ ··--··--·--Lotus ___ u 
__lnslrument of !he Hand _ .. __ G. Hand.VC 
__ Jack Donovan ..... _ .............. - ...... Dragons._.R 
__ Johann BonengcL ...•• -..... _ ..• Archilects.R 
__ Johnny Tso ............................ -......... Dragons .... R 
__ Jueding Shclun .......... -···----... .1.olus .......... R 
_Kan Li __ ........ -.................................. Lotus ........... R 
_Kar Fai .. _ ..................... -.................... bragons .... R 
__ Kingfl11under Pagoda ... : ......... Monarchs.R 
__ Kun Kan ................................. -....... Lolus .......... U 

• __ Liquidalors ___ ..................... -....... AScrndcdVC 
_Luis Camacho ............... ____ Unal: ...... _ _R 
_ Mad Dog McCroun .. __ , __ Oragons._R 
__ \tasked Avenger ______ Oragons....U 
__ \laveric:k Cop _____ ,,_..:.Dragons_ U 
_ Midnight \Vhisf)('rer.-Archilects.C 
~\lighl of the Elephan1 ___ Ascended.U 
___ Military Commandanl--Ascended.U 
___ Monster I lunler .............. __ . ___ Archilects U 
__ Mooks-·-------·-·---·--··---Unal._ .... vc 

· __ Mother or Corruplion ............. _l.olus .... _ .... R 
_ Mr. X. .. ·-···--.... ................................ /\scended .R 
_Muckraking JournaliSl ............ .Asccnded.U 
__ Muloid ................................................ Archilerts U 
__ Myslerious Stranger .................. UnaL ........ U 
__ Nine Culs... ......... -... -....... -.............. Unal. .......... R 
__ Nirrnal Yadav .......... -................... Architects.R 
__ Old HcrmiL. ........... ____ .. ,_., .. .,_Oragons ..• U 
__ Old Master ......... - ............. - ........... G. Hand._R 
__ One Hundred Names .. ____ ,G. Hand .... U 
__ Orange Monk _ __ ,, __ .... _ .... G. Hand .. _U 
__ Oscar Balbuena ____ Oragons_R 
__ Phillif)(' Benoit ____ Ascendcd.R 
_!>rotot)'fX' X ____ _Archilects.R 
_!>ubOrd Officcr ____ _ArdiitectsVC 
_ _ PubOrd Sniper ----·----... Architerts.C 
__ PubOrd SquaL .• -..................... ArdiiteasVC 
_ _ Qaui U .. ·--·--·---·-··-··-··-............ G. Hand .•. R 
__ Quan l.o ... - ........ __ .............. -...... :G. Hand .... R 

_ _ Queen or lhe Ice Pagoda .. ___ Monarchs.R 
___Redeemed Assassin .. -............... DragonLR 
___Righ1e0us One ......... _ .. _, ............. Oragons .•. C 
__Ring Fighter -·-·-·-.. -·------Dtagons.VC 
--5hadow Creeper._. __ .. ____ ._Lotus __ c 
--5hadowy Horror ----- ·-Lotus _ Ve 
__ Shamanistic Lieulenant __Dragons_R 
--5haolin Master G. Hand_U 
__ Shaolin Monk--.--G. Hand.VC 
__ Shaolin Warrior. ____ G. Hand_C 
__5hell or 1he Tortoise _____ i\soen<lcd .R 
_ , _Shih Ho Kuai .. ·--·--··---··-G. HanLR 
__ Silver Band_ .. _, __ .. __ ........... ___ Oragons._U 
__ Silver Fist ....................... -.. - ·-··---Dragons .... R 
--5inister Priest .............. -..... - ....... l.otus ....... VC 
__ Snake Man ---.. --~-.............. _ .. .Lotus ....... -.. R 
--5oul or the Shark .. -................... Ascended.U 
__5ting of lhe Scorpion ...... -.. - •. Ascendcd.U 
__ Strike Force_ ................................... Ascended .R 
__student of the Bear ... _____ ,_AsctndedVC 
--5un Chen.-................ -.. -····--··-G. Hand .-.R 
__ Super Soldier ---·------·---Archilects U 
___$WAT Team-·----·---··--AscendedVC 
--5wiss Banker. Ascended .C 
__ Swordsman -------G. Han<l.VC 
_ _ Tactical Team /\rdiitects.R 
__ Tatsua YanaL _____ --Ascendcd .R 
__ Test Subjects ArdliteasVC 
_ _ The Gen~ra1-----··--·---G. Hand .... U 
_The Pledged. ____ .. __ ._ ... ____ Ascendcd\'C 
__ The_Reconslructcd ............... - ... Ardiitects U 
__ The Unspoken Name ____ ..... - Ascended .R 
__ Thing with 1000 Tongues ...... Lotus ... - ..... R 
__ Thorns of 1he Lotus ..... _ ............ Lotus •. _ vc 
__ Thunder Knights .. ·-··----··---Monarchs.C 
__ Tomb Spirit ........ --.. ---···--··-·· .. Lolus .... __ R 
__ Tooth of t~e Snake ...... __ .... , ... /\s(ended.U 
__ Tranquil Persuader .. ·--·---·- G. Hand_.R 
__ Undercover Cop .. _ .. _,,_,_., ___ .... Ascended .U 
__ Vassals of !he Lolus ___ Lotus _ VC 
__ Vivistttor ______ _Ardiitects U 
__ Vladimir Kovalov __ __/\scendcd .R 
__ Walker/Purple 1\viligh1_ Lo1us _ u 
__ \Valking Corpses ____ Lotus_ c 
__ Web of 1he Spider __ --Ascen<ll'<l .R 
__ While Oisciple. ______ Lotus ___ ,C 
_ _ IVhile Ninja--·-----··-·-- Unal. ____ .R 
__ Wong Fei Hong ... :. __________ G. HanLR 
__ Zheng Yi Quan_ ........................... Oragons._R 
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_lletazold Glh Box R 
__ llorga"hn ___ ________ R 
__ lnterphase Generator -----R 
_ _ Kurian Naiskos...-··--··-· .. ··----- ··-·--···R 
__ 111ough1 Maker ----··-·······---.. -·-.... - ...... R 
__ Time Travel Pod .·-·-··--·····-------·R 
_ _ Tux U1ha1 ____ R 
__ Varon·T Disruptor ______ _,, 
__ Vulcan Stone of Gol _____ -" 

Dll• mas 
___J\llen Abduction----·-· .. ··-----···"·······U 
__ /\lien Parasltes._._, _____ .... - ... ·-···--·-····-U 
___J\na phasic Organism ·-·--·----.. ·--·C 
__ Ancient Compuler _________ R 
_ _ Archer_ __c 
___J\rmus · Skin of Evil, _____ R 
_llarclay"s Prolomorphosis Disease ____ R 
_lllrth of "Junior" ----·------U 
_ _ Borit Ship _R 
__ Chalno1 U 
__ Cosmic String Fragment U 
__ Crystalline fa11ily ________ R 

__ Cytherlans- -·--·-·····---·--··---.. -·R 
__ El·Adrcl Crea tu re ... --.. --.............. __ .. , ... ___ u 
__ Female's Love ln1erest ...... -··--··-·- --......... C 
__ Firestorm ··--·------·-·----.. ----U 
__ Gravilic Mine U 
__ llolograrn Huse U 
_I lyper·1\j:ln~ U 
__ lconian Computer Weapon ______ .C 

_Impassable Door.·------·-·C 
_ _ Klarian Game _______ R 
__ Male"s Love Interest _ C 
_Matriarchal Society ___ ____ LJ 
___ Menthar Booby Trap .. ________ __ c 
__Mlcrobiotlc Colony ........... - ....... ---····C 
__Mlcrovi rus ·- -·-·-------·-.... - ------···--...... C 
_Naitllum __________ ... ·--·--.. ·--.. --R 
_Nanilcs. U 
_Nauskaan U 
_Nilrium Metal Parasiles U 
_Null Space U 
_llhascd Malter ·--.. -----.. ·----C 
_l•ortal Guard ----·---.. -· .. ·-·---····-·---·· .......... U 
_Q ....... -·--·-··----.. ---.. -·------··-··-.... 11 
__ Radioactive Garbage Scow ____ .U 
__Rebel Encounter U 
__REM Fatigue Hallucinalions. ______ u 
__ Sarjenka .. ----·--·-------------·R 
_ Shaka. When 1be Walls Fdl ___ .. _ u 
__ Tarellian Plague Ship U 
__ Temporal Causality Loop R 
__ Tsiolkovsky lnf«tion R 
__ ·rwo.rnmensional Creatu~s--- .U 
__ Wind Dancer ___ , -·-R 

E111D11111 
_Engineerin1t Kil .. --.. ·-·--·------ - --···C 
_f..nglneerlng PADD ______ c 
_federation PADD C 
_Kliniton Disruptor C 
_Klingon PADD C 
__Medl·Kit.. ·--C 
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~\lt-dical Tricorder _____ ·-·- .. -·C 
__J10111ulan Disruptor . C 
_..llomulan PADO C 
__s1arOee1 l}'pe II Phaser C 
__ Tricorder C 

Enlll 
__Alien Probe _ _______ u 
__Anli·Time AnomalY------" 
___J\lmospheric lonlzaUon ______ c 
___Bynars Weapon Enhancemen1---··-··-..R 
_Distortion field .. ·-··---·-.. ·-·-·-·---·-U 
_Espionage: Federation On Kllngon._C 
_Espionage: Klingon On Federa1ion_ c 
_Espionage: Romulan On Federalion __ C 
_Espionage: Romulan On Klingon __ c 
__ Gaps In Normal Space U 
__ Genetronic Replkalor ____ .. ______ u 
_ _ Goddess of EmpathY---··-·--·--·--.. R 
_Holo-Projectors __ , _____ _____ ,_u 
---.J,ore Returns___ R 
___J,ore"s FingernaiJ ____ _R 

___,\1asaka Transformations. U 
__Metaphasic Shields ______ u 
_Neural Servo Device U 
_Nulalional Shields _______ u 
___l>allern Enhancers C 
_J>lasma Fire C 
_Q-Ne C 
__liaise The Stakes ______ u 
__Red Alert!- ---------- -·--····-----...... C 
_Jes·Q- .. -.. -.............. -...... -......... - ... -... - ... ··-···c ___.5pacedock .• _______ .. ___________ .c 
__s1alic Warp Bubble. C 
__subspace Warp Rifp C 
__supernova ________ .I\ 

_ _ Telepa1hic Alien Kidnappers ____ u 
__ Telryon field C 
__ ·me Traveler: Transcendenoe ___ u 
__ Treaty. Federatlon/Kllngon ___ c 
__ Treaty: Federalion/Romulan ___ c 
__ Treaty: Romulan/Klingon C 
__ Warp Co~ B~ach ---------.R 
__ Where No One Has Gone Belore ............. C 

lllllTlllll 
__Alien Groupie ______ -" 

__Amanda Rogers U 
__Asteroid Sanctuary C 
__Aulo-Destruct Sequence U 
_ _ Crosis.-----·---·-·-·-·----·····R 
___J)isruplor Overload.------------··C 
___J)istortion of Spaoe/lime Contlnuum_U 
___Emergency Transporter Armbands- C 
_Energy Vortex U 
____.Escape Pod c 
_full Planet Scan U 
_Honor Challengt _.R 

_llugh---------"' 
_Incoming Message· Federation __ u 
_Incoming Message · Kllngon ___ u 
_Incoming Mess1gt · Romulan __ u 
__ Jaglom Shrek · lnformatlon Broker_ R 
___J(evin Uxbridge ... - ... -- .-.... -. .. ---.. · --·-.. - U 
_Kivas Fajo · Collector ---·----··········-U 
_l<lingon Death YelJ... _ ________ __R 

_Klingon Righi of Vengeanoe ___ c 
_1..ile-Form Scan U 
---.J,ong-Range Scan C 
_Loss of Orbital Stability C 
_Near-Warp Transport .U 

Decipher 

__J>alor Torr · Alien Trader .. ________ . ___ c 
__ Partkle Fountain C 
_Q2 u 
__Rogue Borg Mertenarirs C 
____$can C 
__shtp Seizure C 
__subspace lnterfertnce _____ c 
___.subspace Sdilsm U 
__ Tadi)'On Detection Grid C 
__ Temporal RlfL .. _ .. _________ u 
__ The DevlL ... .. _ •.. - - .. -------···-····-.. --.R 
__ The Juggler _ ......... ______ ··--·-·-.. --....... U 
_ _ Transwarp Conduit ________ u 
__ Vulcan Mindmeld ______ u 
_ _ Wormhole C 

11111• 
__Avert Dlsaster ___ _J _ __R 
__ Cloaked Mission .. ____ , ....... _ .. J _____ u 
__ Covert lnstallalion .... --···--···.R-.. - .... _.c 
__ Covert Rescue _. ___ . _ _.R _ _ u 
__ Cultural Observation__f__R 
_Diplomacy Mlssion___f __ u 
_Evacualion ......F __ u 
_Evaluate Terraforming __ ......f _ __R 
_Excavation Rf __ c 
_Explore Black Ouster ---KF __R 
_Explore Dyson Sphe~_f __JI 

_Explore l}'phon Expanse---'U(__R 
__ Expose Covert Supply _ ___11 ___ u 
_ _ Extraction ·-.. -·-··--- -···--·-··- .R •..• - ••• R 
__ Fever Emergency ·-··---·-........ ..IL. .. - ...... C 
_first ContaCl-·-···--·····-----·.F _____ u 
_Hunt for DNA Program--RK.f_R 
_lronia lnvestigalion----R-R 
_Investigate Alien Probe __J(_R 
_Investigate Anomaly._..RKF_ C 
_Investigate Dlsappearance__f __ R 
_lnvestlgate Dlsturbance .. --K__R 
_Investigate Massacre __ ---Rf _ _R 
_lnvestlgate Raid R __ R 
_Investigate Rogue Comet__.f __R 
_Investigate "Shallered Spaa'R.___R 
_lnvestlgale Sighting ·---·--RF ·-·--.R 
_/nvestlgate Time Conlinuum _.f __ , ___ R 
_Khltomer Research---R __ R 
__J(rios Supp~sslon K __ u 
___,\fedical Rtllef -R 
_New Conlact K- R 
_llegasus Search RKF--R 
_ _ Plunder Sile _______ , ____ ..RJ( .... _ u 
__ Relief Mission ____ ,_ .. ___ , .... _ .. RK._ ....... C 
__Repair Mission ______ .. .f __ c 
__Restore Errant Moon--f __ u 
__sarthong Plunder RK--R 
_$ecm Salvage RK---U 
__seek Ufe.form _ _ R 
__strategic Divtrsion____.R __ u 
_ Study "Hole In Space" _.J<F __R 
__study Lanka Pulsar_____l\ __ R 
__study Nebula __JI 

__study Plasma Streamer--RXF_C 
__study Stellar Collision. ___ ..RK.f __ .c 
__ Surwy Mlsslon .. __ ..... - •.. ____ J( ___ .R 

_ _ Test Mission -·-·---------- ···KF ·---.C 
__ Wormhole NegoUaUons. __ ...RK.f _ R 

111111111 
_federation Outpost C 
_Klingon Outpost __ c 
__llomulan Outpost _______ c 
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__Albert Einstein, ______ -" 
__Alexan~r Rozhenko U 
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___BtnJamln MaxwelL-·-------.. --U 
_lleverly Crusher. _______ R 
__ Calloway___ C 
__ Christopher Hobson C 
_Darlan Wallacc _____________ .c 
_Data __ ·---- ----·--·-······-·-··-··-·-·-1\ 
_Deanna Troi -·--··---.··-·----···-··--..I\ ___J)r. La Forge ______ . ___ __it 
_Dr. Leah Brahms, ______ " 
___J)r. Selar U 
_Eric Pressma U 
__ Exocomp U 
_fleet Admiral ShanthL_. ___ .. ,_ ..... -..... _U 
_Geordl La Forge ________ ....................... -R 
__ Giusli-----------------··--····c 
__ Hannah Bates ___ u 
__ Jean-Luc Picard R 
__ Jenna O'Sora._. ________ u 
_J<'Ehleyr_ . _______ R 

_Kareel Odan U 
_Leah Brahms _ ______ _,, 
_LlooaLarson C 
_Lwaxanna Troi R 
__McKnight_ c 
__Mendon ________________ , ______ c 
__Morgan Bateson -· .. ·-··---·· .. ·-.. -·-···-----·R 
__Mo11he Barber-------·-·-··---U 
____Neela Oaren--·--··---R 
_Nikolai Rozhenko U 
_Norah Satie U 
__Reginald Barclay ______ _., 
__Richard Galen ___J\ 
_Riva _______________ u 
__Ro lartD---···---·-·-·-- J\ 
__sarek -R 
__sate)..._ ___ _____ -1\ 

__stieJby _JI 

__simon Tarses·-------------C 
___.5ir Isaac Newton ..... .. ____________ n 
__sirna Kolrami__ U 
__ Siio Jax C 
~~n u 
_ _ TPan U 
__ Tatu .C 
__ Tam Elbrun _____ , __________ .R 

__ Tasha Yar -·-·-······--- ·-··············--·R 
__ Taurik- - ------··----.. -·---.. ---·- C 
__ Thomas Riker ________ R 

_Toby Russell U 
_Vash R 
_Wesley Crusher __ R 
_ _ William T. Riker R 
_Woff _ _______ .11 ............ 
----8"Elor----------" ----8'iJtk _ __ , __________ c 
__Ba"eL __________________ u 

_llatrell.-- ·--·-----··- - -··--···---....... __ c 
_o1vok--------.. ----·-----··-----C 
___J)ukalh C 
_Duras----------11 
_fek"lhr U 
_Gora th__ C 
__ Gowron .R 



_J'Ddan .••.. -------.. ·-·-··-·······---·C 
_K'mpec .............. - ....... ___ ................. _u 
_K1il ·-----.. -----·------·--------·-u _KTesh __________________ c 
_K'Vada U 
_Kahless .. ...R 
_Kargan-------L--"' 
_Kell_____ U 
_Klag_. ____ c 
_K!e'eg ________ c 
_Konmel_ .. ____ ,, ____ ,,_,, ______ ........ __ ... u 
__ Konll •.•• _. ______ ,,_ ... , __ ,, __ , ___ ,,_,,,, ___ u 
_Koroth ......... - .......... _ .. ___ .... _ ....... - ......... u 
_Korris ......... --.. --........ --............................. u 
_Kromm ............................................................. C 
_Kurak ___ ,. __ , ........................... _ ................... R 
_Kurn ................ _ .. ,, .............................. ........ - .... R 
_L'Kor .................... - .................... - ... - ................. U 
_Lursa .......... ___ , .......... _, __ ,, _____________ ,R 

_Morag·------------------·--·U _Nu'Daq ___________ u 
_Toq ___________ U 

_Torak U 
__ Tora I U 
__ Torin. .. ... C 
_Vagh _____________________ u 
__ Vekma. _____ ·-·-----·-------·--·--·C ................ 
_.Amarle ................... _ ..................................... _ ... u 
_Baran ........... - ................... -·-·--· ....................... U 
_Bok ..... ____ ,, ____ .............................................. u 
_Devinoni Rat ....... - ........................ - .......... U 
_Dr. Farek ............................... - ... - ... - ............. C 
_Dr. Reyga ........ - ....................... - ........ - .... _ .. _u 
__ Elana fot. ____________ ....... _____ u 
_Evek___ _ __ u 
__ Gorta ____ c 
_lshara Yar U 
_Jo'Rrll U 
_Narik _c 
_Ocett ____________ u 

_Roga Danar -------·------------R 
__ Vekor·--------·--·--.. ·-----....... C .... _ ........ . 
_Alidar farok ............... - ................................... R 
_llochra .................................... _ .. _ ........ - .............. U 
__ Galathon ........... - ............................................ C 
__ f aron ................. --··--........ --................................ C 
__ Jera._ ...... _, __ , __ ,, ..................... - ................. C 
_Mendak _________ ,,, __ ,_, __ ,, ___ ,, __ .... R 

__ Mirok.·-------·--.. ·-··-·-.. ··--.. --... U 
_Movar-----------,---U _N'Vek __________ u 
_Neral __________ u 
_i>alleth ____________ ,c 
_J>ardek___ U 
--Parem ______ ,, ____ , _____ u 
_Sela ·-··---------------·-.. ·--·---·R 
__ Selok .... _ .. _____ ,,_,, _____ ....................... - ..... C 
__ Taibak - .............. _ .. __ ,, _____ .............. - ........... u 
__ Takket ........... .... - .......... ---···-··---................ c 
_Tallus ................. - ....................................... C 
__ Tarus ...... ..... - .... - ........ - ................................ C 
__ Taul ................ __ ,,_ ............................ _ .......... C 
_Tebok. .... - ......................................................... U 
__ Thei ... - ....... - ............ _. __ ,, ____ ........ - ......... _c 
__ Tokath----·-.. -·-----·--·-.. -------····U 
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__ Tomalak ..... ---------·--........ ...... _R 
__ Tomek .......... _. ___ .... _, _____ , ____ c 
_Toreth--------·-----R 
--~rel C 

Dlll-fllllflllll 
_Runabout C 
__ Type VI Shuttleaalt .C 
__ u.s.s. Brittain ______ _.., 
__ U.S.S. Enterprise__ --R 
__ u.s.s. Excelsior ..... ------------·C 
_u.s.s. Gataxy ......... _______ ....... -.c _u.s.s. Hood ._ .. _______________ .R 
__ u.s.s. Miranda ... _ .......... _______ .. _______ c 
__ u.s.s. Nebula .......................................... ___ .c 
_u.s.s. Oberth .................................... - ........... c 
__ u.s.s. Phoenix ,_ .................................. _ .. ___ R 
_ _ u.s.s. Sutherland __________ , ___ , ... _u 
__ U.S.S. Yamato ..... ---------·-----.. -R 

Sl•l•-1111111 
_1.K.C. Bortas_. R 
_l.K.C. Buruk R 
_l.K.C. He.gh,a R 
_1.K.C. K'Vort C 
_l.K.C. Pagh --·----R 
_l.K.C. Qu'VaL------·---·---·-R 
_1.K.C. Vor'Cha ... ·-----·-------·-····-·C 
_1.K.C. Yorn .......... - .................. - ...... - ... U ............... 
__ Combat Vessel ........ _ ..................................... C 
_Husnock Ship ................. ___ ,_,,_, ___ ,._u 
_Mercenary Ship ....... - ..... - .................... - ..... C 
__ Yridian Shuttle ...... _. ___ .. ____ , ___ ....... C 
___.Zibalian Transport .. ______ .. _ .. ______ c ............. 
_D'deridex .C 
_Devoras _________ _,, 
_Haakona ______________ R 
_Khaz.ara _______ , _____ .. ___ .... ,R 
_.Pi ,, ______________ , ________ .R 

_5cience Vessel ·---·-·-·-----------C 
_scout Vessel._ .. _ ..................... - ................... C 

Ahernate 
Univana 

lr1lllcls 
__ CryosateUite -----(AU) _...R 

_Data's Head -----(AU) __R 

_lconian Gateway ------" 
__ Ophidian Cane (AU) _R 

_Receptade Stones . R 
_Ressikan Flute --------(AU}.-... -.R 
_5amuel Clemens' Pocket Watch (AU) .... R 

Dll•-
__Al ien Labyrinth ....... --.. ···-- ..................... C: 
__ Cardassian Trap .................. --................ U 
__ Coalescent Organism _____ ................. _R 
__ Conundrum ....... -------·-·------..... C 
_Edo Probe ----------·------U 
_Empathic Echo ..... ----------·---·C 
_Ferengi Attack __ .. ___________ c 

llCllhlr 

_Frame ol Mind -----------U 
__ The Gatherers ----·-··---·-- - C 
_Hldden Entrance -------·C 
__ The lllgher .• The Fewer ___ u 
_Hunter Gangs C 
_lnterphasic Plasma Creatures __ c 
_Malfunctioning Door C 
__ Maman Picard ______ u 
__ Outpost Raid C 
_.Parallel Romance U 
_.Punishment Zone •. - ... .. _·--·---·--·-.. --.. C 
__ Quantum Singularity Lileforms ____ u 
_Rascals ---.. ----·---.. -·----------.... U 
_Royalc Casino: Blackjack ........ - ........... U 
__ Thought Fire ............. - ................. - ............. C 
__ Worshiper ................................................ C 
--.J,aldan ....................................................... U 

ooennvs 
_Alternate Universe Door ·---·--.... C 
_Devidian Door ----(AU) _ _R 

l•••••llt 
_Echo Papa tlJ7 Killer Drone ___ ...R 
_u>. Scanner C 

hints 
_Bar)'on Buildup _____ ,,_,, ________ c 
__ Captain's Log ....... - ..................... - ........ _u 
__ The Charybdis ............. --.. ·----·-·---.. --U 
_Engage Shuttle Operations .............. __ u 
__ Interrogation ...................................... - ........ R 
__ Intruder Force Field ................................. U 
__ Klim Dokachln ,_ .................. _____ .. ,_u 
__ Lower Decks .. ------.. ·--·-----·----U 
_ _ The Mask ol Korgano ..... ___________ c 
~ot's Advice ------------U 
_!>article Scattering Field C 
_Revolving Door R 
__ Rlsbon Uxbridge ----(AU) __ c 
__ Thermal DeOectors U 
__ Wartime Conditions ·----(AU) __ R 
__ Yellow Alert ...... -------·-·-.... -.. - ..... __ c 
lnt1rruP11 
_Anti-Maller Spread .... ----·------·--.. ---.C 
__ Barclay Transporter Phobia .......... _,, ___ u 
_Brain Drain ................................. (AU) _ ....... U 
__ Cou ntermanda ....... ............................. - .... C 
_Dead in Bed _,,_, _______ .......... (AU) ___ ,._u 
_Destroy Radioactive Garbage Scow -·C 
_Devidian Foragers ------(AU) _ c 
_Eyes in the Dark -------(AU) ___ c 
_Fire Sculptor --------C 
-1lail C 
_lloward Heirloom Candle C 
_Humuhumunukunukuapua'a __ c 
_Incoming: Attack Authorization ___ u 
_Isabella ___ ,, ____ ,, _____________ u 
__ Jamaharon -------·--·----------C 
_Kevin Uxbridge: Convergence .. _ .. _,, __ .C 
_La Forge Maneuver _,._, _____________ u 
_Latlnum Payoff ................. - ...... - ...... _.c 
_.Phaser Burns ............................................... C 
_Rescue Captives -·--.............................. U 
_Romulan Ambush ----· .. ·-·--·--·-----U 
-5ecurlly Sacrifice ............... _. _______ c 
_5eize Wesley -·----.. ----··--·-----·R 
-5enior Staff Meeting _____ u 

__ Temporal Narcosis ---(AU) _,, __ u 
_Thine Own Sell ·-----·----·---·C 
__ Vorgon Raiders -----(AU) --R 
__ Vulcan Nerve Pinch ___________ c 
_Wolf -----(AU) _ U ...... 
_Brute Force __ K_R 
__ Compromised Mission - KR---R 
_Diplomatic Conlerence ___ FKR ___ _R 

_FGC-47 Research ...... _ .. ____ FKR .. _. ___ R 

_Fissure Research ----···--.. .FKR ..... - .R 
__ Qualor II Rendezvous .......... N ............. - U 
__ Quash Conspiracy ................ - R ................ J\ 
_Reunion ............................. _, ... _F ................ R 
_Risa Shore Leave ................... F ............... R 
_ _ Warped Space ... ______ ,,, __ ... K. ............... _R 

llllJllt 
_Neutral Outpost ____________ c 

... _, _ fllllrldll 
_Beverly Picard (AU) __R 

_Ian Andrew Troi -----(AU) _ R 
_)ad Crusher . ..(AU) --R 
_Lt. ij~.) Picard --·-.. ·--·--·(AU) ____ U 
_Montgomery &ou ,, __________ ,, .. ___ c 
_i>aul 'Rice _ ................................................ U 
_Rachel Garrell __ ................... (AU) ... _ .... R 
_Richard Castillo ........................ (AU) .... - ... U 
__ Tasha Yar·Allernate ... __ ...... (AU) ....... _R 

hnl••l-1111111 
__ Governor Worl -----------(AU) ___ R 
_K'mtar --------------(AU) .... - R 
_Targ --------·--C 
............. 011111 
_Ajur -----(AU) _ U 
_Berlingoff Rasmussen _____ (AU)---.R 

_Boratus -------·-(AU) ·-·-·U 
_Datbon _________ ................. - ............ R 
_Lakanta --·-------................... (AU) ......... U 
_Maques ................................................ U 
_Mickey D ................................ (AU) .......... U ................ 
__ Commander Tomalak ... - ....... (AU) ............ R 

_DTan ·-·-------·-.. ·--·-·----·----·-·--·U 
_Major Rakal (AU) ____ ,, ____ (DA:Fed) .. .R 
_5telan DeSeve (AU) __ (DA:Fed) .. R 

•1111-fl•rlllll 
_Future Enterprise ---(AU)_ UR 
_U.S.S. Enterprlse-C --CAU}--R 

SM•-1111111 
_l.K.C. Fek'lhr ·---·--------(AU) .... - ...R 
_l.K.C. K'Ratak ................... _____ .............. C 

s•••-••••1111111 
_Edo Vessel .................................. (AU) .. _ .... -.R 
__ Gomtu u ........... - .............................. - .•. R 
__ Tama ·---·-·----· .............. - ....................... U ........... 
_Decius ·-------(AU) ___ ..R 



•' Basic Set 
aca.. 
__Agony I 
--Asano's Faith G 
_Bad Alr. _________ _ _J}J 
_J)ad SushJ ________________ w 
_Bewilder G 
_ Confuse Foundation ---81 
_Copy Cat ......... - ........ - ............. __ .,. ..... _,_..J3r 
_Depresslon ... _________ , __ _______ G 

_J)jsmay I 
__f .. artb Mantnt r 
_Endurinjt Pain Bl 
_Exhaustion G 
__favorile Tedmique r 
_Focus I 
_ Healing Mantra--·-·----·----.. - ·.Br 
_Instant Rtcall ____ ___ BI 

_Instant Rtplay_ . ___ __ _.., 

_Intimidation _.Br 
_Kim S0<m's lllusion .............. - ........... - ......... .Br 
_!Jjl)itnin{t Strike r 
__ Mantra ol PD1'n W 

_Mental Domination G 
~1orale Boost ______ __..llr 

_Oblivio G 
__ Oxygen Burst W 

_i>ower Drain -111 
__ Prayer for Healing ...... - ·----------·- - BI 
_i>sychic Blast------~ 
_l's)'thic Block r 
__ Psychic Enhanctment -------·--··.Br 
_ Psychic Freeze .................................................... Bl 
_ _ Ps)'thlc Misdirection Bl 
_l's)'Cflic Nova G 
__ Psychic Paral~is Bl 

_l's)'thlc Read Bl 
_l's)'Cllic Siphon I 
__ Psychic Storm G 
__ Psychic Subversion. ___________ BJ 

__ rurity -·-................. , .• __________ .... G 
-Push the Pact r 
__ R~ression G 
__ Restrict Opt Ions ........................ - ........... ___ Br 

_sacrifice Foundation ......... -·---.. --........ Bl 
---5hakeUp G 
_5hatttr Conctntr11tion I 
-5hauer Foundation __ BJ 

_5hatler Talisman I 
_5huffie w 
_snatch Talisman Bl 
_5umida's Mlsdirectlon ... ___ __________ BJ 

_5uppress---- -------........ BI 
__ Trip W 

_ Ukeml ... ----------·------W 
_Valerie's Sldestep._ ........................................... G ......... 
---Adrenaline W 

_Banana Peel ---81 
_lleijinl! Bliti I 
_Berserker r 

__ Body Odor.-- ·--·-----"' 
_ _ Combination o ___ , ____ ,. ____ ,, _______ w 
_ Combination I W 
__ Combination 2 .Br 

__ Combinallon X -- - --....... _ .................. - .• Bl 
__ Counter o ... _ .. ____ ,, __ , ________ ,,., ...... w 
__ Counter I W 

_ Counter2 r 
__ Counter X---------Bl 

Ultimate Combatl 
_Jumping_ _ r 
__J(jal w 
_himal Kiai G 
_5petdl w 
-5petd2 Br 
_5petdX I 
_5trength I W 
-5trength 2..._ .... _. _ _ ____ Br 
_strength x._ ___ _____ BI 

_stumble W ... ., 
__Jevlar ~st--------" 
__ Warrior's Hrlmet _____ _., 

hllrllmlltl 
___J)arkness G 
___Dttp Fog G 
~rt Heat. _____ , ___ .,G 

___Flojided Ground •. ·---·- - --G 
__freenngCold G 
__Heavy Rain G 

__High Altitude --·- ·-··--·-·-··-.. ·-- ·----..... G 
__Hurricane Winds ___ ,, ____ G 

_Jcy Ground G 
__Muddy Ground G 
_5andy Beach_ .. G 
_5mog lnvmion G , ........ 
___Awareness .• -·----- ---·---·-·--·G 
__ Conditioning .. W 

_J)iscjpline G 

_Experience ·------.. ··----.. ·----.. ·--·----W 
__Fighting Spiril --··-----·-·-·· .. -·-·-W 
___Flexibility G 
_lntuitlo G 
__J(nowledge W 
_Rellexes G 
_Wisdom G ...... 
__Move Back W 

__Movef~t W 
_ _ Move Ltft .. _____ _____ w 
__Move LtfVBack _____ ........ - .......... - ......... G 

__Move LtfVFront G 
__Move Right w 
_Mo•-e RlghVBack G 
__Move RlghVFront G 

Tiii Ill 
--..Akiyama·s Pendant. ____ ,, _______ ,_,G 
___Amulet of Kwai Chang __________ .G 

_Bear's Jaw G 
_Dragon's f'1re .. G 
_Earring of Confuclus ...................... - .... _ ..... G 
_Elephant Bractlet G 
_Elixir ol the Gods G 
__Eyes of the Ninja Bl 
__ GI Patch· Faloon ________ \V 

__ Gi Patch · Fox W 
__ Gi Patch · Horse W 

_Gi Patch · Owl w 
__ Great Wall Vest .. - ·--- --···- -----.... - - G 
__Headband of the Ninja Bl 
__Holy Medallion w 
-->task ol Gengis Khan .. ____________ ,G 

__Morlya's Mirror ...... - ... ·---------.. - -.. - ·G 
_Ring ol the Sun God ____ G 

_ _ Yamashlta's Belt I 

111111111 ••••• 

TICllll•n 
___Arm Lock ______ _ __,, 

___Arm Lock r 
___Arm Lock G 
___Atlas Overhead Slam J 
___J.x Kidt I 
___J.x Kidt r 

----Ax Kick------ ------···- ·---W 
_Back Fls •• Bl 
----8Qf'm r 

_Back f'ISL----- ·---W 
_Barrel Roll .. --...................... ,_, _____ ..... BI 
_Barrel Roll r 
_Barrel Roi W 

_Belly Punch r 
_Belly Punch w 
_ Chimp's Sidt Body Slam G 
_ Charging Front Kick I 
_ Crusher's Wheel G 
__ Cup Hand Elr Crush .. _ ________ G 

_ Cyclone Elbow Smash I 
__J)ouble Lq Tackle I 

__J)ouble lq Tickle ·--------- ............. Br 
__J)ouble Leg TackJe __ ___ _____ w 
__J)ouble Wrist Lock Bl 
__J)ouble Wrist Lock r 
_Drop Jab Bl 
__Drop Jab W 
__Drop Spin Klck Bf 
__Drop Spin Klck W 
__Elbow Smash_ .. ____ ___ Br 

_Enlorm's Back Kick·------ ---G 
__fall Prone ______ _ _.,, 

__Finger Lock W 
__flying Double KJck _____ ,, . ........ - ........... G 
__flying Sdssors ___ _______ ,Br 

_flying Sidt Kidt G 
__fOOIS'A-eep I 
_ _ Footsweep ........Jlr 

__footsweep W 
__front Kick Bl 
__front Kick Br 

_ Front Kick--.. ---···-·---.. ·-·--- -----W 
__full Nelson .Br 
__full Nelson G 
__Full Nelson _____ ______ w 
__ G ullloline Block ._,, ________ ,. .. _. ___ ,..,,. .... G 

_!lair Grab Elbow Strike Bl 
__Hair Grab Elbow Strike G 
__tlair/Elbow Strike Br 
__ !lammer Fist Strike W 

__Head Butt r 
_!lead Butt W 
__tlead Lock__ Bl 

__tlead Lock--·-------- ---Br 
__Head Lock W 
_Inferno's Round Kidt G 

_Inner Leg Reap .. - .. --··-···---........... - ..... Bl 
_Inner Thigh Throw. _______ ,, ____ ,, ___ BJ 

_Instep Stomp J 
_Instep Stomp r 
_Instep Stomp ... W 
_ Jump Crescent Kldt Bl 
_ Jump Cresant Kidt G 
_Jump Hook Kidt I 
-lump Hook Klck_ ____ ,,_, ________ ,..Br 

_Jump Hook Kltk..- - -·----·-·G 
_Knee Kldt__ I 
_Knee Kidt Br 

_Knee Kick ................. - .- -... -............................ W 
_ Knife Hand Strike ______ BI 
_Knife Hand Strike ____ _ ... , 

_Knile Hand Strike W 
__ I.t aping Ax Kidt _____ ___ BJ 

_Leaping Ax Kick _ ___ ,, _____ ,._Jr 

_Leaping Ax Kick G 
_LeltHook r 
_Left Hoo w 
_.Leg Tntp Block G 
___llfting Sleew Throw I 
-1.ow Round Kick I 
__Low Round Kick Br 
__Low Round Kick _ W 
__ Outer Ltg Reap _ _ ___ _ ..,, 

_Quick lab I 
_Quick lab ______ ,_,.,, .... _ .. _________ ..Br 
_Quick Jab _ _ ____ ____ w 
_Reverse Punch I 
_RtvtrSe Punch _ _____ _,, 
_Reverse Punch _ ___ __ _ 
_Rib Shol _ _ _ _ _ _ _ _,, 

_Right Cross-------" 
_Right Cross r 
_Right Cross ....... _._, ......... __________ w 
_Right Hook_ I 
_Right Hoo r 

_Right Hook--.- ---·------------W 
__ Round Kick ... - ....................... _._, ........... - -Bl 
_Round Klck r 
_Round Klck w 
_5houldtr Throw .-81 
-5houldtr Throw G 
_5ideKidt I 
_5idtKidt r 
-51de Kick _____________ w 
_5ingle Ltg TackJe _______ _sr 

-5ingle Lq Tackle W 
-5olar Plex Strike ______ ___ BJ 

-5olar Plex Strike ..... - ................................... Br 
-5olar Plex Strike ________ w 
_5pear Hand I 
_5pear Hand__ r 
_5pearHand___ W 
__ Spinning Badt Fist I 

_5pinning Back f'ISI G 
_5plnning Badt Kick ______ G 

_5piMing Round Kick ..... - ............. _____ G 
_standing Choke Bl 
_5tanding Choke_ r 
_5tanding Choice ...... ________ ,, ______ .. _ w 
__ Sweeping Ltg Throw. ____ , __ _ , ____ Br 

__ Throat Grab I 
__ Throat Grab r 
_Throat Grab _ ______ w 
_Throat Jab Bl 
__ Throat Jab _ _ _____ _..., 

__ Throat Jab W 
__ Uppercut.. ... _ .. ,.,, .. _ _______ ,, .. ,, _ _ BI 

__ Uppercut .Br 
__ Uppercu W 

__ Wrist Lock- - -·-·--.. - ---·-·-BI 
__ Wrist Lock .............. ............ __ ,, .............. _ .... _ .. G 

_Wrist Lock W ..... 
_llojutsu Stick G 
__8ok G 
_Escrima Sticks G 
__Nunchaku ________ _ G 

__ Oak Staff_·---·-·-----·-- ·G 
__ Tonia__ G 

Rarities in Ultimate Combat: White· 
belt (W) cards are common, Brown-belt cards 
(Br) are uorommon. Black-belt cards (81) are 
rart', and Gold-belt (G) cards are ultr11-r1re 
(and some are chase cards). 
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Ancient Fighting 
Aris ol China 

ICdlll 
__Alter Destiny --··----·-----------Br 
__Ant icipatlon -···--·----···--··---·---··-··-····-G 
__ Back to Baslcs----··-·-··---··-·· .. ·-··-·-·---Bl 
__ Beast Master ---··-·---·- -···-··-··-·-··-···--····Br 
_Betraya 1 ..... --··-··--···---·-··-··-···-····-··-·····-··-BI 
__ Clear Vision .••. -·-·-··-·-----·-··-··---·---··-IV 
__ Close The Ga P·--·-----··--····------··· W 
__ Constriction__ ... Br 
_.Environ Master (Olase) _______ G 
__ Erase Memories ________ w 
_Exchange Blows .G 
__ Ginscng _______________ G 

__ Grip of Stce'-----·--·-·-··-··-----·-·--··-BI 
__ Hand to !land Combat_ , _________ ,.81 

__ I lesitation ...... ·-··-··-···-·--·------·-·· .. ··•··• W 
__ Increase Options ···- ··-·-···----·····-··-· .. ··-··-W 
__ Inspiration ............... -.......................................... G 
_ _ I ntc11sity ,,_._ ........... -····-·-··············· ........ 81 
__ Keep Your Distam~--------·--··---W 
_ Manipulate Destiny (Chase)---.. - .•• G 
__ Meditation. ..Br 
__ Mental Ai:ility .• Br 
__ Obliteration ------------Br 
_i>anic ... - ·-------····---·---···--· W 
_i>ressu re ··--·-----·------··-·--··---·--G 
_i>sychic Boo me ranl?·-- ·-·····---····-...... 81 
__ Psychic Delay·-······-···--···--··-· ···-··-·····-· .. -IV 
__ Psychic Sponge -· .. ·-···· .. ····--·-·· ............. _ ..... Bl 
__ Rage of the Wolf ····-··--··---·······-· .. ······• .... W 
__ Rcstorat ion -··----···------·-·-····-····---.... W 
__ Retrieval • ______ w 
_scrcnitY-----------·-81 
__ Sneak Attack _ Bl 
_$peed Kills RI 

Cllaracten 1111 tn111 
Backlash 
_Taboo·-------·-·--···--·--·····-U 
Cabal 
-8 'Lia '--··--····------ ··-.. -- ····-·-··--... -.C __ Daemonite, ______ , ___ , _______ , _________ , ...... _ ...... C 

_l)aemonite in a Flash SuiL---······-···-··-·C 
__ 0en1e ·-·-···--·----------·--···--·R 
-' ITarh ____________ ··-- -··-----··----··C 
_Helspont.____ R 
_JlighTower___ R 
--lodunn U 
_ K'Rul C 
_M'Kol______ ..... C 
_Mr. While-·---··--·----------U 
__ Pike ·------·---··-·-·-··---·----·-··-·-··-··-··-·· .. U 
__ Providence •• - ... ·--··-···---···------····R 
__ S'Ryn.,_ ..... --·-·-·····-----···--···-··--··--···-·· .. U 
Coda 
__Andromache---··----------····R 
__ Coda Warrior ------------·-C 
_Destine R 

Ultimate Combat 
_5plit Altack. ............. ---·--·-··---···--·······-G 
__ Taunt ·-·-··---··-----·-----·----·---·- ---W 
_lime Lapse (Chase)-----··-·G 
__ Time Shift_ G 
_ Touch ol Magic ___ , ___ G 

111¥1111111 
__lleginner's Luck ____________ IV 
__ Catch Weapon----·----··-------·-··-·····G 
__ Confidence·-···-----·-.. ···----····-··-·---·· .. IV 
_Disadvantage ···--·-·-··--···----·- ·------·-IV 
_Dislodge Armor -····-·----------·-······Br 
_Disruption --··--·-------···---·---·.Br _Drop _________________ , __ , _____ w 
_Enhanced Mobility _, _______ w 
___Fake Attack I 
__Jnner Calm W 
_Muscle Spasm .Jll 
_i>recision Attack _ __________ _____,Br 
__ Quick Thinklng ____ , _______ ····-·-·· .. Bl 
__Reta! iation·-··- --·-··-···--······---··---·---·G 

Armor 
_!>added Armor·----··--------··-·· W 
-5hin Guards.------·--···-·-----··.Br 

C11C1111 
__ Coach Olung ______ __Jj 

_Coach Jhang I 
_Coach u __________ _.s1 
_Coach Long.,. __________ G(Chase) 

__ Coach Park _·----- ·----·--·--···-·---·--- G 
_Coach Weng ·-····-····--·············-···- ······Bl 
__ Coach Wong ... ·--··-····--··········-········--·-·····-·81 
_ Coach Yao .. -·----·--- --.. ·-··--·-·----···--·BI 
_Master Lee _______ ,_··----··----·····----·--G 
_i>rolessor faY-··---·----··--··----·--·--··G 
_i>rolessor Uchida G 
_5ensci Saekow G 

ammate Games 

E.lllra••ldl 
__ Earthquake ··-···-··· .... ·----· .. ----··--··--·G _Fetid Swamp ___________ G 

_Hot lava W 
__JU Wind ___ G 
__ Quicksand ___________ G 
__ Underground WaterfalL _______ , __ , __ ,G 
_World In Chaos (Chase) .. ·-··--···-··········--·G 

•••acts 
__ Or Weng's Itching Powder _ ... Arm ····-···-Bl 
__ Permanence ··---·-··-··--···---Env ... -....... Br 
_5tronghold. __________ ...foun ____ w 
_i>rotecti~ Mo~-------Tec __ , ___ BI 
_.Reverse Tactics Tec __ BI 
_Basic Attack Tech _ W 
__ Crushing Po,.-er ____ Tech_ Br 
_Jarring Attack ______ rech __ G 
_Bolting Force·-·-····---Tech ____ Br 
__ Kama Chigi · ··---------·-Tech ____ w 
_Mystic Shield ............ _ ...... - .. -.•. Tech _____ ,G 
_.Relentless --······-·····--·--·---·-Tech __ , .... -Br 
__Risk ol Injury _____ , _________ ,Tech .......... Br 
__ Torque------·-··--·-·····--·-Tech _, ____ w 
--~•pons Master (Chase). __ Weap ___ G , ........ 
___Fang ol the Viper (Olase) G 
__ Gi Patrn · Olameleon G 
__ GI Patrn · Giralfe ________ ,G 

_ GI Patch· Monkey------------··--··G 
_GI Patrn · Pan<la ___ , ____ ,._. ___ , ___ , ___ Bl 

__ GI Patch · ParroL ... --·-------------···-··Br 
__ Gi Patch · Phoenix ... ·-·----·------.... ·-··-BI 
_ _ GI Patch · RaL ... ·-··---·----·-·--··-·--···W 
__ Gi Patch · Rhlno •• _______ .. .Br 
_ _ GI Patrn · Tiger ___________ G 
__ Gi Patrn · Unicorn w 
__ Gi Patch · Wyvcrn W 
_Mark of the Cheetah (Olase)----G 

__ Stone ol Alchemy ----········-··-····-···-·-··-··Br 
__ Winged Sandals ·----· .. ··--··········--··-·······Rr 

Tlcllll•n 
___Ankle Trap Throw _______ w 
___Attacking Palm (Chasc) ______ r, 
__ Chest Goui:e ·----------Br 
_ _ Climbing Monkey Attack ____ ,, ___ , •..• BI 
__ Cross Arm Body Lock .. ·--------- -·---W 
__ Cup Strike··-·--·······-·····-............ __ , __ ,_, ... W 
_Double Fist Strike._ .....• -.. ·-··--···--··--·· .. BI 
_Double Front Jump Kick •. ·---·--·-··· .. Bl 
_Drop Kick__·---··-·-··----·--·-··- BI 
_Drunken Attack ________ ··--·-·- ··-----G 
_Drunken Strike ________ .Jlr 
_Eagle Claw Kick W 
__ Elbow Break _______ _., 
__ Elbow Locking Throw_ Bl 
__ Energy Redirection Throw. _____ .Br 

___Fin1ter Thrust --·······-······- .. ···--·---W 
_Flying Instep Kick. .......... - ............. _ ••• G 
__ Front Hairnet Kick_ .. _ ............. _, _____ ,.\Y 

__ Head Twist .. ·-··---··-·----·-·····-······----··· W 
__ Inner Leg Chop .. --··--··-·-··-·-··----···Br 
--loint Lock, ___________ G 
_Monkey Throat Gouge. W 
_!>raying Mantis G 
__Rear Kick .Br 
__ Reverse Strike .Br 
_slanting Strike ___________ w 
_$nake Hand Strike ·····---·--··---.Br 
_$napping Throw ·······-----....... , _____ .G 
~~pinning Head Kick_·-··-·····-··---G(Chase) 
_Whip Kick ................... _ ....... - ..•..•.• _ ........... 81 ....... 
__Rope Dart ________ G 

_5ai G 
__ Three Section Stall G 
__ Wooden Swords____ _G 

Wildstorms 
Falrclllld & 11111 E111rtalnm1nt 

_Hestia1 _________ u 
Genl3 
_Bumou U 
___fairchild _____________________ R 

___Freelall----------·------·-----U 
__ Grunge------·--------··--····----U 
__Rainmaker -----·-----------····-... U 
__Lynch-.. ------··-----···---······-···R 
Grifter 
__Lonely __ c 
1.0. 
_Alicia Turner U 
_Jkn Santini R 
_Black Rat.or -----------C 
__llllss _u 
_1.0. Agent _________________ ,( 

__Jvana Baiul -----·---··--···--------U 
_Keeper --·----------·--······--.. ---·-·-····c 
_Miles Craven ..... ·-··-·-··---·---···-··----·R 
_ _ Threshold----------------R 
falieWinten 
_TheMaxx UR 
MERCa 

_Jlrutus U 
_Deatht111p U 
_Hellslayer --------------C 
_Kllgore ·---··--·---------------U 
--1\aier.--··--··------------·--------U 
None 
__ Black Angel ..... ---···--···-----------·UR 
_ _ Cybernary_·-·-------·-----R _Dingo ___________ c 
__ Gnomc ____________ R 
_Gnome with Orb UR 
_Helmut U 
_Madman UR 
_Midnight Devil UR 
_Mindscape ------·R 
_MnemO----------------·-····-·-R 
_i>!tt •.• -----·-- ·----··------------·--UR 
_.Regent .. -.......... -··-··---··----- --···-·-··---U 
__ Savant------------·----------U 
-5h1-----·----------------UR 
_soldier_ _ __ c 
_$pawn UR 
_Tapestry UR 

__ Union U 
__ Virtual Bob U 
Stonnwatch 
_Battalion ·-------·-····-·---·----R 
_Battalion Reborn ______ , ............. ----·-···UR 
__ Cannon·-····-----·----·-· .. ··-----·----··-ll 
_Diva _______ , .•.•••..•. ----------·-U 
___Fahrenheit ·-- --···--·------·------··-U __ FlashpoinL. ______ ,___ U 
___Fuji U 
_Hellstrike U 
__ Unk C 
_Major Diane LaSalle C 
_Nautika _____ ,( 
_i>agan....__ _____ . ________ u 
-5trale - -·-······-···-·---.. --·-------U 
_5unburst-----··---·-··---···--···-··-·----·U 
_synergy ·-·--··----······-··-.. ·----··--·--·-···u 
__ Undertow ---··----·--··-----···--··---·--C 
__ Weatherman One.·-·-----·------·C __ Winter ____________ R 

_Backlash__ R 

ll 
_____________________________ ..... , .. ..... .,. 



T1peshy 
____$om1 U 
Team7 
_l)eathBlow R 
no111a 
__Ntia u 
_liAllM. U 
__.Sia U 
V1mpiie Nation 
_Beastmaster-----·---U 
_.llloodQuttn-----·--·--·--·R 
_fre.nzitd \'amplre---·--·---·C 
_Johnny Savoy _u 
_l>rinct Dnkken R 
_Red!Ptrwphone R 
_Vampire C 
War<i••nl 
_Dtspot UR 
__ Doreen--------·--· -·---·-----U 
__ .Hexon----··-·--------···-················---U 
_Judgment ····----·---····-···············-.. --.U 
__ Nydius --·-···············-·······-······-·············· .. C 
__.Stricture ··-·····-·····---···-·-·---.. -----U 
__ Talos-·--·----------U 
WeieN1tloll 
_Armand Waering R 
_Wrre"'OI C 
WetWorila 
_.lllit Dom UR 
_ Claymore U 
_Dow U __ Grall _________ _,.. 

_Jester U 
__ Motlm One R 
__J>ilgrim U 
__.DIM R 
_.DaM Unlushtd! UR 
W'alclCA. T .. 
__ F.mP---------~· 
_,\bul U 
__ Mr. Majtst U 
__ Ultimate 7.t1I01 UR 
__ UPttrackd Spartan ______ ,UR 

_Void.----------·----:R 
_Voodoo .• --··-------.. - ... - ... -•• - ........... u 
__ WarBlade ....... ---------.. ···-·--·-···---U 
.-lealOl-----·--···-·········--···-·R 
__l>osscssed \'oodOO------UR 
__.Spartan R 
__ Grifttr----------" 

Clllllll 
_Acrobltic Dodge U 
_Alm C 
_All or No4hln~-----··---R _ Blindsldtd. ________ . _____ ,c 
_.lllock------------------··c _.llullseye! _________ ,R 
__ Carc!ul Alm _ R 
__ Cau11ht in the Crosshairs ____ R 
__ CNri,?m~ Slim------~· 
_Clay Pij!tOn C 
_Clod~sline C 
_Combat Exlradlon U 
__ Combat Medic R 
__ Countmttadt C 
__ Cover U 
_Dodgt c 
__£nergy Blast Dtfense U 
_.Fdnt----------'-
__Fish In a Blrttl U 
_flying Tadlle U 
_full Dtftnse U 
_ Grappling U 

llUIS©1991 
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_Jlanj!fire R 
_Ihde.~·----------" 

. _liij!h Bloct C _,a c 
__Jam C 
__Judo Thro,.• U 
__Ju mp-Kick C 
___Karate Kick R 
_Karate Pundi U 
_Kidney Pundi-------·C _J(nockback ___________ c 
_J(nockout Kidt ___________ R 
_J(nockout Pundi ________ u 
_1,trt Hook c 
___Leg Bloct C 
___,\lental Wall--------" 
__Jlarrow F.scape U 
__Jlear Miss C 
__ Off·Balanre C 
__ One·Two Pu ndi ·----------·-··--· .. ·-··-U 
__ Ov~rbea ring ····----·---... - .......... - ••.•. R 
_l'artlal Cover ---····-···--·-··-·---·-·······-·-·C 
_l'ossession .••• --··-····•"-··--·--·-.. ·---·--·C 
__ Quidt.Aim_. ____ ... ..... -------··---C 
__ Quickdraw C 
_Right Cross C 
_Roundhouse C 
__St<ond Strike ,. U 
__.Shoot from the .Hip C 
__.Shred Armor _______ ,_ 

__.Shroudof Gloom R 
__.Sitting Duck C 
--5.!)JpshOI C 
__.Sniprr Practice U 
__.Spaft Ammo C 
__.Spinning Blck·Kid< U 
__.Super Po~ssion ______ _.. 
__ Tactical Retreat-------" 
__ Take a Bullet U 
__ Think .Happy Though U 
_ _ Throat Punch U 
_ _ TOlal Cover--------" 
__ Trarer C 
__ Upprrcut.--·-·--------U __ \"itals Punch __________ u 
__ Wrestling Takedown ________ . __ .u 

Elll• Mt 
_Armor Piercing Ammo .C 
_Automatic Pistol C 
_.lliokev Bodysuit C 
__Bow & Arrows C 
_.llulletbike U 
_Bulletproof Ves1 . C 
_ Cid Bladt ······---------C 
_Coda Cycle U 
_Flame·thrower ··-------··-·----R 
_Fusion Detonator • ..R 
__ Grenade U 
_llEAP Ammo•--------" 
_lielicopter. Gunship U 
_I ltliropter. Troop Transport ___ u 
_Iii.Vet Ammo _______ _,.. 
_llollowpoint Ammo C 
_Infrared Sight C 
__.Jn~ck---------" 
--lumpjet R 
_J(nife c 
__Laser Sight C 
__ MachiM Pistol U 
___,\Ian.Portable Gatling ____ __... 
___,\fetal Exoshuth C 
_;\lilitary Parafoil U 
: ........ MIRV _________ _,, 

_l'trsonal Ddtnst Sys1'm R 
_l'trsonal Forcefield _____ _,.. 
-1'owered Armor (Black Razor) __ u 
_l'o,.'tred Armor (M.AD.-1) R 
_Rtvol•'tr C 
__.Sattlltte Uplink U 
__.Shotgun C 
__.Sprar _c 
__.Suborbital Rocket U __ Sword ___ , __________ .c 
__ Tenon Ammo.----·------·C 
__ Telrportatlon Dcvicc ________ ,R 
_Telescopic Sight _______ c 
__ VAD ll)'ptrcannon R 
_ VADPP:SOs R 

PlltTwtsts 
_A Doctor In the llouse R 
_A Killing Moon. ________ .( 
__ Achilles' I lcel. ___ ............. ,_, __ ,. __ , ..... R 
_;\ct of Mer~y ....................... , ... ___ ................... C 
__Advanced Securlly Systent .• - ................ C 
_Antl·Alrcraft l' lre ... - ......... ----··--·---.. -U 
_Avoid Obstacle ---------··---·····U 
__ Bad Part of Town .C 
_Bad Reputation U 
_.llareknuckltd Brawlinit C 
_BanlerK'ld Flue C 
_Black Razor Training C 
_Blitz C 
_ _ Breakdown C 
__ Call In a Favor R 
_ _ Call in the Cavalry! .R 
__ Clran Getaway .R 
__ Coda Blood RituaL U 
__ Coda Discipline C 
__ Coda Mission C 
__ Coda Training C 
__ Commlink ________ ,. 

__ ()·bu-Augmentation U 
__ Cyber·Rtsurrtctlon R 
__Datmonite ~arch C 
__ DetermlMtion ______ R 
__Disguise •. _________ c 
__ 01vcrsi1y .-.. ·------·-··-·-------........ C 
__Drama tic Pose ..... - ........... -----.. ---·-·····R 
__Dud_., ___ , ......... --·---·--··--··· .••••. C 
__ Elcctrorna1tncllc Pulse ------R 
__ f.nmgency Evac U 
_Emergency First Aid------" 
_Emergency Repair _____ _,, 
__ Esc.'lpt Plan _______ _,. 
_Espionage Mission C 
_Fancy Flying. .C 
_flawed Gen.factor ___________ u 
_Friends In High Placcs ....... _________ u 
__ Gen·Factor-----·-·-------R 
_Get the Goliath ________ ( 
__ Government lnvestiitatlon ____ R 
__ Grudge Match C 
_Itani: "1th thr Kid C 
_!lard Trainintt R 
_lint of Battle C 
_!lmily Defended C 
_lhdden C 
_llighrr Powers at Wor R 
_1.0. IO\eSlij!atlon C 
__ lnam~1blc C 
__ lnronspiruous C 
_Join MERCs C 
_Join thr WildC.A.T.s C 
__ JO!n \\'tlWorks C 
_Kttp In Formation C 
_Kttp Your Distance C 

_J(hrrubim Seard! C 
_Kindred Foundling DiSCO\'t~--C 
_)(now Someone C 
___j.,ta~rship U 
_,\!agick Boosi c 
_i\led·Evat---------" 
_i\ledia Orcus C 
__ Misflre U 
___,\1ysterious Disappt.aranre ____ .R 
---1'11tht Tribes lntervemion ___ .R 
___}lo .Holding Back._. :c 
__ Old Rivalry Resurfaces ____ , __ R 
_Ona Roll C 
__ One ShoL One Kill G 
__ Out ol Ammo U 
__ Out nan C 
_l>act of .Honor C 
_l'rophct of the Orb U 
_providenre lntervenes ______ u 
_l'si·Op Tracklng_.. ____ , ___ ,R 

_Reboot ............ -·-···--·········-···-·----·-·-·R 
_Recharge ·"'-··--·-·······-----.. ---.. --• .1~ 
_Recruited by the CabaL----·---·C _Reorganize! _________ ,( 
__.Sabotage R 
--5canning the Timelines ____ d, 

_S«ond \Vmd _ _____ _ 

_Ste the Ugh'-------' 
__.Smoke and Mirrors-----~· 
__.Strength or Wil~------" __.Sublmuge Attack ______ . 
__.Suptrdiarge _______ _,. 

__ System Crash-------~· 
__ Tag Team C 
__ Tapeitry Re-Draws Tlmeline-R 
__ Teleport Boost------~ 
_The Rush--------" 
__ The UN Wants You! C 
__ Tat to Tat C 
_Upgrade U 
__ Void lnten'tnes R 
__ we Don't Need No Stlnkin' Armor!_ C 
__ Wlll oflron C 

111111s1tn 
_Behemoth ------.. ·------.. ··---..,..!\ 
_Buried StarshiP--·-------R 
__ Chernobyl U 
__ Cray's RetreaL Rural \lirj!lnl1 ___ u 
_Dras'Adin (Vampire Nation Capltol)-R 
_Golden Gate Bridge U 
__ HALO Enterprises R 
__JIALO SkH.odge U 
_llOI Spot. Georgetown. D.C.~----U 
_1.0. Command ________ R 
__ La Jolla Safehouse _____ __;U 
__ Luxury Ocean Liner --------U 
_Mecca. Saudi Arabia_. ________ ,_u 
_l'urgatory Max ______ _,. 
__.SDI Astronomies_ U 
__.SkyWatdi--------" 
__.Statue of Liberty U 
_ The l.ouvrt u 
__ Times Square U 
__ Vampire Enclave, Tnnsylvani~-R 
__ Wildlife Org. Rescardi !IQ. Monllnl-R 

PrlZll 
_Od Blade of the Majestrtx ___ u 
__Daemonitc Key-s U 
_.Dtlp~·s Pool U 
__ Gen· Factor U 
--lustice Stone & Staff U 
__ OrbofAggre$lon U 



lcdlll 
__ 61 Flrebrralhlng , , , C2 
-· _ 62 flood ......................... CI 
__ 63 llall.\1orrn • • . . • • • • • • • . • • . . . . .. .C2 
__ 64 Tsunami . ................. ... .. Cl 
_65 lll&h Winds .................... R2 
_66 Help ....................... ... C2 
__ 67 l'roSI Bm11hing ....... ..... ..... Cl 
--~ Hero ••••••••••••••••..••••..•. R2 
-- Polson Breathing ......... ... .... C2 -'° Slcrtflce ...................... ,(2 
__ 71 Knowledge .................... CI 
__ n Ml&Jcal Sword .. .. .. .. .. .. . .. :o 
_7l SeawHd ....................... C2 
-~Whirlpool . . . . .. . . .. . . . . . . . . ... R2 
_ Mtdus Sptll . . . . . . . . . . . . . .. . . .R2 

~~~~::::::::::::::::::~ 
_i'3 Slrangle Hold ..••......••..•••• R2 
_80 Avalanche ..................... C2 
_81 Earthquake ................... CI 
-82 Golden Apple •.•...........••.. C2 
----83 Armor ..................... ... . C2 
----84 Nlglit ............ ....... ....... C2 
-85 SL George .............. . ...... C2 
-86 Sigurd ... .. .................... C2 
-8J SU Lanctlot .................... C2 
-- KW or Le SU«llbe ............. .R2 

_:=na .. ::::·::·:::·::::::··::~ 
__ 121 SnowSlo<m ............... R2 
__ .1221W\11tr •.••. ... .... .. .... . Cl 
__ t2J Vobruc Eruption ............ Ct 
__ 124 Mtteor S"°"'-er ........•..... C2 
-125 Heatwave ........... ...... .... C2 
_ 126 Magical Healing ............... C2 
-127 Powtr Switch ................ .. R2 
__ t 28 Magnetic Field , . .. . . .. .. . • . . . R2 
__ 129 Dwarven Army .. ... ....•••• ••• C2 
_ uo Crys1aJ Ball ................... o 
__ m ~on Spell ....••.•••..... C2 
-132 Beowutr ...................... C2 
__ m Ba1de Ch30s . • ............... C2 
__ 134 Doomsd;ay ••.•• ••••••••• ••••• .R2 
__ ns Turn lhe 1"1es . .. .. .. .. .. . . R2 
_JJ6 \Yy\"tm Shadow . • • • . . • • . • • • . R2 
__ 178 Vishnu ............. ........ R2 
__ t 79 Indra's Spell • . • • • •.••••••••.• R2 
_180 Apollo . . . . . . . . . . . . .. . . . .. . .. .R2 
-181 Cadmus . . •................ (2 
-182 lhof ••. ' .................... C2 
__ t8J Poisonous Air .....••... ...... • C2 
__ .184 Phendeus Tree ................ C2 
__ 185 ~or Belhany ............. Ct 
__ 186 Marduk . . . . . . . • • • • • • • • . . ..•. C2 

::~!·:::::::::::::::::::::::::~ 
__ 190 llercules .......... .......... .. Cl 
__ 191 Pftdl ......................... R2 
__ 192 Sabra ••...•••••••••••.•••.•. R2 
__ l9J l(Jng Arthur •.•••.••••••..• , , .• R2 
_195 Valley ........................ R2 
__ 197 Gully .....•.••..•••.•••......• C2 
_J98 Casile .••••.•••••••••••.•••. .R2 
_19901)' ........................ :.0 
-200 Vlll.t&t . . . . . . . . . . . . . . . . . . . . .C2 
-201 Town .... . . . . . . . . . . . . . . . . . . R2 
-207 Subl. Rl\'tr ................... CI 
-213 Dragon Man ................. R2 
-21 S Hall of Chivalry .. .. .. . .. .. .R2 
-218 Gambltr. The ••••••••.•...•. .R2 
-221 Treasure Thiel ................. Cl 
-223 PIKt Your ~1$ • • • • • • • • • • • .. .R2 
__ 224 All Bf'IS Are orr .. .. • • . . • . .. R2 
-225 Gold Thiel ......... •• •........ C2 
-226 Ouch A TI11er . . . .. •••..• , ... Cl 
__ 227 Gold Shortage . . . • . ....•...•.. C2 
-228 Gold And ...... ............... C2 
--229 S1eal S1reng1h ................. R2 
-230 Ardltrs ••..••..•••.•••••••••• .R2 
-231 G""11 Ants .................. . .R2 
-232 Ra\"tnS • • • • . • . . . .. .. .. • • • R2 
-233 Fog .. . ................ .R2 
-234 Giant Anttaltr . • . • .. • • .. . . R2 

_2JS Ha"'ks R2 
-236 Fror.•n o\~<<'1' R2 
_Zi7 Uithtnm~ ( I 
-2lR I Mp hem P'1»nd R2 
-239 lnmibtltty , . . . R2 

Dn1•1 
__ I Wyvtrn ••••••••.•..•.•.•.••••... CJ 
--2 Amphlltre .••.....•.••...••••... CJ -3 Und""Jrm ...................... U2 
__ 4 Gulvte .......... .. ............. Ct 
-5 Jormungandr ................... .RI 
--~ ~1t.1q11e .. .. .. .. .. . .. • . .. . .U2 
__ lln ......................... U'2 
~~~r .......... ...... ........ . U'2 

wjak ..••.•.•.•••••••.•••••. U2 
__ to Moghur ••••....•.•..• •• ••...•• U'2 
__ II Tiamat ......... ........ ...... .U2 
__ 12 Cold11s .. • • • • • • • • • • • • •• Cl 

=:!~ :::::: : :::::::::::::::~ 
_IS Basilisk ••.•..•••.••• •••.. •••••• RI 
_16 ~hon ........................ Ct 
__ 17 ldna ................. .. .. .U2 
_ _ 18 Chimera ......... ... ........... UJ 
_19 Ai:hl Da!Wta . • • .. .. .. . . • .. .. U2 
__ 20 Mushussu ....... , ....... , , . .U2 
--21 lung Won& •• .. .. ....... U2 
-22 Kakulan . • . .. . .. . .. .. • .. . U2 
-2J ScylL1 • • • • .. . • • • • • • • • • .U2 
_24 \'ouhn ............. . .. RI 
-2'i Thuhan • . . • . • • • • • • RI 
-26 Amphi.mena • .. . • • • • • • RI 
-21 Phryglan .. . .. • • • • • • • • • • RI 
_28 Cynoprosopi • • ••• ••. •. • RI 
_290r- ..... ... .. . ... .. .RI 
__ lOShape!hifltr ............ . .. RI 
__ 91Shan ................... . U2 
__ 92Ganl .... ... ..... .. ......... U2 
__ 93 H)-dra .. .... ................. U2 
-94 Grendel ................. ... RI 
__ 95 Celesllal ....••• . ....••.•....•.. U2 
__ 96 Mokelembembe . . . . • • . .. , • ..U2 
_91 N13o1 .................. •• .U2 
__ 98 GargouUle • • • • • . • • • • • • U2 
_99 RWh . . . . . . . . . . . . . . . . . • • • . . .U'2 
__ too Kloh-1.ung . . . . . . . . . . . . . . U'2 
__ IOI Kullrulcan . . . . . .. . . . . . . . . .U2 
_ _ 102 l..amb1on Worm .............. U'2 
__ .103 Gandarewa . . . .. . . . . .. . . ... U2 
__ 104 AjaLtr .......••.••..••.•.•.•. .RI 
__ IOS Pan Lu111 ............ . ....... U2 
__ 137 Vampire .. .. .. .. • .. . .. • • .. RI 
_ 1}8 I.old . . . . . . . . . . . .. . . . • . . .. : .U2 
__ 139 Mo-o ......................... U2 
__ 140 Gu1es .............. •••...... U2 
__ 141 Dr'.f.onel .......... .. ......... U2 
__ 142 Tai wurm ..••.•••.•. . ...••• , .U'2 
__ 141 PHL!I ....... ............... .. U'2 
__ 144 Chen Lung .••••••••••..•..•• , .u2 
_145 Ryu ............... . .......... U2 
__ 146 Ball ......................... U2 
__ 147 Cecropis •••••••••••••••••••• , .UI 
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There are always times, in a 
good campaign, when the 
heroes are "between jobs". 

Havi ng come o ff one grand 
adventure, it often doesn't seem 
right to plunge them into another 
crisis immediately. Or perhaps 
the call is there, yet some dis
tance between the map and the 
treasure is n eeded. The Dread 
Forest Biyll provides a buffer zone 
between adventures, and can be 
inserted vi rtually anywhere the 
GM wishes. Depending on the 
strength of the party, o r their 
need for a challenge, the denizens 
and dangers of the forest can be 
damped down to passing curiosi
ties, o r beefed up to the level of 
true party-wreckers. For that rea
son, quantifiers from a given 
game system have been lefc out. 
The party doesn't have ro resolve 
the puzzle of this forest, but any 
goodly group should be repulsed 
by the place's ev il nature, and 
fee l a sense of obligation to do 
something about it. But less inter· 
ested or less powerful groups may 
simply pass through Biyll, strug
gl ing for a few days against its 
perils and h;issles before gratefully 
leaving it behind, lurking to way· 
lay late r travellers at another 
time. 

DlsposlUon and Size 
The Forest Biyll can be of lit

erally any size the GM wishes, 
and placed to suit the needs of 
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the campaign between where the party is 
and where they have just decided to go. 
Locate it in such a way that going around it 
would be difficult; perhaps it lies in a gap in 
the mountains, o r betwee n two strong 
rivers which cannot be passed within many 
days' travel in either direction . To really 
give the party a sense of what is happening, 
the forest should take at least three days of 
hard marching to cross. If it is so large that 
a week is needed to get through it, the 
adventurers will feel a definite sense of 
annoyance at the obstacles they encounter. 
At much larger size than that, it would be 
hard to justify why local govemments<have 
taken no ::iction to ameliorate the dangers 
there. But in the end, the GM is free to 
make Biyll as much~r as little-an event 
as desired. 

Forest Biyll wi ll be somewhat known to 
all inhabitants within two days' march from 
any of its borders. None of the local peas
ants, fa rmers or woodcutters will willingly 
travel through Biyll, and they will generally 
point out the longer detours which exist as 
an alternative route, if they react well to 
the person question ing them. About the 
forest itself, they can only give an estimate 
(at least a third too h igh) of the time it 
would take to cross. If pressed for specifics, 
most will be unable to mention anything 
ou tl and ishly horrible. Biyll is simp ly 
"queer", "tough to cross'', "a nasty place", or 
"a bit too full of creatures, a bit too shy on 
food" for the tastes of the speaker. 

Within a day's march of the forest's 
perimeter, signs of wildlife drop off signifi· 
cantly (those with outdoor experience can 
roll to sense this normally). Brush and trees 
show nothing unusual. Within two hours' 
march, the dark line of Biyll's edge is visi· 
ble; tall trees, crowned in mist, closely clus· 
tered and block ing off any light to the 
ground beneath their bole. 

GeneralDesc~lldon 
Biyll is a mixed coniferous-deciduous 

forest, with trees that appear very old and 
unusua lly gnarled. A small Fiver winds 
through the center of the area, in roughly 
the same direction chat the party is moving; 
it is fordable in many places, but the terrain 
is no better there than elsewhere. There is 
little brush or scrub undergrowth in the for
est, and new saplings appear doomed from 
the outset. The varieties here grow very 
quickly, however; if an older tree does per· 
ish (actually fairly frequent), a replacement 
quickly fills the gap. 
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Many varieties have extensive root sys· 
tems, and they are more hostile than their 
parent plant. Anytime the party stops to 
rest for more than half an hour, there is a 1 
in 6 chance that Vampiric Roots will 
"awaken" and assail them. The attack will 
begin under random party members within 
a 10-30 foot area. Roots wrap around feet 
and legs within just one combat round, and 
require rolls against strength or a solid blow 
from a melee weapon to break. Half the 
damage from any blow will wound the 
enwrapped victim. Sleeping or helpless 
characters are quietly punctured and 
drained of blood completely; night sentries 
must beware, or they will lose a compan· 
ion! Trees that bear Vampiric Roots can be 
recognized by naturalists and outdoorsmen, 
but these roots are largely untraceable and 
often surface a hundred feet from the trunk; 
if a skilled PC keeps a lookout, he or she 
will reduce the chance of being ambushed 
co a roll of 2 on two six-sided dice. 

lnement 1111 Dist 
The ground underfoot is always soft and 

moist, often muddy and lichen-filled. The 
action of several people walking through 
this terrain raises a low cloud of spore-dust 
which clings wetly to boots, pants and 
arms, forming a latticework of mossy trails 
on clothing and skin. This dross is easily 
brushed off, but reforms constantly. The 
Spike Wolves will notice the odor of this 
moss-dust, attacking anyone not covered 
with it in preference to others. In combat, 
the condition of the ground will preclude 
full movement, subtracting l to 3 from the 
party's movement at the GM's discretion 
unless they have taken precautions to find 
or camp on dry patches. In places, the wet
ness coalesces into swamp holes, between 
three and twenty feet in diameter, where 
water over man height has pooled in a 
muddy pocket; these can be spotted on a 
normal roll to see hidden things, bu~ in 
combat, characters moving into new areas 
must roll against a significant penalty. 

TISll 
Almost every form of life in Biyll is 

inimical to human consumption; woods
men can detect this normally. Forlorn 
Hares (the sole exception) are completely 
nutritious. Any other animal or vegetable 
matter consumed will cause a penalized 
health check; those who pass will lose 
strength, take damage, and vomit, while 
those who fail will suffer double the previ· 
ous damage and be rendered incapable of 

moving or fighting for 1 co 16 hours (vary
ing with their health). There are no pools 
of pure water, and even boiling will not rid 
standing water of acid content; those who 
drink it will become ill for at least an hour 
even if they pass their check, and if fa iling, 
the unfortunate imbiber will lose l point of 
strength in addition, for an hour or two. 
The river water is relat ively clear and, if 
thoroughly boiled, will cause no ill effects. 

smen 
The forest always seems to exude fou l 

miasmas of stench, emanating from the 
swamp holes and moving slowly on mild 
breezes in random directions. The moss and 
trees add to the general odor of decay and 
rot, even in places where the trees grow 
vigorously. In many places, large areas of 
treefall pile up to heights of over 30 feet; 
the trunks rot and do not petrify. 

S11nll 1nll T11ch 
The tree branches and their thick wet 

leaves make no sound, and aside from the 
~lopping and slipping the party makes as it 
moves, there is little noise of any kind nor· 
mally. The howl of pursuing or hunting 
Spike Wolves can be heard at over a mile, 
and the chitter of aroused Vitrsects will 
seem relatively loud anywhere within 300 
feet of their hives or tree-hatches. Other 
wildlife is nearly non-existent and mute by 
nature. Rain is very frequent, with a 2 in 6 
chance of some precipitation day or night. 
Lighting fires is quite difficult in Biyll, even 
for woodsmen. Temperatures are temperate, 
but seem lower due to the humidity, dark· 
ness and general gloom, seemingly near 
freezing. In fact, there is seldom snow even 
in winter, as the acids in the water pools 
allow temperatures as low as 20°F without 
freezing. 

111111 
The light in Biyll never gets really clear 

or sharp, even on sunny days; the plant life 
and humidity throw up a low-lying fog 
cloud above the trees, and it can be seen 
rising in the morning and descending at· 
twilight. Very often, overhanging branches 
give a sense of being indoors, as if in a soggy 
dungeon with dirt floors. Trees, leaves, 
moss and ground cover vary little in color, 
from dark browns to chalky grays and 
grainy black. The moss-dust that gathers on 
the body is pale grey-ye!low at first, darken· 
ing as it gets thicker. Many varieties of 
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snake slither among branches which are 
almost their color, and similarly slate-col
ored slugs and other harmles~ (but inedible) 
grubs are found under any rock hang or fall
en hr.inch. 

Tiii Eco-bllem at Evll 
Naturally, this forest would not survive; 

its eco·system is fueled with a constant 
infusion of evil. 

There are five major links in the system, 
and breaking one of them will eventually 
collapse the chain. The parry, hopefully, 
will discover and sever this chain before 
they exit Biyll. 

The Spike Wolves are obvious predators 
imd a threat to the adventurers as they 
travel through Biyll. Running in sm~ ll 
packs (2d6+ 1 ), they are ravenous c11m i· 
vores, and will ;mack even a 
superior p<irty out of sheer 
arrogance and lack of defeat
experiences to guide them. 
Compared to normal wolves, 
Spike Wolves are significant· 
ly m onger, a bit less intelligent, 
and possessed of much more 
aggressio n as well as special 
attacks. 

Spike Wolves rush up to bite in 
the first round, and go to hand-to· 
hand on a roll of 3 in 6 in the sec· 
ond round, plus one chance per 
roun d t here<ifcer. Ch:uacters 
attacked this w<iy must drop their 
hand weapons (except kn ives), 
and spend an entire round to 
escape (weaponless). Spike 
Wolves arc covered with 
moss dust typically, and this 
inures them to its smell; they 
atrnck anyone n ot covered in 
this dust in preference to all oth· 
ers. The spiny mane which runs 
down their back, supplemented 
by others on the backs of their 
feet, 1s a constant distraction to 
their opponents; when fighting in 
hand-to-hand , o r when being 
attacked by hands o r short 
we11pons such as daggers, their 
spikes hit as if a second 
free attack ver· 
SUS their 
0 pp 0. 

nent. If · 
they hit, 
th e spi kes infl ict 
rapier-level damage in 

acidic burning; if this is sufficient to pene· 
trate armor, some additional acid damage is 
inflicted at a rate of 1 h it/round. 

Spike Wolf feces are a unique fertilizer 
for Vitriol Trees, and the creatures lair in 
the same spot for their entire adult lives, 
even dragging the carcasses of slain pack
mates there, providing additional fertilizer 
for the wicked plants. Spike Wolves long 
since hunted down and wantonly slew all 
normal sources of food in the forest, and 
would have died out ages ago if their supply 
of Forlorn Hares had not been artificially 
supported. 

The Vitriol Trees of Biyll are the most 
visible link in the evil eco-system. Short, 
squat, flabby plants of indeterminate genus, 
they are found near the site of Spike Wolf 
attacks, who use them as their lairs. From a 
distance, the trunks of these foul plants are 
hardly visible and certainly not remarkable, 
as their low-lying crown of thorny branch
es attract attention and obscure view. 
Hanging down to well under six feet, 
these branches are a passive threat, as 
anyone trying to run near them is sure 
to h it some, taking a d6 blows from 

spiky thorns as 
long as a fore· 

a rm . These 
spikes inflict 
nui sance 

damage ver· 
sus armor, 
a n d 
w hi 1 e 

t h e y 
inflict no 
s ignifi· 

can t wound, 
they do leave an acidic 
incision which causes 
: a burning sensation 

in the vict im for 
the next hour. Each 

·. two such incisions 
(rounding up) will 
lower the victim's 

dexterity and aware· 
n ess for this 
period. The 
branches are 
hollow and 
weak, taking 

on 1 y 

shortsword-level damage before an entire 
area of them is cleared to within weapon 
reach. The cut branches will spurt acid; 
however, this can be avoided by the striker 
on ;m easy dexterity roll. 

These branch-networks are the nesting 
lair of the horrid Vitrsects, described below. 
Due to their coloring, the presence of these 
insects will not be immediately noted. Any 
blow aimed at a Vitrsect which misses will 
hit the branches or trunk on which it lairs. 

Ill's Flmt EICll .. ll•••n 
Type 
Soil Footing 

Swamp Holes 
Vampiric Root 
Spike Wolves(2d6+ I ) 

Vitriol Trtt 

Other Creature 

No Encounter 

Frequency 
Always 

Always (I in 6/halfhour) 

I in 6/hr if ttsti711 

2in12nhn 

3 in 12nhn 

4· 5 in I 2/2hn 

6-12nhn 

The GM is free to alter the indications given in 
the chart at pleasure. Certainly, no party should 
pass easily through Biyll. 

If a blow aimed at the glossy, wet trunk 
of a Vi trio l Tree does less th an 
broadsword-level damage, acid will spring 
forth, which can be dodged as would a simi· 
Jar leak from a cut branch. But if more 
damage is done, the trunk will rupture, with 
disastrous effects. First, the acidic sap of the 
tree will gush out in gallons, covering a 
path 10 feet wide and 10 feet long in front 
of the rupture, dousing anyone in its path 
for the next three rounds. This acid will do 
broadsword-level damage to armor of any 
kind, dest roy any exposed or unprotected 
cloth or paper, and have effects similar to 
the blow of many thorns, lowering dexterity 
and awareness by 3 for two hours. Secondly, 
the tree's fragile skeleton (maintained only 
by the outer bark) will be ruptured. Since 
the Vitriol is not a true tree, it has no wood 
to hold it up, but only the sac-like outer 
bark of its trunk under pressure from its sap. 
When the trunk is ruptured, the enti re 
branch-lattice collapses like a weather bal· 
loon. Any Vitrsects in its branches are 4 in 
6 likely to be impaled on a thorn, but those 
who remain will be in a killer frenzy at this 
assault on their nest, attacking any living 
being nearby. Characters standing within 
10 feet of the trunk must roll for surprise; 
any rolling 2 in 6 will lose the chance to 
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avoid the branches and will be hit by 
2d6+ I thorns, with effects as above. 

Thereafter , they will be painfully 
trapped in a cocoon of spiky branches, 
unable to move their arms enough co han
dle a weapon or tool. Characters 11-20 feet 
away, or those who pass their surprise 
checks within 10 feet, may opt to go prone 
as they see the branches collapsing. If they 
do, they will be hit by only I d6- l thorns, 
;md after two rounds of collapse, will be free 
to get up and move; if not, they are subject 
to the same effects as those surprised char
acters standing close to the trunk receive. 
Unfortunate and unassisted characters 
trapped by the horrible thorns of the Vitriol 
Tree will eventually be consumed by angry 
Vitrsects, a nibble at a time. Rescuers must 
de;:il with a ground awash in acidic sap, as. 
well as swarms of Vitrsects, and the ever
present chance of a renewed Spike Wolf 
attack. 

Without special fertilizer, like the high 
protein, high-acid feces and carcasses of the 
Spike Wolves, plus the pollination of the 
Vitrsects, the Vitriol Trees would not sur
vive a five-y~ar generation. 

The Yitrsects do not, at first encounter, 
appear to be bugs; if your world penalizes 
Elves in the presence of insects, they will 
not initially suffer that dexterity/ morale 
penalty when seeing them lying on branch
es of the Vitriol Tree. They look like giant 
(8"-14"), short-haired, dull-colored cater
pillars with three or four segments; their six 
legs are short enough to avoid detection 
from further than twelve feet away. Nor
mally quiescent, Yiu-sects are agitated by 
movement near their nesting places or 
hives (which they build in the few high 
places of Biyll). When aroused, their hid
den wings spring forth from the hairy sides, 
and they swing their sharply-toothed 
mandibles up into view, from resting places 
facing straight down. 

They lay their eggs from their fourth 
segment, which drops off and attaches to 
the bark of the Vitriol branch, when they 
have reached maturity, in a two-year cycle 
and in instinctive response to the hive's 
needs. The rest of their cycle, they spend in 
or around their hive, where the young grow 
and food is stored. 

Vitrsects attack in a swarm, and if your 
rules allow for this, use them. Otherwise, an 
attack of Vitrsects will contain 10-60 crea
tures. with a d6 attacking each eligible 
character until driven off or destroyed. 

16 

Vitrsects can move twice as far in one 
round as any armored human; their bite is 
enough co do only I hit of damage per 
attack, and often cannot penetrate heavy 
armor. Flying, they are hard to hit, but even 
a strong dagger blow will drop one. Also, 
smoke and gas can drive them off. 

Forlorn Hares are the critical link in this 
eco-system. They are harmless, timid, 
quick-breeding herbivores, looking very 
much like small rabbits. Predation over 
years in this forest selected only the gamiest 
and least visible to survive, and they would 
have long since fallen below the size and 
numbers needed to support the Spike 
Wolves, had they not been domesticated 
and bred by the dark elf ranger (see below). 
They are thoroughly inoffensive creatures, 
and the only trace of evil ecology in their 
systems is their ability to ingest the plant 
life without ill effect. Forlorn Hares are edi
ble for humans, unlike any other plant or 
animal life in Biyll. 

If the Forlorn Hares are no longer being 
domestically produced in large herds, the 
Spike Wolves will fall to cannibalism and 
starvation. Their feces and carcasses will no 
longer fertilize the Vitriol Trees; the death 
of the trees will deprive the Vitrsects of 
their unique source of nesting material. 
Within ten years, the Biyll Forest will be 
nothing more than a dark, semi-swampy 
virgin cut forest with an ecology rapidly 
returning to normal. Acid levels in soil and 
plants will fall off completely, and normal 
vegetation and animal life will return. 

Other creatures include the Feathertail 
Rattler (a normal sized poisonous snake 
whose feathery rattle sounds like a flutter
ing bird, and causes victims to look over
head in the round before its attack), and a 
mute type of Vulture which offers no attack 
but watches passing characters as if waiting 
patiently for them to die. The GM may cre
ate others, but none should be so dangerous 
as to distract the party from the basic eco
system of Biyll, and its mystery. 

Tiii Calll• llSVCG'm• Riii 
In a shaded, dry glen near the river 

almost three-quarters of the way through 
the forest, a lone dark elf ranger has his · 
home in a simple wooden cottage, with sev
eral coops or pens nearby. Syco'mun Rhee 
has dwelt in the Biyll for over two cen
turies, longer than he can remember, and 
the effect of living in the proximity of such 
concentrated evil for so long has affected 

his sanity. Charged long ago by the evil 
lords who once ruled chis land with the task 
of keeping the forest inract against intrud
ers, Rhee is a sheriff complete with badge 
(an ancient and recognized unholy sym
bol). He also carries a powerful missile 
weapon (either a cartridge crossbow with 
multiple shots, or a rod with a missile spell 
and several charges). 

He has been trained as a woodsman, 
with a respect for nature; this has combined 
with his evil duty to produce an unusual, 
somewhat unstable mentality. 

Watching the eco-system of the Vitriol 
TreeNitrsects/Spike Wolves emerge, Rhee 
was taken with dark admiration for its evil 
splendor. He determined that it must be 
protected at all costs; his respect verges on 
worship. Determining chat the problem was 
lack of food for the Wolves, Rhee has taken 
co raising Forlorn Hares domestically in 
large pens, seeing to it that enough of them 
survive to adulthood to supply the Wolves 
with predation as he releases them. Rhee 
spends hours a day gathering grass and fod
der for his charges, and another hour 
checking tJle babies and young co see to 
their health. Living very simply, Rhee's 
only indulgence is a weekly walk through 
his beloved forest, reveling in and being 
absorbed by its malevolence. Rhee is con
vinced that the eco-system is natural, need
ing only "temporary" help from him. 

The party may encounter Rhee by 
noticing trails from the river leading to his 
cottage; if they approach by day, they will 
observe him as he checks his pens, and 
then ceremoniously releases an armful of 
Hares, whistling afterwards to alert the 
Spike Wolves. Or they may notice him as 
he shadows the group after the first full day, 
or perhaps he may even rescue them from a 
large pack of Wolves (that is not in conflict 
with his general goal). Rhee is unused to 
human contact but hardly ungracious; if the 
party conceals their origins and intentions, 
Rhee will offer them his hospitality and 
advice. If asked about the forest and its life, 
he will speak in general terms about the 
dangers, but become suspicious and more 
aloof. 

Rhee will never attack a superior party 
first, even if he sees them hunting Spike 
Wolves. Only if the party attempts to upset 
the Hare pens or wantonly destroys a Vitri
ol Tree will Rhee retaliate, but then it will 
be with full force. 
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A lon e , Syco'mun Rhee sho uld be 
a lmost a match for any of th e parry's most 
powerful warriors. In addition, he is thor
oughly skilled in outdoor survival, and has 
a ll the magical abilities of his race. If your 
world has no dark elves, give him spe lls 
wh ich contro l darkness, self-protection , 
detection of a lignment/host ility, and one 
iittack spell. H e is 
equipped with a ll the 
too ls and mate ria ls 
needed for outdoor sur
v iva I, an iron -tipped 
quarterstaff, a longbow 
(un less he h as th e 
crossbow mentioned). 
excellent lea ther 
a rmo r, an d severa l 
mino r magic items 
having to do with pro
tect ion , silent move
ment, and camouflage. 
Rhee a lso h as two 
minor healin g pot ions 
on his person , which 
he has concocted from 
natura l in gred ients, 
and a gas bomb tha t 
causes everyon e in a 
I 0-foot radius to make 
a pen a li zed ch eck 
against h ealth o r fa ll 
unconscious for I to 3 
hours. 

It is poss ible t hat 
t h e party may 
encoun te r Rhee, 
exch an ge courtesies, 
spend a night under his 
hospita lity and th en 
move on . if treated 
well, Rhee will gladly 
;1gree to guide the party 
onward; if this is true, 
t hey will suffe r no 
more of the forest's ill
eff ects, as he is thor
ough ly fa milia r with 
the environment. 

A n y good ly party 
that manages to deduce 
what he's doing, however, should try to rec
t ify the situation, and tha t will meet with 
Rhee's resistance. In any d iscussion, Rhee 
will stubbornly argue that he is only tend
ing the natural process in Biyll: if pressed 
he will shout and beg in to suspect the 
party's intentions. Rhee is hard to surprise 
in combat , and can employ his ranged 
weapon and pro tect ive abil it ies to avoid a 
brute melee. If given the slightest warning, 
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Rhee will drop back , draw h is ra nged 
weapon and invoke h is ancien t sheriff's 
<i uthority co place the party under arrest. If 
attacked or approached clo~e r than six feet , 
he will fire and get co cover, employing his 
darkness spell to mask hb rcr reat. If the 
party presses the attack, Rhee will adopr a 
hit-and-run strategy, luring the party inro 

giving chase, and then turning on the lead
ing characters wi th ambushes from his bow 
or ranged weapon. If the pan y gives up pur
suit, Rhee will harass chem verhally from a 
distance, shouting in anger at the ir intru
sion inro his lovely dom::i in and promising 
that as long as he lives, rhe "natural order" 
of Biyll will be preserved. Essentially rhe 
parry should be unable ro hunt down chis 

hunte r; if their first accack is ill-timed or 
uncoordinated Rhee will elude it and sur
vive to taunt them. 

Yet , it is rhc nature of evi l to provide ils 
own undoing. I ( the pa rty simply waits, 
their mere presence will goad Rhee to reck
lessness. His unstable mind will wear down 
his patience, and in an il l-advised arrack of 

h is own , he may be 
defeated. Alre rnarely. 
hi s rav ings fro m a 
nearby h i ll could 
draw a pack of Spike 
Wo lves; in hi s 
deranged srnte, Rhee 
will nor recognize the 
danger, and will greet 
them as brothers. As 
the parry closes up to 

viewing range, Rhee 
wil l begin to realize 
his pe ril too (;;i re; as 
h e lays ;:ibour h im 
with hi s ranged 
weapon, tl n e r ra n t 
sh o t wi ll st r ike the 
trunk of a nearby Vit· 
riol T ree. 

Scream ing and 
wri thing tn the flood 
of sap, Syco' mun 
Rhee will pe rish in 
t he co ll apse of the 
tree's branches. a long 
wi th severa l wolves 
and dozens of buzzing. 
bit ing Vicrsects. 

At the GM's dis
c retion, Rhee's magic 
ite ms ca n be 
dest royed in rhis wet 
h o loca ust, o r some 
may survive for a dif
ficult recovery. Rhee's 
hut wi ll contain sim
ple belongings, and a 
sma 11 set o f h e rba I 
sa lve prepHac ions, 
including three minor 
h eal ing an d on e 
major healing potion . 

If the campaign is srrong on history. ;m arti
fa ct from the ancienc pe riod may also be 
found here , pe rhaps a map co link rhc parry 
to its next adventure. In any event, with 
the dearh of Rhee, the parry has broken the 
weak link in the ecosystem, and can con
t inue th e ir ma in q ues t, knowing cha r 
behind them, forest Biyll wi ll no longer 
deserve che title of dread. 0 
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---------------------------- Chlracter11r c111racters 

11il~i11111n1f1~1111Q 
Most gamers define their role playing 

experience in term of the cam· 
paigns that they have run or partici· 

pated in. Although convention gaming is 
fun and rewarding in its own right, cam
paigns are the place role players can truly 
tell grand stories about characters that are 
both believable and heroic. Yet while this 
is the case, it is disturbing that so many role 
players play campaign characters that are 
one dimensional and boring. If you have 
ever heard a player describe her character 
as a 5' 10" female hum<tn fighter with 
hrown hair and blue eyes, you know exactly 
what the problem is. A campaign charncter 
represents a real person, which is infinitely 
more than the sum of physical charncteris· 
tics, race, ;md class. 

The goal of this article is to make the 
creation of a detailed, believable charncter 
not only a fun process but a wonhwhile and 
productive one as well. Some people view 
creating their persona as little more than 
crunching numbers with a pencil, dice, and 
rulebook, but it should be much more than 
that. Your character is a tool for role-play
ing, and having good tools is vital for any 
job. 

Of course, this system is unnecessary 
and overly cumbersome for creating one
shot or shon term characters. These char
acters will not hang around to have a long 
term impact and need not be as intricately 
derniled as campaign characters. 

Pllnlln11111 C1nc1111 
The first thing to consider, even before 

thinking about what kinds of characters 
you are interested in playing, is what kinds 
of characters will be acceptable in the game 
you will be playing. This means contem· 
plating the requirements of the genre, game 
system, and finally the specific campaign 
the char.;1cter will be used in. 

This information is generally very easy 
to come by; most skilled players consider it 
without even thinking about it. If you are 
famil iar with the genre and system you will 
be playing, you will know that cenain types 
of characters can he ruled out immediately. 

For example, cake the popular Call of 
Cthulhu game. In its 1920s horror genre, a 
computer programmer, being a construct of 
the later 20th century, is obviously out of 
place. Knowing a little about the genre, 
however, helps you to form a list of appro· 
priate characters. Soldiers returned from 
the Great War, gangsters participating in 
bootlegging operations, and virtuous G
Men are all characters that would fit in well 
with the genre of Call of Cthulhu. 

Shifting from genre-specific to system· 
specific characters for CoC, you might 
know that musty librarians, unbalanced 
authors, and inquisitive antiquarians are a 
mainstay of H.P. Lovecraft's world. If you 
didn't know those things, then a little 
research in a rulebook or at a local library 
would turn up those sorts of ideas . As 
another example of system-based character 
ideas, take Warhammer Fan tasy Role 
Play. In the Warhammer world, there is a 
cult of dwarves who have dedicated their 
lives to hunting down and slaying trolls 
wherever they are found. Other perennial 
Warhammer favor ites include the witch 
hunter and rat catcher. If you don't know 
much about the system you are to be play
ing, ask your GM or do a little reading in 
the rule book. At worst, it will provide you 
with a little more background information 
about the game. 

In addition to genre and system-based 
characters, there may be campaign-specific 
optiOl\S as well. Your GM may have created 
races or occupations that are of interest to 
you. There may be a special caste of citizen . 
that grabs your fancy. Since this informa
tion is likely unpublished, you will have to 
pick your GM's brain for such tidbits. 

You may also want to consult with your 
GM before beginning creation in earnest to 
find out if there are any special needs in the 
campaign. Perhaps a cleric is needed in 
order to faci litate party motivation along 
religious lines. A strong leader type may be 
called for to bring the pany back together 
after some panicularly bitter infighting. Of 
course, it always makes sense to think about 
bringing in a character whose skills are 
especially in demand or are missing from 

the party stable. Diversity in pany composi
tion is the oldest rule in the book. 

After getting an idea of what fa lls with
in the bounds of reason, you should begin 
to form several loose concepts of characters 
you might want to play. A concept need 
not even include a profe ssio n o r race, 
though it often does. "Confused rural shoe
maker" and "aberrant halfling chef' are 
examples of concepts from a fanrasy game. 
As concepts build in your mind, you may 
find it useful to make notes or jot some 
idecis on a scratch sheet of paper. 

As you think about different character 
concepts that you would be inrerested in 
playing, consider them in the context of 
the game you will use them in. "Bold 
Knight of Galahad" would have an encirely 
different application in a campaign of epic 
fantasy as opposed to one where the focus 
was on wringing money from the local 
economy through fa ir means or foul. As you 
consider possible concepts, also begin to 
think about what ru les ramifications each 
would have. In a system where magic back
fires more often than it works, it rakes a 
special breed of player to be successful with 
a wizard. 

When you have developed two or three 
concepts chat sound interesting to you, take 
a closer look at them. Some concepts may 
strike you as interesting, but are outside the 
scope of you r experience. Personally, I 
would find it more than a little difficult to 
play a mutant alien slime beast in any kind 
of long-term game. I have profound respect 
for a fellow gamer who manages to success
fully play a sentient broccoli who is attuned 
to the Force in Star Wars games. Such 
oddities are fine for one-shots in strange 
games l ike Tales From the Floating 
Vagabond or Toon, but if there is absolute· 
ly no commonality or place to relate from, 
you are probably best off going with some· 
thing else for the long haul. 

The other thing you will want to look 
for in narrowing your choices is whether 
you have played the same type of character 
often in the past. Many players go through 
character after character, but always seem 
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to wind up playing the heroic yet with
drawn loner, who is always confident, and 
always has a quick retort for everything (or 
insert your own stereotype). Try something 
new if you look back and find that you have 
played variations on the same character for 
the past year. The worst thing that will 
happen is you will gain a little experience 
in other aspects of the system you are play
ing. This is not to say that if you know that 
you don't like playing some types of charac
ters you should do it anyway-only that 
you may enjoy something new just as much. 
If, however, in the end, all you like to play 
are fe male dwarven thieves from clan 
Drane!, then so be it. T his is a game. The 
most important thing is that you enjoy 
yourself. 

Ro11dln1 Out Yoar ConcePt 
After considering your list of concepts 

and narrowing it down to one idea, it's time 
ro really go to town. For all of the charac
ters I develop. I think about four critical 
areas of that character: background, person
al ity, goals, and relationships with others. 
These overlap at times, and often some are 
more important than others in a specific 

character concept. In any case, though, all 
four could be considered, and some notes 
jotted down. 

Background deals with the character's 
history. "How did she come to be an adven
turer?'', "What was her childhood like?", 
and "Why is she the way she is now?" all 
deal with background. Since you know 
something about the campaign world from 
talking with your GM about it, you proba
bly already have a vague idea of where your 
character is from and what influences there 
shaped her life. Thinking about what your 
character did in her adolescence will help 
you when you are doing the rules work and 
are trying to determine what hobbies and 
secondary interests your character would 
have. Your character's race (be it human or 
non-human) is, of course, part of her back
ground, and will affect many other facets of 
your character. A strong background is 
essential, since personality, goals, and rela
tionships with others all flow directly from 
it. 

When considering personality, above all 
consider personality types that you would 
like ro play. You should also, however, keep 
in mind the inclinations of the rest of the 

party when deciding on a per
sona lity. Nothing is more 
annoying than when one player 
persistently brings in anti-social 
and bothersome characters one 
after the other, only to h ave 
them quickly expelled from the 
party, injured or killed because 
of their bad manners. Also con
sider that when playing, your 
character's personality should 
be overstated slightly, to give a 
firmer impression of h~r traits. 
In real life, we all have varying 
degrees of personality. In fanta· 
sy, however, it's no fun co have 
to be a psychologist in order to 
determine how a fellow adven· 
turer will react to a certain situ· 
ation. This is not to say that all 
ch aracters should have 
overblown, extroverted person· 
alities. Introversion and shyness 
can be overstated and embell
ished as well. 

Goals are an important facet 
of character creation that many 
players, even highly experi
enced ones, tend to overlook or 

even ignore. It is important that you pro
vide your own impetus to adventure. If your 
character has no reason for allying himself 
with the party, then it becomes a tedious 
chore at every session to come up with a 
new excuse not to simply leave the party. 
The GM is not responsible for providing 
motivation for your character (though she 
is responsible to provide the opportunity to 
fulfill them) . Goals can be as simple as a 
desi re for adventure (though an adventur
ous spirit is certainly hackneyed motiva· 
tion) to a desire for revenge, to anything 
that you can imagine. When considering 
your personal goals, make sure that they are 
compatible with the goals of the campaign. 
An evil cleric is of little use on a great holy 
quest. 

Relation ships with other people is 
another facet that is often overlooked or 
taken for granted. It can be a great boon to 
the GM when a character has a ready-made 
reason for appearing. Inviting someone's 
old university buddy to join che party is 
much more realistic and believable than 
adding some guy that you just found in a 
bar. Entire character concepts can be based 
on relationships. For example, you might 
want to try your hand at playing that virtu
ous paladin's old flame . When thinking 
about relationships with others, think out
side the party as well. How does that char
acter get along with major NPCs chat the 
GM has established? Has he met the Lord 
of the Realm, and if so, what does he think? 
How does Sir Roald the Bold get on with 
beggars and common street scum? Thinking 
about these types of things in advance can 
often help to crystallize your thoughts on a 
particular character and will make playing 
him easier as well. 

Sllllstlcs tar Fin 11d Profit 
After generating a concept and th inking 

about what makes it tick, you are ready to 

begin the nuts and bolts of character cre
ation, dealing with the stats. Even though 
this article is not concerned with any par
ticular game system, there are some good 
bits of advice and corr.monalities for all rule 
systems. 

In all game systems, there are effective 
and ineffective ways of doing things. In 
order to get the most you possibly can out 
of your character, you need to know the 
rules of the game system. For many, this is 
no problem. They have played the system 
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in question for years, and know the ins and one of the players (who was playing a 
outs like their lase character's old boots. If mage) had absolucely·no idea how to cast 
the game in question is. a new one, howev· spells .unde1 the systell}.-.V,e. were playing. 
er, making a character can be a d~unring Every time he cried tq~~)~~pep, the GM 
cask, especially for complex systems. There would explalij'tnt;.Pr<:~~La\Cing up every· y ..... ,. 

are two ways of getting around not know.ing oqe's,playing time. Def everyone a favor 
the rules very well. The first and most;;obvi.t earn the rules that 
ous is to pick up a copy 9(~ij~,.pi{e$:ap.~ -'>1~ ~ '' 
read chem. Since for man·y'>pe°<:fpl~?tJUs · · ' .. 
holds about as much ~i£ti6n,as:sfudy}ng ' · · 
for a final exam, I p~fC,~; to. gatfyeplp s91.De
onc who has playecl~bd'or~j~p1*fernbltiti.n 
the system before, apd hayedhcm t*e you 
step by step through:j :ije ·pr~s of de$.~gn.-, •. · 
ing your characte~'£ r~ur o~: i~. ~he· ffi.ost. 
likely candidate for;t~b ,,ty!'C£p(::~9,ing.;~©lit . ·' 
of common counesy,J~® shoul<Emake·-sure• :J n 

.;x·/."¥.-~;. , .•.• ;.·.-. -.¢· ;:-.·:.-'.<:·- ::-: ·:. . ~-:~. '-::.>.".: 

that she has che ~Jfilt:~;eccj~f{ej~~o •. . .. ,,. "' ' 
them out to dmner;ift~~rds·: ·~~lls 
ach often makes for '.~> ' ·t~Ktedf(i'}°M ;· < '·(':' · 

:. ·-~-::. _:-:;~/ 

Another bit of g . . .~(ln any. ~&.e 
system is to remain o lifiiieJLit"'larf Se 
quite frustrating ( wherl:'~r~~g, tB~iR~f.ic· 
ter and when playing}-to ti&: ha.ve :i blf of 
information you r~ril't.mber.·:ieneraiihg 
handy, or to have it.,ti_~iuen in ,an· ci~'Ure 
hand on a dirry smt'1tted nap~l(l .. .ltJi~VS to 
be neat. Get a clearFcharactefsheerfW.tH~ 
neatly (and in pen~il) :'' if it rt\~~~ y · .. ,, p· 
pier, make notes qn a sepat~~e s .. ~i!ttOf: . 
paper.' though b:~a~c:" .. ~f ~ccid~11$~Hiv OOd, , · i ii( . ',,,.-, ., '· 
throwing away a note;~sheet that you st~ll · g . 1{}_.f'OS' !Y . -'. :.. / , . . ,, ? :r 
need! 

0 

~l , , · '· . : ;'. t,,;£ij;' Tut~ishtt\g~;nhy0si.~L~J;;. 

Where is your character's family? Does 
your character ever visit his parents? Per· 
haps they don't approve of the character's 
chosen lifestyle, or perhaps the character is 
adventuring because of a need to prove 
himself to one or both of his parents. Think 
about where any siblings or more distantly 
related relatives flt into the picture. 

What does your character like to eat? 
This co~ld reflect his personality, the area 
he grew up in, what was commonly avail
able there, or any number of other factors. 
This is especially interesting fo~ characters 
.with .little money to afford the~r favorite 
foods. 

Wbat does youc charac~er .think about 
money? Noc eyctione i$· out .'c;; ckcumulate 
·wealth. Perhaps .,vaGt~haractcr 'donates all 
of;h\s money tq ~fue c~rfry. lf,that is the 
case, which one-~bes he give' t9?, 

Answering) .hese qliesticfns will help you 
get a· feel f(?r . your character. outside the 
~ontext of ili'e· major p~rsonality systems • 
that you have already.generated. While it is 
not strictly necessary to"'answer all or even 
any o( these questions about your character, 
you·.will 'ptohably find that the more you 
thitJ:k 'abi:iti~;; how your character is, the 
m.ot~'~others will be in awe of your role· 
playing ability and.the more fun you will 
h~{;e playing your character. ~-

• · .3··~ ··-- l:.·'.·/·~:·,·<> ... ./ · · :--..: ): ·.:t.:. _. .:. ·4:~ :i ... :~·x}+·:-: .... :.-:~· ·• 5"::-f. .f: .. ~~4;:'1}:- :~ . 
Finally, you s~1d Ei&JletJ6.IC: ln:1riany ~~:~~;·'i--.~Y.§$.~o~[' ch.~1:1cfeq~.W't!!e .:~'IS. hlRI W; I .. 

. II .. -lr"'" """-"" . . .· ... ,,.<.<, face..'tums ,Deet' teCf ¥1neo he Pets angry., or nm •• 
~ses, e~aa Y :.1.: genemt~""la ~,P.~~a•·: 'g~s··frtto' a. stt~~fuf\ltqatiorf P~rh'aps an Once you have all of chis information 
Y. ohr w L0

. Y rant.:1\:i '. you cou, cohme up 6ld'wo\.tnd acts upi~ben' it'sa&utto'r.iin. _assembled on your character sheet and a·n 
wat a criaracter ~n!"t 1s no~:51.u1te w a~ ,you , · · . ,.~ .. ~ . ·. · · . '"' 
wanted or expec,r~,d. This ii :Jtc)i ·nec~.#.l'iriJy.; ~ .tJ;ie 4~ra-;:te;· hav~'any -pi.ejudkcs? the fo rm of a lot of notes on his back-
b d Y h,,,,,, f · ··· h II · · · ·· ·· "" ··· · ~ · · , .. ,. · "'gcb .. u,n. d, personality, goals, relationships, 
a . ou cant 't~,~ .o at as .:~·'C a enge. ~!~:,'· Dwarves: ar~ IC:rig-W:~ for ,an!W,os~_ft~.g~~nst 

as a wel~ome ~~~mon to your ch~racter. s '•· .elves; \~.ut,!>er . ou~-~~ra_f!f.-~ '.whO' 15 a .. apd qui,r,ks, you should write it all up in 
personality: Op ,rhe ot~er ·hand, m so[l\e fa r,t1le r,t;$o:~; ,;&t9.9~~ ~g:~msc the sb.me kihd of cohesive form. Though this is 
cases you wall wJi)cl up with .a character thiit . wealth ' $ $h ~1)C!cafofulwhen creat· n{jt $.~rictfy_ necessary, it helps make sure 
is so far from t~ one that you·, wanted tfia( /-'"'· ·."'· ift;';~~(~r:·hdwever. ~,h,'~:~;):}'.9.~.,ai:>~'.J fo rGet, about them in 
there is no reii resemblan.fe :~t· allf'li).'.~the :'.yRoe \ :~ ~~:iffi~;~~ ;r~$ir ':.~~$.¢.o, ·~~9~f;}:1~n,,Y~P~e enjoy doing 
latter case, seelc your GM.;s Re,W\i~-···'' ·0, ''".:t. f i ,,,,,, . ~i<Worldifor'it ,·mls write-up.'Lrislially fan.a that one or two 
simply scan olier. Most are·~asen~l) . \ .. ·~&tb' ><·a:~fri~ ·as_well.v" Ml:~: is ,ntore.iilan ehci\Jih. for this descrip· 
should allow' that. Please' ilote· th~~'- . "\,,;<ik,J,; · kkiN..,.... ~ +,,."/·' ~'/,< '.:· . • tioti~ This wiltffi.elpvOrirl'SM,iiimroeasurably 
should not bl''an excuse t~•ie~rolf ahy~~t:ar~"' ;'. .;~~ .• ,) s Y ~a~~~~%{ rebg~ci~f! Th! re:&,e wh~ '$he is . .deciding ·how 'Yom <-character 
acter that w~uld not Pl,!~ .Supe~r_nan - ~9" ,;~~)Rr?-babl i~~lag1ons witllm YR?J cam- will·~ inrroduced. k vwill:also make it easi· 
shame. "Bue her. all seven~t.ens isn'r,i:u~ady · '·' 0:-R~,l~ to c. . }'tom, or. you coul~:make up er. fd'.Mhef to create adventures that take 
as good as I ~nted!" is nbt a good ceason · f(fu.t,~wn : •. ~ ~ pai belief system:Jor your advarii:ige:7i5f your unique background. For 
co begin anew~ ' ·. cfot~c,'tet 2 ·""''~hink about hO\,vfour char· eiCample, if youc clUracterhas strong ties co 

. , . .,,,; · .~': . acter r~a · ·· pie of othe(faitb,s. Before · a particular orgaqhacibn, that group will 
le bears mentioning:thlJt ;you: •shbuld b¢'\/')., deciding . reactions, cQilsider the ~<;.9(.!le a good so,.9r~~~·<?.Lmotivation for 

familiar with the rules g~Je:ffiirig y6ur-th'arJ/:~:~::;6.d{$f:~lf;'"· ..... '.iilj,~;Mst-16ftne · . · ~dv,en.Jures,'thllt:y~t,:.G¥-<~w,oµl.d be a fool 
accer. It is irritating for the GM to have to ,. p~rtY: ·A:T~natical hat~~d ·~,(th~~ i~ ··3 b~d .. not co utiliie?Uk~wiS:ei(lf~~tt'clfaracter is 
explain integral rules mechanics over and trait in a member of a pany including his a money-grubbing t'xi>_e, she will know how 
over. In a campaign I recently played in, clerics. to motivate you to do things. Your role-
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playing opportunities multiply the more the 
G M knows about your character and her 
background. 

Some players find that keeping a chroni
cle of their character's adventures is a lso 
exciting and rewarding. After every session 
of play, you can jot down in as much detail 
as you like exactly what went on, from your 
character's point of view. Noc only does 
this make for some interesting reading lacer 
on, it can be an important source of clues 
when considering the campaign on a grand 
scale. It can serve as a good refresher at the 
beginning of the next session when every
one is crying to remember what happened 
lase time . At the end of the campaign , 
everyone might pool their notes and a 
grand volume of the campaign might be 
assembled for everyone to read. It will be · 
rewarding to take that collection down 
from the shelf in years to come and revisit 
favo ri te characters and forgotten cam
paigns. 

Ch1r1cten Dania• 
No personality is comp letely static. 

Everyone changes over time as a reaction to 
her surroundings. Your character can 
change, as well. In most cases, the events 
surrounding a campaign are stressful and 
can (and should) have an impact upon the 
psyche of your character. 

Specific events in the campaign can 
have ;m impact on your character. One 
example from a Shadowrun campaign I ran 
was of a pair of slovenly characters who 
suddenly found that a young street kid had 
"adopted" them. They quickly realized that 
their beer-swilling and television-watching 
lifestyle would have to be tempered with 
making sure that Charlotte had done her 
homework and was actually in bed instead 
of roaming the streets. Other events such as 
a romantic interest or religious experience 
might similarly change your character. 

It is important to note that although 
characters change over time, they don't 
change radically with any kind of frequen
cy. If your character is vastly different from 
session to session (unless he is insane or 
unstable), then he will become less credi
ble. Generally, if you often find chat you 
are totally outside the scope of rhe original 
character concept, then you have probably 
gone a little too far. 

12 

IDEDDl•le 
In order to give you a better understand

ing of this process of creating a character, 
I'll work up an example from scratch. For 
this example we'll assume chat we're going 
to play a science fiction/space opera game. 
The campaign is just starting out, and so we 
don't yet know what the other players are 
playing. The GM has cilready cold us that 
the campaign will revolve around a group 
of freelance traders who will travel around 
the galaxy in search of ever- increasing 
amounts of money, with all the adventure 
they can pack in along the way. 

Keeping char in mind, we can begin to 
generate a few concepts chat will be both 
fun to play and will help advance the plot 
chat the GM has set forth. My first idea is 
an escaped inmate from a mental ward. 
This character would have many useful 
skills, since not only is he insane, he comes 
from a shady background. For a character 
like chis co gee along in che group, his 
insanity would either have to be mild or 
relatively harmless. Murdoc (from the A
Team television series) is a good example 
of this concept. 

My second concept is that of the laconic 
pilot. This Han Solo archetype flies the 
group's starship, and probably owns it as 
well. He is generally gruff and hard to get co 
know well. His main role-playing shtick 
would be that he is constantly making wise
cracks at dangerous times. 

The happy-go-lucky tech is my final 
concept. This character is responsible for 
making sure that all of the party's equip
ment, from personal weapons co starship, is 
functioning properly. O n the side, he also 
makes gadgets and gizmos chat are fun if 
not slightly dangerous. 

Considering these three, I like the tech 
the best. The Murdoc concept is intriguing, 
but could become old "<IS his insane 
antics continue from adventure to 
adventure. The laconic pilot is 
just a little too stereotyped 
for my caste. While the 
pilot role is neces
sary, I wi ll 
hope chat 

on e else 
in the group 

will come up 

with a concept that is not so generic. This 
leaves the tech, who will be fun to play and 
will a lso fill a useful role in the group. 

Now that I've decided on a concept, I'll 
round it out. I ch ink that I'll name him 
Aristotle (at least that's what everyone 
calls him). Thinking about his background, 
I decide that he came from a rocky planet 
called Rys Prime where the atmosphere is 
poor and civilization on ly exists under
ground and in domes on the planet's sur
face. 

Rys Prime is a major repair and refueling 
stop for starships on the T errell Route 
between two major trade centers, and so a 
large segment of the planet's industry is 
involved in servicing starsh ips. Aristotle 
joined up with one of the mechanical col
leges on Rys Prime after having a semi-suc
cessful secondary education (he got into 
trouble a lot, since he spent most of his 
time in the physics lab constructing bizarre 
devices out of old experiments). He gradu
ated from the college with honors, and 
signed up to work as a repair tech in one of 
the orbital repair faci lities. There, he met 
up with some of the other party members, 
who persuaded him that it would be much 
more profitable (and fun) to accompany 
them in their mostly-but-not-quite-legiti· 
mate business. Not normally comfortable 
with crime, he was hesirant, but in the IY<1ck 
of his mind he has plans for building his 
own custom starship, and he knows that 
he will never make enough to realize 
that dream fix ing ships. In light 
of this, he decided to go out 
into the wide galaxy 
with these 
found friends. 

t h a t 

a c k -
groun d in 

m ind, Aristotle 
needs a personality. As 

a happy-go-lucky tech, he 
is generally ill-suited to deal 

with the criminals and other shady 
personalities chat he will encounter. 

He tends to see the best in people (proba
bly much to the annoyance of any street· 
wise or cynical members of the party). In 
conversations, he speaks his mind, either 
not knowing o r caring enough to beat 
around the bush or conceal what is really 
going on in his mind. Any time conversa-
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tion turns to spaceships, he will cell anyone 
and everyone exactly what 1s wrong with 
various designs, ;md how his ship will cir
cumvent those heinous flaws. Finally, due 
to the lack of abundant living space on Rys 
Prime, Aristotle is somewhat possessive of 
his space and his things, his shop ;md tools 
in particular. Anyone found touching his 
tools will be quickly ;md rudely told exactly 
whose tools they arc and that if they feel 
the need to use his things, the least they 
could do is ask. 

As far tts goals, we know tht1t his 
main motivmion is the construction of his 
own custom starship. This fits in well with 
the overall got1I of the campaign, that of 
trading across the galaxy in order to accu
mulate wealth. h will no douht rnke quite a 
while for Aristotle co accumulate enough · 
money, but in the meantime, he will be 
drawing up plans, inspecting other ships to 
see what works and wht1t doesn't, and 
establishing the contacts he needs to ger all 
the parts and other items he will eventually 
require. 

Others in the party will probably like 
Aristotle. He generally will trea1 people 
decently, as long as they refrnin from vio
lent crime in his presence and keep their 
hands off his tools. He could be at odds 
with whoever owns the ship, since he will 
constantly be pointing out which pans are 
poorly designed and which ~y~tems will 
need to be rcpl::iccd immcdhnely, "because 
you just don't put the inversc flow rei:,'Ularor 
next to the replicator service ducrwork." 

After all of this, we simply need to sit 
down with a nale book ;md figure out Aris
totle's stats. He will, of course, be skilled in 
all things tcchnic::il, and will probably be 
smart, perhaps even a genius. I would wflnt 
to do ::i little research on how the system 
handles the construction of gadgets and 
things like that, since a mfljor p::irt of his 
arsenfll will consist of Vflrious self-made 
contraptions. 

Finally, I go through the twenty ques
tions routine. As far as mflnnerisms, Aristo
tle has a hydrnulic wrench thflt he tosses up 
in the air and catches when he's working 
out a technical problem in his hefld. "I 
can't think without my wrench!" he is 
often heard to say when he has misplaced 
it. When speaking, he often degenerates 
into tech-talk, leaving others in the dust. 
To this end, I might want to jot down a list 

of technical-sounding words and phrases to 
use at times like these. Aristotle does not 
like the starship designs of Hawthorne and 
Hawthorne, and so is quick to insult and 
deride thei r products wherever he finds 
them. Any employees of that company he 
should happen to meet should beware the 
tongue-lashing that they will get for "pol
luting the galaxy with those rusted garbage 
scows that they call starships." Aristotle is 
not rel igious, and has never really given 
any thought to it at all. That is something 
that could develop in the future, though. 

Aristotle doesn't think about his family 
often; he was never really that close to any 
of them. He has a cousin that jo ined the 
Imperial Navy, though , who could be 
encountered at some time in the fu ture, 
possibly giving the GM a hook to use some
time. He generally eats whatever is put in 
front of him, and has been known to subsist 
on soy from vending machines for as long 
as a week at a time when he is busy working 
on a project. Finally, he is interested in 
acquiring all the money he can, and putting 

1t away until he has enough to realize his 

dream of completing his own starship. 

After all of that was done, I would write 

up what I know about Aristotle, photocopy 
it, and give the GM a copy. Then he's 

ready to begin his space-faring adventures! 

CIRCllSllRS 
This system is not the be-all and end-all 

method of character creation. It serves only 
as a guideline to help in the creation of 

characters th;ir will in the end be more fun 

to play because of their depth. Much of the 

joy of role-pl<tying stems directly from the 
character, which is why it is so important to 

have a good one. That being the case, I 

hope that this article has provided you with 
some insight on how to make good ones 

that you and your fellow players will find 

borh amusing and inspiring. a 
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To Do What We Must 

It was only about a week ago when it 
happened, and only just now did I realize 
how stupid I really was. 

Oh, no. Not jusr stupid, but fall down 
fla t on my face, catch the spit in my 
mouth, jump up and fall right back down 
again stupid. Yeah, it was tha1 bad. 

h was in my local gaming srore, in a 
liule shopping complex in Diamond Bar, 
California , and I was checking out the 
RPG thll t m<1kes every gamer cringe in 
fear. The game thllt kicks us in our cribs at 
night, ;md fo rces us co realize just how 
alone ;md in the dark we really are. And 
no, it wasn't anything remotely gothic or 
hip. 

It was Q 1ll of Cth11lh11. 

(Come on ouc from behind there, it's 
nor really here. lm:igine, ll grown-up gamer 
like yourself hiding behind an Adventurer 
Screen. Sheesh.) 

Anyway. as I was paging through the 
blasphemous 1exrs. a kid stepped up 10 me 
with a sick little Beavis grin on h is face 
and said, "Huh, CoC, huh?" 

I ignored rhe fact char he had begun 
and ended his scatemenr with 'huh' and 
said, "You know it." I smiled. fingering the 
Keeper's Handbook, }\l~t choo\ing at C\l\ 
the deliciou information therein. 

·"Stupid, man." 

I ch<1nced a glance his way, not daring 
to say anything. Yee. 

"I said it 's stupid. What's the point !" 

I ;1llowed a gl impse of cu ri osity to 
glimmer across my face, my expression 
begging the sage wearing che Mewllica T· 
shirt to speak more wisdom IO me. 

A Passionate Delensa 

By John Wick© 1995 

"I mean, you can't even try to be 
heroic." 

He giggled, picked up his copy of the 
new weapons list for his favorite RPG and 
strutted away. 

Call of Cthulh11: Unheroic? 

That made something inside of me stir. 
Something dark and angry and hungry. So 
I sat up all night, thinking about that 
statement. Then, like a nightgaunt silent 
and swift, it flew into my head, tickling my 
brain, and I began to laugh. 

Like I said, I was stupid then. 

But , I'm better now. And now I' m 
!?tb% off. 

ttt 

Heroes arc, perhaps, one of the first 
ideas that humanity ever came up with. 
The American philosopher Mortimer 
Ad ler wrote extensively on the subject, 
making heroism one of his "Great Ideas," 
and of course, Joseph Campbell spent his 
entire life researching the Hero's Journey. 

And now, we have an entire industry 
devoted ro the subjecc. RPGs are designed 
to simulate myth-making. We are making 
legends with our pencils, paper and dice, 
and somehow, we've completely corrupted 
the idea into a burlesque of the original. 
Here, let me explain. 

Think of some heroes. Go ahead, right 
off the top of your head. Better yet, think 
of some people that America regards as 
heroes. Many sports stars come to mind. 
People like Michael Jordan, Bo Jackson 
and Magic Johnson. But why are these guys 
heroes? 1 

Well, Jordan is certainly successful in 
his trade. He makes millions of dollars 

every year playing a game he was born to 
play, and Bo Jackson shares the same title 
because of his diversity of talents, and of 
course, the immense talent of Magic goes 
without saying. But Johnson has something 
that the others do not, and I'm not talking 
about AIDS. He has courage. Real pure 
plain red hot guts. He put his life on the 
front page, spoke out about his condition, 
gave his money and his life, and put his 
fame on the chopping block. Courage. 

And that 's what heroi sm is about. 
Johnson didn't deserve the title 'hero' until 
the moment he qecided co do something 
about his condition. AIDS didn't make 
him a hero, but his selflessness sure did. 
Mag ic John son decided to make a 
difference, despite the consequences. The 
other two are just doing wh;it comes 
naturally. Remember, they have talent. Do 
you develop talent ! No. Is talent a difficult 
thing to acquire? No. You're born with it. 
Born to become a spores star, born to 
exhibit your physical abilities. Big whoop. 
It doesn't matter if a person has talent, all 
that matters is what they do with it. 

And then there's George Foreman. 
That's a biiiig man. Again, a case of natural 
physica l prowess. Here 's a man who 
ach ieved the title of Heavyweight 
Champion of the World (in other words, 
the guy who could beat you up with the 
most effec tive and most brutal method 
lcnown to current science). And when he 
achieved thac. .. he realized there was 
nowhere else to go, nothing more to do. 

So he started a search for ethics. For 
what Aristotle, Plato and Socrates called 
the Good Life; ~hat Nietzsche called "the 
only notewonhy human activity." 

Now, many of you are probably 1 

wondering, "What do sporrs heroes have to 
do with Call of Cthulhu ?" My friend, it has 
everything to do with heroism. 





------------------------------------------------------------WllllWlllat 
Heroes <tct. They do. And they do 

without thought to consequences they m<ty 
have to face. That's what made Henry 
David Thoreau a hero. And Gandhi. And 
Martin Luther King, Jr. They were heroes 
because they acted, ~ven if the 
consequences called for punishment, or 
pain or imprisonment. Or death. That's 
who true heroes are, folks. 

Now . .. let's take a look at heroes in 
role-playing games. 

In many fantasy RPG's, we play 
"heroes," ttnd these heroes go out swinging 
swords and slinging spells and fight the 
forces of evil. .. for a reward. 

Q: Why do we save the town from 
the evil Wizard-King? 

A: Experience Points, GolJ, Fmne, 
Power, Magic Items and to gain the 
ttmorous attentions of the pretty barmaid 
in the tavem hack home. 

So, in essence, what we are doing is 
prostituting our heroism. We are selling 
our services as heroes to do the good deed 
we should be doing imyway because we are 
the only ones who can. 

Why did Frodo rake the ring to Mordor? 
Better still, why did Samwise not keep the 
ring when he had the chance? 

We in the RPG community (l use the 
term "we", because in the past I have been 
guilty of it as well), have manipulated and 
mutilated heroism into gold gobbling. We 
who arc supposed to be the experts in the 
field. We who interact with modern 
mythology, who make new stories of old 
gods, and interface with our imaginations. 
We have done this. 

And how do we gain all the gold ttnd glory? 

You know exactly how .we get it. Go on, 
say it. 

That's right, we kill. 

No, I'm sorry, but there is just no way to 
gee around this. 

Kill murder kill. 

Kill the kobold, kill the troll. kill the 
Jragon, kill the (insert random victim ... ( 
mean villain ... here). 

So, to sum up: Heroes are people who 
kill for money, glory, fame, power and 
political position. 

Now, I can see why Call of Cthulhu isn't 
very heroic. 

After all, investigators in CoC have 
absolutely no reward to look forward to 
when encountering the terrors of the 
Cthulhu Mythos. Those who succeed in 
thwarting the servants of the Dark Gods 
usually wind up maimed, imprisoned, 
insane or just plain dead - and sometimes 
they encounter fates even worse than 
death. If not, they are certainly estranged 
from society because of the lingering 
contamination that dealing with Mi-Go, 
Deep Ones and the Dark Young of Shub· 
Niggurath leaves on their soul. They're just 
never the same. 

And, why is it then, that these 
investigators act against the darkness, even 
if there is no reward? Because, friends and 
neighbors, they are heroes. They act, 
because no-one else will. No-one else can. 
Like Stan "The Man!" Lee once wrote, 
"With great power comes great 
responsibility." Knowledge is power, folks, 
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Grey Ghost Press, Inc. 
P.O. Box838 

Randolph, MA 02368-0838 
ghostgames@aol.com 

and knowing that something is creeping up 
on the oblivious pod-people that most of us 
are demands that we do something about 
it, regardless of the consequences. That's 
called duty. Duty. Look up James Q. 
Wilson's book The Moral Sense, and read 
the chapter on that subject. You'll walk a 
little different. 

That's why I don't run games that make 
gore and violence and profiteering a heroic 
thing. That's why Call of Cthulhu is the 
most heroic RPG on the market. There are 
some others, too, but when it comes down 
to it, none of them even come close to 
touching CoC. 

And if you ever have the opponunity to 
enter my interpretation of the worlds of 
HP & Co., you will find tentacles and 
terror, slime and sludge and the seventh 
dimension, but you will also find the most 
beautiful of human expressions: heroism. 

Role-playing offers us a chance to play 
out the roles of our heroes. To see how you 
and I - Jack and Jane Mundane - can 
achieve the greatness that heroes can. To 
fight against impossible odds, not for the 
reward • but because we must. 0 
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By Gregory M. LaBrie 
llh.Jstrated by Diana Harlan Stein 

.l>l very so often an article is written on 
how player characters could be made 

A!J;ore like the heroes out o.f romantic 
·· y, rather than the more common 

and slash types. This article is a 
~nse both to them and to the many 
of" ... if I'm going to be a Romantic 
, where's the Romantic Heroine?" , 

. ·· :.e single most prominent part of the 
·,cl,;tss·i<f I_l:Omantic Heroine is her rough 

' } 'to the Romantic Hero. Sad ly, 
~Wg~od role-playing reasons this 

·M[ry can't show up on the battlefield. 
'
1 

Q.fiaracters are supposed to be the 
., / ; s qfthe game, and more than anything 

,1;~~~,10· ,_1><o.,,,. else ex,Eeptional combat ability is what sets 
~ them ~~part, if only in the minds of the 

;rf~yerf;, A Romantic Heroine who can 
fight oT'east spells as well as they can is 
tr~ble waiting tp happen. For every time 
subh a powerful ally is welcome in combat, w. there wll be a dozen times her presence on 
th~ o~ttlefield is resented, both as a dis· 

";< 
traeti.on when the Game Master should be 

:· ········-~-,=.:..;-:::_- ·' payi~~'fl!tention co the players, and as a bit 
.. ••. ·. !:=:' . ~ ,·., ...... playet. stealing the spotlight away from the 
' ''·pi-· ·· ....... ·.,: . ._:,"';A •... 'h:Cli' srars. This isn't rooted in gender jeal· 

'- 'I; 1' !·~·-·· ! " . Vf.~·r} busy by any means. Every other kind of 

"-~~m;'!\s. ·',;_,.1:~\ " henchm·a·n· , sidekick, and subordinate is 

.:::.> 

'•,If~.~~·'·)\. infe,rior: ~.n _combat abi lity to the player 
1 't~v..t.\li;.~~~~~acte~ for these same reasons. 
~;~'. ' . fl <;*1h. ~' '. /;9nc~o,ut of combat, players need more 

'--~~'~'-· t.fo~.facele,ss cutouts to interact with. Good 
. ···fole, playing demands three dimensional 

._ . i~i\>U\t. c~~pc. ters with depth, and the reason a 
~·RWh.a.mic Heroine is in a campaign in the 

..-.:;.~· -;;;.;:-~ ---·-·-- ·"' ·::T-<fi£S? place is to encourage role-playing. So 
f the non-combat aspects of the Romantic 

( Heroine must define the character. 
; 



Two non-combat facets of the Roman· 
tic Heroine arc crucial. First. the most 
beautiful part of her should be her soul. 
Second, whatever she does, she's very good 
at it. 'Jn the body of this article the author 
hopes to expand on these two aspects and 
end with a campaign suggestion to help the 
novice GM. 

Thi Most ae11111111 Pan Is Her 
Soul 

Lacking combat ability, coo many so· 
called Romantic Heroines are given fantas· 
ric good looks as compens;ition, and are 
often saddled with a childlike personality 
;md a complete lack of brains to ensure they 
don't ste<1l the hero's 

Tavia, rather than trying to thwart the 
romance (or convince him he really want· 
ed a plain-Jane, dirt-poor nobody) did all 
in her power to help. To the hero's credit, 
he was already in love with Tavia by the 
time he discovered the other woman's 
beautiful body hid a soul full of blow flies. 
And shortly afterward he realized marrying 
a woman with a gorgeous soul, such as 
Tavia, was a greater wealth and privilege 
than any man could ask. 

Nor is Tavia the only example of a clas· 
sic Romantic Heroine with ordinary looks 
and an extraordinary spirit. Andre Norton 
alone has a number of stories involving 
heroines who more closely resemble Joan 
of Arc than Helen of Troy - and no man 

with a brain in his 
thunder. Nothing 
could be less accu· 
rnre or a greater dis· 
service to the classic 
Rom;intic Heroine; 
it is ;is bad as having 
every Barbarian Wllt· 

rior he an oat meal· 
brained killing 
machine. Conan of 
Cimmeria is the pro· 
totype for ;11l barbar· 
ian fighters ;md, 
though unschooled, 
was as quick-think· 
ing. clever and 
resourceful an indi· 
vidu;i l :1s you could 
meet. Just reflect for 
a moment on all the 

r ~n adventurer is 'i 
assumed to be 

brave and deadly; 
he must have moral 

courage, and be 
willing to nurture 

head ever complained 
about the difference. 

Even Romantic 
Heroines with great 
good looks have inner 
beauty at least the 
equal of the outer 
kind. Lady Eowyn of 
Rohan from J. R. R. 
Tolkien's Lord of the 
Rings trilogy had leg· 
endary beauty; but she 
is most famous for the 
spirit and courage 
which allowed her to 
face and defeat the 
leader of the Nazgul. 
Yes, we are dealing 
with fantasy role play

~ther than sla~ 
languages he spoke with his barbarous 
accent. Likewise, no one who knows what a 
Romantic Heroine is supposed to be is going 
to be satisfi ed with a balloon-brained 
him ho. 

A classic example of a gorgeous-souled 
heroine is a lady named T avia from Edgar 
Rice Burroughs' novel A Fighting Man of 
Mars. from his Barsoom, or Mars, series, 
Although described in as many words as 
being boyish and unbeautiful she was also 
cou rageous. h o n orable. i nte II igen t, 
resourcefu l, se lf-disciplined and always 
came through in the clutch - as well as 
heing stone cold death in a fight. But her 
willingness to do what was best for the man 
she loved, rather than her combat ability, 
is what makes her so special. The hero 
rhoui.:ht he was in love with a gorgeous 
dauj!hter of wealth and pridlege and 

ing games, for which reason most prefer the 
heroine to be gorgeous in addition to 
everything else; but the everything else is 
what is most important. In gaming, as in 
real life (believe it or not). the woman 
with the charismatic spirit is cherished and 
remembered long after the classic faces and 
figures have faded and been forgotten. 

All of the above speaks to the lady's 
heroism, but what about the romance part? 
Her strength of character is every bit as 
evident here as well. Even the Romantic 
Heroine isn't above the kind of pranks and 
antics which make up the courtship game; 
but her teasing games are the kind close 
friends or fam ily play with one another. 
The malicious man ipulation taking place 
all too often in the real world is anathema 
to her. The Romantic Heroine is honest 
about her feelings. If she hasn't chosen a 

su itor it is because her heart has not yet 
spoken; she doesn't force her boyfriends to 
jump through hoops just to please her 
childish vanity. 

She can't be bought by baubles or mes
merized by minor magical knickknacks. A 
suitor must demonstrate the beauty of his 
own spirit. Mercy, intelligence, honesty 
and concern for others are some of the 
qualities a prospective husband should pos· 
sess. An adventurer is assumed to be brave 
and deadly; he must have moral courage, 
and be willing to nurture rather than slay. 

As this is happening within the frtlme· 
work of a role-playing campaign , the GM 
must give the player character(s) ample 
opportunity to demon strate these fine r 
qualities, as well as provide other romantic 
obstacles to overcome; then let the play
er(s) role-play the situations out. Some of 
the classic obstacles on the path of true 
love are rival suitors, disapproving 
guardians, vast differences in caste, class, or 
religion, and previous promises to wed 
wh ich duty and honor require she fulfill. 

A classic bit which isn't as effective as 
it once was is The Unworthy Suitor. The 
Suitor is someone whose surface charm 
conceals a soul at best second-rate, and at 
worst ruled by depravity and unspeakable 
evil. The party can tell the fellow is worth· 
less, but everyone else is crazy about him, 
Trying to protect others from a threat they 
refuse to believe exists is a powerful theme, 
and a key aspect of many horror stories. 
The problem lies with the heroine. If she is 
nothing more than a pretty face who needs 
a man to make her decisions for her, it 
makes sense for her to be taken in by the 
dastard; but a Romantic Heroine has a lot 
more on the ball. If the heroes can see the 
guy's a creep, why can't someone as sharp 
as the heroine see it? The way this works 
nowadays is for the characters to know 
some secret about the suitor no one else 
will believe without proof (which necessi· 
tates an arduous and dangerous quest to 
obtain the damning evidence). Even then, 
the heroine should have begun to suspect 
the truth before th.! heroes can prove their 
claims. 

Wllatever She Does She Is 
111d1tn 

The second defining aspect of the 
Romantic Heroine is her competence. 
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While it is unreasonable to expect a noble 
lady raised in a psuedo-medieval culture to 
be able to fight or cast spells (a convenient 
excuse for a lack of combat ability on the 
part of non-player characters), it is reason
able to expect her to be competent at the 
sort of things such people were trained in. 
A n d given her keen 

might hint of some secret deed of treach
ery. All this, plus the Romantic Heroine's 
more tradit ional roles of advisor, advocate 
and informant at court, are just some of the 
things she can do in the overall campaign. 

She can also serve as plot device and 
voice of the G M. 

mind an d diligent spirit 
she sh o~ ld be more 
th an j us~ competent ! 
She should have been 
tra ined to man age a 
noble household and its 
lands. s i'nce its lord 
might be absc~r fo r 
lo n g periods while 
fig hting on beha lf of 
the king. At t he very 
least the holdings 
should not suffer under 
her leade rship. If the 
lord is one of t hose 
characters whose only 
non -combat skills are 
th ings like Fletcher or 
A !chemist it probably 
p rospered with h im 

r= Tu '.:Roman;;; 
Local legends, poli
t ics and common 
knowledge are easi
ly provided by her 
as well as key hints 
about which seem
ing friend is ready
ing a backstab and 
which gruff o ld 
codger blusters to 
h ide a soft hea rt . 
Someti mes th e 
heroine is also the 
las t-resort voice of 
caution when the 
players are about to 
do something dis
astrously foolish. 

2ieroiiu is a 
smart, strong, vital 
and capable woman 

who iS skilled at 
whatever sire turns 

gone . . 

~her hand to.~ In short, th e 
Romantic Heroine 
is a smart , strong, 

Most of the Romantic Heroine's skills 
will be supportive of the player character 
and useful in furthering his goals, ra ther 
than ones which allow her to stand alone 
and go $ e r own way. (Aga in , this is 
because the heroine is a non-player charac
ter and shouldn't dominate the spotlight, 
ra ther than any innate weakness on h er 
part.) She rakes little part in a pure hack 
and slash game, but looms larger as poli t i· 

vita l and capable 
woman who is skilled at whatever she turns 
her hand to. And many of the weaknesses 
she shows are required by the game system, 
rather than some sexist need for masculine 
superiority. If you want to know whether a 
particular female NPC is a Romantic Hero
ine ask yourself the fo llowing questions: 
Were she to command an evacuation , 
would her emergency preparations prove 

cal, economic and ,-----------------... ~ .... ~-""~ 
cultural concerns 
ente r t h e cam 
paign. Now t h e 
GM can showcase 
the value of h er 
peaceful skil ls. A 
heroine with 
musica l tra ining 
might know an 
old ballad with a , 111 •• • 

vita l c lue, o r be 
able to si n g the 
words required ro 1...;;:-.::...E1M~ll1'iii:2illll:la-•-..J 
activate a magic 
item. The one with knowledge of weaving 
could tell if a tapestry is a valuable heir
loom or bargain basement eyesore; possibly 
even have an idea as to its source, which 
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adequate and does she inspire the weak of 
heart with her fa ith in her husband's abili
ty to delay the enemy? Should she and her 
lord face the smoldering wreckage of what 
had been their home, would she speak of 

rebuilding better and stronger than before? 
And when their foes lie beat en before 
them, dci;es she help her beloved tum away 
from vengeance and toward mercy? If the 
answer to these three questions is "yes" the 
lady is a true Romantic Heroine. Any G M 
who introduces her into the campaign is 
likely to h ave any number of potential 
Romant ic Heroes eager to win her hand, 
no matter how plain or pretty she may be. 

The Winning Of a Romantic 
Heroine 

W ith all due respect to Princess Jasmine 
from the movie Aladdin, her heart, and the 
heart of any other Romantic Heroine, is a 
prize to be won: a prize beyond all the jew
els of the earth , but a prize not to be won 
by mach o postu ring and va inglorious 
boasting. Caring and kindness, tenderness 
and thoughtfulness, as well as the more tra
dit ional adventurer virtues of courage and 
loyalty, are needed to win this contest. In 
the end th e prize will awa rd itself; but 
there can be no doubt the winn ing and the 
awarding is a sub-plot worthy of lengthy 
explorat ion in the overall campaign . What 
fo llows is a single possible scenario. 

T he pa rty comes upon a wilderness 
holding overwhelmed by raiders. Only a 
single small bu ilding remains and it is 
about to fall as well. One player character, 
who wishes to take on the role of Roman
tic Hero, sneaks in and discovers the only 
survivors are a woman and her two chil
dren. She is telling the elder child to take 
his sister through the secret passage and 

into the fo rest; she will stay behind and 
buy them time. When the hero reveals 
himself the lady instantly knows he is not 
one of the butchers outside, so she begs 
him to go with her children. An adult war-



rior is quite capi1ble of seeing chem co safe· 
cy, but no fighter, no matter how war· 
skilled, could hold out against the horde of 
attackers. This gives the hero a chilnce ro 
showcase his combat ability hy playing 
"Horatius at the Bridge" and holding the 
doo rway unti l the 

death. She had been his fiancee before she 
was lost at sea, and were she still alive their 
engagement would have made him ineligi· 
ble for the position of treaty groom. 

If the players have even a drop of 
Romantic Hero blood in their collective 

veins they will refuse 
combined might of 
the party routs o r 
slays the accackers. 

During the long 
journey back to civi· 
lizacion the Heroine 
is hard working, 
uncomplaining and a 
rock of reassurance to 
the youngsters, 
mourning her fall en 

r= 7he .2leroint =:; 
hard working, 

uncomplaining and 

to consider murdering 
this good man and 
turn to their last 
option. While Hero· 
ine and Duke stall 
like Penelope and 
Telemachus waiting 
for Odysseus , the 
pl ayer characters 
embark on a hopeless 
search for a woman 
both their good sense 
and their magic cells 
them is dead! 

a rock of 
lord with silent tears 
only where the chil· 
dren will not see and 
be frightened by 
them. Whatever the 

~ rea.Ssurance.~ 
After a lengthy 

adventures that befall, she is cool-headed, 
brave, resourceful and pulls a great deal 
more than just her own weight. By rhe 
cime they've reached the royal court the 
Hero has decided to seek che Heroine's 
hand - or will if he has the brnins of" 
rock! Unfortunately, she ca n give no 
answer unti l an honorable per iod of 
mourning has passed; so for now they ct1n 
be nothing more cht1n friends. Less scrupu· 
lous rivt1 ls eye che inheritance she holds in 
trust for her son and try to force her into 
marriage. But the political infighting suc· 
ceeds only in making the hero, the heroine 
and the children closer than ever. 

Then ;1 thwt1rted rival takes revenge. A 
peace treaty with ll neighboring kingdom 
requires ll bride be provided for a political 
mMrit1ge and he arranges for the heroine to 
be chosen. Worse yet, the lt1ws of the other 
kingdom require the issue of her previous 
mt1rrit1ge be executed in order to safegut1rd 
the succession. Then the players discover 
there is no way for the marriage or the exe· 
cution to be prevented without renewing 
the wt1r! As ll fint1l irony, the Duke she is 
to marry is a noblemt1n in every sense of 
the word, and has no desire co force her 
into a loveless mt1rrit1ge or ct1use the death 
of her children. In fact, to protect the chil· 
dren he is willing to let himself be assassi· 
nated if the party can figure a way which 
won't trigger ll new war. Thus he will be 
able co join his childhood sweethe:m in 

quest -where the 
characters thwarted evil, upheld virtue and 
generally acted like the figures out of myth 
and legend they are (or would like to be) 
- they manage to find the Duke's 
betrothed in the stronghold of some evil 
being powerful enough to subvert the 
magic which had been seeking her. 

Once rescued, che party must still gee 
her to the church on time in order co stop 
both marriage and execution. On the jour· 
ney back all the good deeds the characters 
performed are repaid with interest. Only 
the mountain village they rescued from 
raiding monsters can show them the secret 
pass. Only the fishing village they saved 
from slavers knows che way through the 
deadly reefs and shallows. Only the captain 
and crew they protected from pirates is 
bold enough to take to sea during the 
typhoon season. Finally, there is the last, 
long speed run: a hell race only the 
characte rs' matchless Arabian 
steeds, gifts of a grateful caliph, 
can hope co win. 

As the PCs arrive in 
the nick of time, who can 
blame the Hero and Heroine 
if they join with the other 
reunited lovers in marriages which 
give meaning to the phrnse "sacred 
union." 

What follows afterward is up to the GM 
and players. It would make for some very 
interesting role-playing if the Romantic 
Hero cries co learn what his wife has co 
reach him in the way of courtly graces and 
manners; likewise if he tries to teach her 
some war skills. It goes without saying 
she'll be using the best equipment avail
able, but a single unlucky shot could still 
be fatal. Ir should be an illuminating expe· 
rience to watch these mighty adventurers 
sweating blood over a little bandit hunt: 
the GM is encouraged co make the most of 
it. 

In the preceding article certain assump· 
tions were made. That the Romantic Hero
ine would be a noble woman is a standard 
convention; chat most of the players would 
be male is the standard at conventions. 
Both GMs and players are encouraged to 
set new standards. A Romantic Heroine 
who is a commoner might just have the 
horse sense and fresh viewpoint co become 
the court favorite. The lady hero seeking 
the hand of her gencleman of choice 
should be just as much fun, though the 
GM should come up with a good reason for 
his lack of war training. 

All in '1 11, adventures centering around 
the Romantic Hero and Heroine can be 
some of the most enjoyable role-playing 
around. This <1 uthor hopes yours tum out 
that way. Q 
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FROM THE 

Gi.f'S FORGE 

Dr. Quentin Talbot 
Occupation: Archaeologist 
Skills: Archaeo logy, Ancient History/Writing 
Motivation: Acquiring Knowledge 
Weakness: Ac:idemic Zeal 

Dr. T al hot is the ynungcst son uf a prominent 
Brirish family. He earned a Docrorate ar Camhridi;c 
where he rnu:;hr for several years. In his 37rh year 
Talhot went on an exrended sahhatical from his 
reaching posirinn h> jrnn an expedition in se:irch of 
the tnmh of the fohled Ei,'Yptian mai;e Ramna-Tor. 
The romh, when found, cnnraincd many artifocrs 
mcludini; several scrolls. The sarcophagus of the 
mage. hnwcver, was empty. 

S<Mm after the discovery of rhc mmh, a rash of 
mysrenous demhs swept the expedi111>n's camp wirh 
the v1cwns' hodies found m amrudcs of extreme 
agony wirh lcM>ks nf utter rerror on their faces. Fear· 
ing the nuthreak nf some new plai;ue, chc expedi· 
tiun hurriedly packed up and renamed to London. 
The dearhs followed ir rhere, with must of the vie· 
rims crnnmg frrnn rhc slums and nthcr lower-class 
seer ions of the city. Several of the cxpeduion mem· 
hers have also mer with gmesrnne ends, rhe mosr 
rt"CCnt heing a Professor Ashhury-Bni;htnn, a close 
friend and colleague of Talhot's, who died with his 
wife when their hrand new hcmeless carmge inex· 
plicahly swerved off a hridgc mto the Thames. Ar 
the funcrnl. Talhot was reported tn have hecn unaf· 
fected hy the denrh of his friend, and expressed rhe 
desire to 1:c1 hack to his study nf the scrolls hmught 
hack from E~'Ypt. He has locked himself in his study 
m order to accomplish this, refusing ro see anyone, 
includini; rhc police. who are investigmini; the rash 
of dcnrhs. 0 

The Good, 
Artwork by Bonnie Hill O 1995 

Written by Donald Brynelsen 0 1995 

Lindy Monroe 
Occupation: C rusading Ncwsp:iper Reporter 
Skills: lnvc~tij?ntion , deductive reasoning 
Motivation: To find the truth 
Weakness: Kind-hearced, impulsive 

Lindy, an investigative reporter for rhe NcU1 
York Daily St'luinel, was senr to work for rhc paper's 
branch office in London. Although her superiors, 
wary of upsetting the wrong people, rried !O limit 
her assignments tu "Ladies-Orienred" subjects, 
Lindy still managed to find time ro uncover some 
juicy scandals among the upper crust. She also 
made lasting friendships with several prominent 
women, and is reputed ro he romantically 
involved with an English peer. Ir is hecause of this 
rhat she is ahle to move ahout virtually unimpeded 
among rhe higher social echelons. 

Lindy was assigned to cover the rash of deaths 
in London's slums when she was conractcd by one 
of her friend s. The woman, whose husband 
financed the expedition ro Egypt. informed Lindy 
rhat Dr. Talbot had mentioned heinc on rhc 
hrink of attaining "Unimaginahle Power" ar a 
dinner party some days back. and had witnessed 
rhc deaths of Ashbury-Brighton and his wife, and 
was reported to have laughed as he watched their 
car sink into the Thames taking them with it. 
Lindy was also di rected co a menta l hospital 
where Talhnt's former Chamhermaid Sarah is 
heini; kept under ohservation. Based on the testi· 
mony of these twn women and others, Lindy sus· 
pects that Talbot is someiu1w involved in the rash 
of deaths and is curre1 '' 'Y seeking evidence co 
prove his guilt. a 

Sarah Templeton 
Occupation: Housemaid 
Skills: Cleaning, serving 
Motivation: To live comfortably 
Weakness: Romantic daydreams 

Sarah has been secretly in love with the dash· 
ing Dr. Talbot for years. Her affections have not 
been rerurned in any way by the doctor, yet Sarah 
is blinded to this by her romantic notions and has 
often told her fellow servants that ~one day he'll 
be able to freely admit his love for me, and then 
we can he married!" 

When Talhot returned from Egypt, he was a 
changed man, preoccupied wirh deciphering the 
recovered scrolls to the exclusion of all else, and 
he no longer smiled or gave his customary kind 
word ro Sarah or other members of rhe staff. The 
doctor also hegan receiving an increasing amount 
of late-night visitors who were always accompa· 
nied hy '"a smell like out of a charnel house!" It 
was during one of these visits that Sarah wit· 
nessed the event tha t drove her temporarily 
insane. Investigating a crash from her master's 
study, she saw two young girls strapped securely in 
chairs while her master stood reading from a 
scroll in the corner. A shadowy figure material· 
ized and enveloped the girls, and when it clepart· 
ed, they were dead, their lxxlies reduced Ill cmaci· 
ated husks. This provechoo much for Sarah's frag· 
ile mind and she fainted away screaming. She 
awoke in St. Catherine's Asylum hahbling about 
the devil loose in Cambridge and stealing souls. 
Her rantinl,'S were considered to he delirious until 
she was discovered by Lindy Monroe, who talked 
to her and began to piece together exactly what 
was occurring in the Talbot house. a 



FROM THE 

GM'SFORGE 

Ramna-Tor 
Occupation : Ancient Egyptian Mage 
Skills: Dark Magic 
Motivation : To enslave mankind 
Weakness: Weak from passage of cenruries 

Ramna-Tor was a mai:e uf the first dynasry in 
E1:yrt where he ~rved as advis.ir m rhe Pharaohs 
and used his magic to insure their vicniry in bat
tle. Growing tired of serving those he saw as infe
rior, he gathered an army of h11th rhe living and 
the dead. and was only dcfeatl!d hy an alliance of 
wizards. He was inrerred with honors appropriate 
to his forrner position, hut the ward ing spell which 
had kept him from this plane was hrnken hy Tal
hor's 1893 expedition. Tor immediately drained 
the life energies of seveml people in the camr in 
order to revitalize his rowers and rt1 reanimate his 
mummified corpse. and would have killed Talhot 
too if he had not realized he would need a i;uide of 
sorts In the strange new world nf the late 19th 
century. Usini; mind control techni<.:iues, he 
directed the Doctor to have his mummy shipped 
in secret tt> England aloni: with several art ifacts 
from his tnmh, including the scr.ills. 

Tor rei;ularly has Talhot hrini; victims to his 
home. as venturing too far from his hidy weakens 
Tor severely. Often this is not russihle, and Tor 
must venture nu t Into the ciry fCl hunt, appe;iring 
before his victim as some horrihle nightmare crea
ture; this is how he dispatched Pmfcss.ir Brii;hton 
when the Professor hei;an to suspect T Jlhot . Tor 
has planted in Talhot's mind the idea that che 
>Cmlls hroul!ht hack from Ei:ypt contain the 
secrets of immortality and cosmic power, which 
help h11n maintain his hold nver thl' Doctor. 0 

Be Bad, 
Artwofk by BoMe Hill 0 1995 

Written by Donald~ 0 1995 

Lady Regina Ashton 
Occupation: Tided Noblewoman 

Skills: Seduction, Deceit 

Motivation: Lust for power 

Weakness: Overconfidence, Braggart 
As a child, Lady Regina was coddled and pam· 

pered to the extent that she became <juite spoiled. 
Seeking to somehow tame their wild offspring, Lord 
and Lady Ashton arranged fur Regina to marry the 
son of a neighboring landholder. The rnarria6'C was a 
loveless one and ended three years later when Regi· 
na's husband was killed during a hunt, leaving his 
young wife to inherit his vast holdings. Scarcely two 
months after her husband's death she shocked her 
family by embarking for Africa with a man of ques
tionable reputation for a year long trek across the 
concinent. Her family and most of polite sociery 
turned their backs on Lady Regina, but she didn't 
care; her late husband's estate would support her 
comfortably for the rest of her life, and for compan
ionship she c;ithered about herself a group c:J women 
who shared her ideals, including Lindy Monroe. 

Lately, Lady Regina has been a strong advocate 
for equal rights for women. However, her plans do 
no< stop with merely OOtaining the right to vote; no, 
Lady Regina has plans foe the rise d a matriarchy 
that would rule over the Empire. Lady Regina made 
the acquaintance of Dr. Talbot at the home of a 
friend and learned d the scrolls. She is aware that 
they grant their possessor great cosmic power, 
although at present, she IS ignorant :is to what the 
power may be. She does know that it 1s only a matter 
of time 1-efore Tai.hoc falls under her spell enabling 
her to learn the scrolls' full secrets. 0 
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Dimitri Stavros 
Occupation: Dealer in Rare Antiquities 
Skills: Deception, Stealth 
Motivation: Desire for wealth 
Weakness: G reed 

Stavros runs a small, successful shop in his 
home village in Gre.ece when not out working 
some dig, when the shop is overseen hy his sister. 
The shop deals in rare artifacts which arc eagerly 
snapped up by tourists. Most of the artifacts are 
carefully crafted forgeries designed to fool the une· 
ducated, but the shop also has several genuine arti · 
cles ro sell for a premium price. Unknown to the 
i;eneral puhlic is the fact that the shop also does a 
hc.10ming trade in fencing items stolen from muse
ums and private collections. To protect himself, 
Stavros puts potential customers through a rigorous 
haclcground check. Failure means that the client is 
turned away, or in some extreme cases, murdered. 
With a body toned by years of hard labor, and the 
looks of a classical Greek god, Stavros is a popular 
figure both with the ladies and with the leaders nf 
archa:ological expeditions who are impressed with 
his knowledge of times past. His beaming smile 
and jolly wit, however, hide the soul ci a viper. 

Recently, Stavros was approached by a group 
calling themselves the Black Order who desired 
that he obtain for them several items from the Tai· 
hot dig in Egypt, with an emphasis on the scrolls 
recovered. Stavros traveled to Eni;land and used 
nmtaets there ro ohtain a position as hurler in rhe 
Talhot household, where he awaits his chance to 

steal r.he scrolls. 0 
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FROM THE 
GM'SFORGE 

The Black Order 
Occupation: Mysrerious Cult 

Skills: Mostly unknown, but ritual murder 
has been hinred at. 

Motivation: Unknown 

Weakness: Unknown 
Very little is known ai-.out this i:rnup aside 

from the fact that they are qutre ~ecretivc ahout 
their :>ctivities, and are purported rn have mein
liers nil around rhe world. Attemprs w Infiltrate· 
the i:mup h:ive :.II failed, and rhe where:.hnuts nf 
their headquarters remains a mystery. The sii:n of 
the order; a hlack penrai:ram wirh a clenched fist 
at the center has lieen f11und :>t the ~i 1 cs of several 
i;n1esome murders which has lead a111h11riries ru 
helieve rhar the i:mup may he a cult of assassins 
similar to India's Thu!li;ee. 

Meml->ers of the nrder, when they have lieen 
seen, wear lnni; ehony rol->es wirh hoods that 
ohscme the wearers face. Although the i;roup is 
lielievcd h• he priroorily male, some women may 
also he memliers as evidenced hy an encounter 
with Pnlice an 1894, m Lond.in. A memhcr ,if the 
order was hnefly cnrnered airer the.' murder of a 
Ma!!istrMe and was descrihed as speaking in a 
decidedly feminine v1•1ce. The vnu:e was also 
descrihed as i-.eini: very cultured, which has lead 
tn fea rs that the group may have mcmi-.crs in rhe 
:>rimicrncy and is planning :in 1iverrhr.1w 11f the 
Government. Q 

And Tiie 1111 
Artwor1< by Bonnie Hill C 1995 

Written by Donald 8'ynelsen C 1995 

Nightwalkers 
Occupation: Undead servants of Ramna-T or 

Skills: Seduction, great physical strength 
Motivation: Obtain life energies fOC' their Master 

Weakness; Fire, prolonged exposure to sunlight 
Realizini; mat he woold need 31,'COIS, R.-imna. Tor 

has turned many ci his victims in ihe city's slu~ inco 
Nightwalkers. The yasc majority d these~ proorirures 
who we ihei.r sed.uc::tivt ~ls ~~draw in their prey. 

Nightwalkers ~e·.~~al living humans 
save for very pale ··stii,a. ronl.I and vacant staring 
eyes. Their minds are' almost completely gone, 
taken over by the power of their· Dark Master. 
Despite this, they can be made to recognire fonner 
fri.ends and relations if Tor so desires, as well as 
interact with others as if still alive. Intensive ques
tioning will reveal the deception, and the creature 
will attempt to kill its victim quickly, then escape. 
A Nightwalker will first gain the trust d its victim 
before striking, usually in a secluded place. Ir will 
then absorh the life energies of the victim into 
i~lf to be transferred later to Tor. Some of the 
eneq,'V is retained after this transfer in order ro sus
tain the Nightwalker's "life." The victim either 
dies, or is turned Into another Nightwalker. 

N ighrwalkers are also endciwed with great 
srrength in order ttl defend themselves. Due to 
their undead state, Nightwalkers ~re immune to 
most weapons, but can be destroyed l->y exposure 
to fire. Likewise, they must hide from the daylight 
as the sun can hum them after pmlonged expo· 
sure. If a Nightwalker is "killed" while still retain
ing energies from an recent victim, this energy 
will he dissipated In an explosive manner. ll 

Hell Rats 
Occupation: Animal MinionsofRamn<1-Tor 

Skills: Stealth, speed, poisonous bite 

Motivation: To gather intelligence for their 
master, kill his enemies 

Weakness: Fire, most human we<tpons 

Hell Rats rescml->le normal rats excert that 

they are 25% larger and come frl)m an alternate 

dimension. R:1mna-Tor uses them as his "Eyes 

:rnd Ears" w canvass the wh<>le <>f rhc Ci ty of 

L<>ndnn as well as other areas he is interested in, 

such as Cami-.ridgc, where he uses them primaril\• 

tn keep tahs nn Dr. Talhm while h<:' is cni:aged 

elsewhere. The rats either communicate i-.ack to 

T<>r what they ••hserve via telepathy or, in some 

cases, link their minds with his so thar he sees 

what they sec, hear what they hear. 

Their hite c1mtains a vcnom extremely pt>isn

nous to humans rhar kills within severnl minures 

1f not treated quickly. They attack either singly <lf 

in overwhelming swarms. In mnsr cases. they will 

choose esc;ipc 1wer confrontatil•n if the intelli

gence they CMry is in jeopardy. Their speed and 

;tealth make; them extremely difficult 111 carch, 

bm rhey can he killed usin~ conventiona l means 

with the exception ot puisons and i-.aited traps. 

(They're mo smart fur that!) Q 
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DINNER TABLE 
Clear off the kitchen table because the boys of the KODT 
are about to arrive at your front door via the U.S. Mail! 
That is, if you're clever enough to take advan
tage of the new KODT subscription offer. 

TEN ~?? With your subscription, you 
THAT l(INO A MONEY (()()LP 

90Y A PIZZA OR A 
.iAQ(MASTER SOPPUMENT 

are guaranteed of not missing 
out on these limited run comics. 

Each 32-page comic presents 
all NEW expanded adventures for 
the boys as they toss dice, scarf 
pizza and throw insults at each 
other. Yeah, that's right, just like 
the guys you game with. 

I PIZZA .io.i? 
YOO WAtfV..? 

\ 
Subscribe today and receive the 

next four Issues ( 4 thru 7) for only 
$10.00. 

Back Issues: 
KODT #2: 

Gluttons for Punishment 
KODT #3: 

License to Loot $3.50 
KODT #4: (Auailable Dec IS, 1995) 

Have Dice Will Travel $3.50 

WEIRD PETE'S 
BASEMENT SPECIAL 

WEIRD PETE was holding out on KODT 
fans everywhere! KODT#l has been sold out for 
months, but stingy ol' Pete was hoarding 25 copies 

in the basement of his gameshop. Fortunately, Pete lost his 
shirt by over-purchasing cases of SPELWACKEDN cards and 
needs to pay the rent. 

The first 25 respondents to this offer will receive 1st print-run 
issues of KODT #1 , #2 and #311 As a bonus, you can request to 
have your issues signed by the artist. Only $15.001 '.~ 

~ Ploduc:t; KOOT·SPO I ;; 
for a catalogue of KODT comics and relat· 

eel products, send $1.50 for S&H to: 

B.A. FELTON METAL PINS 
Available Now! E-ybody's favorite GM. BA FELTON! lmmortaliied in mNl by KUplor, 
Tom Meir! No pktwe available for this ~pin but it's based on the Image of BA to the left · 
with the words, "Because rm the GM!. emblazoned across the front ol IU C'Jl\'s KJetn. BA 
in all his <Joey, right down to the 3-day stubble on his chin and I.Ilk~ hair. Only $5.00! 

~KOOT-2001 ~ ·-=================================.I 

KODT ENTERPRISES 
8780 19th St. Box#l81 
Alta Loma, CA 91701 

Email: JollyRB• ol.com 



New Perspectives 
Siient Death: Iha Next Miiiennium 

By Ken Carpenter © 1995 •!• Map by Matt Staroscik 
Illustrations from Silent Death: The Next Miiiennium courtesy of l.C.E. and used with persmlsslon. 

Siient lellll: De 11111111e11l1• 
leloeElllUll 

P1•11Ut1111111'11 cnn bll"rtsn 
Design: Kevin BarretVMatt Forbeck 

#7200 • $50.00 

Presentation: 9 + Playabitity: 9 +Value: 10 

So, you've been waiting as long as I 
have :md now you're wondering if it was 
worth the wait. When you go to see a 
movie for the first time, and all of your 
friends have been raving about it for the 
past two weeks, you are often let down 
because your expectations are so high. 
Well, my expectations were high for Silent 
Death: The Next Millennium ... and I 
wasn't disappointed. 

The cemral mechanics haven't changed 
that much - the critical hits are now 
based on multiple dice so the devastating 
cries don't tum up as often, missiles do bet-
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ter damage, and the point system has been 
changed so that a ship building system 
could be added. There are also hordes of 
cool optional rules that just beg to be used. 

In Silent Death, fighter class (and gun
boat class) space ships dart about in dizzy
ing maneuvers, attempting 10 stay one step 
ahead of their enemy whil e trying to 
acquire a target for their own deadly hail of 
fire. It is fast paced and wonderfully m ate· 
gic. The hit/damage system is elegant in its 
approach and ease of use. 

The rulebook, which is available sepa
rately as stock number 720 1, has all the 
rules, a bunch of ship record sheets, rmd a 
number of advanced scenarios which c;in 
be played as stand alone games or used 
with the mini-campaign system. 

In addition to the rules, the Deluxe Edi
tion comes with 48 plastic ships (and they 
are nice!), a bunch of missile, torpedo, and 
asteroid counters, a booklet of introductory 
scenarios, and a booklet with ship record 
sheets and easy references. Nowadays, 
you'd expect to pay $50 for the figures and 
counters, so I guess the game is FREE! ! 

Okay, given! - I'm a miniatures fanat
ic who even gets some perverse enjoyment 
out of Critter Command, but this is a set 
I'd recommend co even my most serious 
gaming fri ends (and some of them are 
much too serious). Surgeon General's 
Warning -Does not cause cancer, but is 
way too addictive to be consumed by the 
general public. Not for sale to non-gamers! 

Colas Knives 
by Ken Carpenter 

Radison "Rad " Starbender 
checked the readings on his spatial 
positioning system and ran a 
cross-check against the scar-nhv 
equipment. They both posirioned 
his House Colas Pharsi 11 about 
20 minutes out from the Luches 
Uwpia base. Through his cockpit 
glass , Rad could barely make out 
his wing-man's green running 
lighcs ju.st 100 meters ta the port 
and riding at about ten o'clock. 

The usual cliatter and bravado 
that preceded a strike mission was 
missing - orders were for stricc 
communications silence. Even the 
internal comm-links between Rad 
and his two gunners, "Hype" and 
"Bullseye", were silent. There 
was an eerie feeling about this one 
rhar none of his crew could shake . 





For one thing, this was the first time they 
had gone in without some sort of escort . The 
Pharsii was a heavy hitter, hut couldn't 
maneuver as well as the smaller, lighi fighter 
crafi thai it often found itself up against. 

This mission was different in a few other 
aspects as well. The two Pharsii ivere to fly 
through _enemy_ space on their approac~ to 
what the Utopians claimed to he a non-mili
taT)' outpost at the very edge of Colos-daimed 
territory. They were w destroy i! and whatever 
else they could find, then flee back into Colos 
territory. Because House Colos t11as not will
ing ro fight an all-out um for this lirtle-used. 
umrthless t1rea of space, the strike mis to be 
done without warning - hence the surprise 
attack from "friendly" territory. The base was 
U> be prevented from wiling for hdp until the 
attack had begun. By d1en it would be too late 
to save the base. and r.he Colas leaders doubt
ed Utopian resolve lO risk large numbers of 
troops and shi/>s in order to build a replace
ment. 

The Pharsii were already in enemy space 
and on their final approach to the bt1se. Rad 
keyed the internal comm-link and checked the 
gunners' readiness. Weapons /xnuered up and 
Rad's energy usage readout spiked. In another 
few moments the base appeared on the heads
up displa y - there tl'ere also four Uropian 
ships in cl1e immediate area. 

Compwer-generated ship diagrams flashed 
across Rad's ID screen, searching for a match 
on the enemy ships. Finally the four diagrams 
locked in and Rad knew what they were up 
against - m•o Shryak Shwtles, a Sorenson 
111, and a Teal Hawk . 

Rad felt slightly relieved. knowing that his 
Pharsii was wo quick for the main armaments 
of che Soren~on and T,!al Hmck to h~ eff ectit·e 
against him , bw h~ also kne111 that the eight 
torJ>edoes between chem could more than even 
the ~core . 

At ci signal from Rad , both Pharsii acceler
ated co wp speed and headed .maighr for the 
base. Malf a dozen corpedoes left the Soren-
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son, streaking for the invading Pharsii lls as 
che Shryak shuttles cried w gee co missile range. 
Rad said a little prayer and launched his own 
corJ1edoes. 

This sce nario for Silent Death: The 
Next Millennium sends two heavy fighters 
from House Colos against a numerically 
superio r but lighter Luches Utopia fighting 
force in order to destroy an uncomfortably 
close "non-m il itary" base. The optional 
rules for Decoys and Point-Defense should 
be used, but o ther optional ru les must be 
agreed upon by both players. 

Use the standard scenario map set-up, 
meaning long-edge to long-edge . The 
Utopian base is in one comer of the map, 
raking one hex. Ships may pass through 
the hex but may not end their tum in the 
same hex as the base. The asteroid field 
should be set up so that no two asteroids 
are adjacent - there should be at least one 
hex of open space between any rwo aste r
oids. 

House Colos player: 
Those slime-eating Utopians built a 

base right at the edge of Colos space, thus 
threatening Colos sovereignty of the area, 
and it's your job to teach those mealy
mouthed dung heap maggots a thing or two 
about inrerspacial etiquette! 

Your forces consist of: Two (2) Phars ii 
heavy fighters. 

Your mission is to destroy the base and 
escape by the end of turn 12. You can 
destroy the base by infl icting a ll 30 boxes 
of damage ro the U topian base or by 
inflicting the cr itical damage . If you 
destroy rhe base and exit one Pharsii off of 
the shaded edge of the map, you achieve a 
Margi na l Victory. If you can withdraw 
both of your Pharsii after destroying the 
base, you achieve a Decisive Victory. Intel
ligence operatives h:ive forwarded the 
infonnation that your torpedoes are useless 
against the base. 

Luches Utopia player: 
If space weren't polluted by the likes of 

those Colos Neanderthals it wouldn't be 
necessary to build a ll of those "defensive" 
bases all along adjoining areas of space. 

Your forces consist of: one ( 1) Sorenson 
Ill , one (I) T ea l H awk , and two (2 ) 
Shryak Shuttles, plus the base. 

You are to preserve your base if at all 
possible. If nor, then you are to punish the 
Colas dogs for destroying it. If the base is 
still operational at the end of Tum 12, you 
achieve a Decisive Victory. If the base is 
destroyed bu t both Ph ars ii a re either 
destroyed or still on the map at the end of 
Turn 12 {when reinforcements would 
'arrive to destroy them), you achieve a Mar
ginal Victory. 

The Base 
This is, in fact, a military base. As such, 

it has a number of special and defensive 
equipment built in. For one thing, the 
ECM equipment at the base is so effective 
that Torpedoes di rected at the base auto· 
marically detonate at a harmless distance, 
though torpedoes may target ships in hexes 
that are adjacent to the base. Also, there 
are two (2) missile systems, each with 20 
missiles, mounted on independent 360° 
turrets (top and bo ttom). The base com
puter system operates the missile systems 
with an effective gunnery of 7. 

The base h as two Decoys, a Point 
Defense of l -5 (2), Drive 0, Defensive 

Value 13, Damage Reduction 4, and thirty 

(JO) damage boxes with a critical hit at 

#16 (roughly halfway through) . When the 

critical box is reached, the am1cker rolls 

3d8: if the attacker rolls 14 o r more the 

base blows up as a result of fire and ammo 

explosions, but if the roll is less than 14 
the c ri tical has no effect on the base. Dam

age ro rhe base does not reduce its Defen

sive Value of Damage Reduction, since 

pieces blown away from the base will just 

become a cloud of debris protecting it from 

future atrncks. 0 
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t~:: rf, The Flag Bridge 
., Salling the Waters of Plav-Bv-Mail Games 

Big news all around this issue. As 
you've n o doubt read already, 
SHADIS is going monthly, and with 

precious little warning to some of the loyal 
columnists (thit t 's me, among others). As a 
result , I w.-is 0 1ught short with nothing on 
h;ind ... so I've shamelessly dug up a previ
ous review I d id for Flagship. Apologies to 

those who get both, but there tiught not be 
too many of you who get both and remem
ber this review. 

Speaking of Flagship, there's some pretty 
big news there as well. As many of you 
know, I functioned as US Ecliror for that 
publication and as the PBM Ediror here as 
well. Naturally. such an o rclered environ
ment had to bow to the forces of entropy. 
The US edition of Flagship hils recently 
been sold, and will be renilmed American 
Flagship. The new owner (and editor) is 
Bob McLain, a regular co lumnist ttnd long 
time veteran of the PBM wars. I'll still be 
affili<Hed with Flagship , doing some sort of 
arricle, review, o r column for each issue, 
and I'll continue to handle the duties here 
;1s well. For now, those desiring TO get in 
touch with American Flagship by snail mail 
can still contact me - a new address will be 
forthcoming. You can contact us at Flag

ship@ t i ghtbeam.com if you httve e-mail. 

O k, enough housekeeping. Forthwith. I 
present to you a review of Continuum by 
Zeph)•r Games, a low- to mid-complexity 
game of gah1ctic conquest. 

By Joey Browning, U.S. Editor, Flagship Magazine © 1995 

Wllat, another space PIM ii 
That's what I imagine that a hefry per

centage of you experienced gamers are say
ing to yourself. Tis true that the "galactic 
empires at war" theme has had more than 
its share of the PBM market, ;md it's also 
true that such games have come and gone 
across the years. What, then, makes Con· 
t inuum any different from the ochers, and 
why should you risk your hard-earned dol
lars on this game ? Read on - I'll cover 
what makes Continuum unique, and what 
it's good and bad points are. Whether you 
risk you money is, as always, up to you. 

The Basics 
The basic premise behind Continuum 

is similar to that behind dozens of other 
space empire designs - e<1ch player begins 
with a single scar system, and strives to 

eliminate his or her competition in order 
to fu lfill their rightful destiny as rule r of 
the known galaxy. That established, we 
tum to what is in one'$ setup packet: a slim 
30-page rulebook (5" x 8.5''), a four-page 
color hex•grid map of the playing area, 
information on the player's starting system 
and know technologies, a listing of othe r 
players in the game, and the initial fill -in
the-box tum sheets. All of this is surpris
ingly complete, even with the brief rules. 
Continuum isn't a horribly complicated 
game in term.s of rules, but is rather deep in 
terms of strategies, as we' ll go into later. 

Each game is played on a 40x40 hex 
grid (2-dimensional) that contains 160 dif
ferent scar systems, over which up to 20 
players (fewer at the discretion of the GM, 
but usually not less than 15) vie for tota l 
control. The map printout is split into 4 
quadrants, one per page, and depic t each 
star system color-coded by spectral type -
important for production purposes. Players 
are allowed to choose from a list of colorful 
"icons" that will identify their systems and 

fl eets on a first come, first served basis. 
These will serve to mdicate ownership and 
Oect dispositions of ;111 one's own holdings, 
as well as m1y enemy units within scanning 
rani;e . This is very nearly done, and the 
map is one of Continuum's nicer points -
each turn )'l)ll c.;in get a good perspective 
on what is happening just by looking at the 
"known" area of the m;1p. Once the game 
gets goings, pl;1yers wil l receive reports on 
lc;idinii empires. technology advance-, 
ments, ftect a nd ship dispositions, ;.ind 
known ship designs in a fairly easy to read 
form;it. The fl eet and ship listings do tend 
TO get a hit cluttered at times. due to the 
large number of each that a playe r can 
have. Otherwise, it is ;i model of clarity. 

The h;isic sp<ice PBM theme of "pro
duce, research, expand, negotiate and con
quer" holds t rne he re as in o the r games. 
Continuum does have its own angle on 
each of these th ings, however, so I'l l 
<lddress each separnrely. 

Building for a Better Future · 
Production 

The economic system in Continuum is 
very simple. and is kept that way on pur
pose. The designer wants the players to 
focus on ship design and combat, not nig
gling ;iccouming derails of taxation, popu
lation, raw materials, 'ai1d the like. As a 
result, it's quite simple to keep track of t~e ,. 
economy of empi re . Each star systelll'"• 
owned produces number "of generis: 
resource points, which i.s' used for ,all e~ • · 
nomic activity: ship production, ·$yst~rfi 
investment, research and dev'elopments, 
and ship rep<iirs. Home systems will typi
cally have a RP villue of 200, r«;iardless of 
spectral type. O ther systems ~II have a 
random amount of RP product ion depend
ing on ste llar class: White scars will usually 
ha\•e the lowest income, followed by Red, 
Rlue, G reen, Orange, and the coveted Yel
low stars, some of which rival homeworlds 
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in potencial. The budding emperor will do 
well-to keep <1n eye roward spectral class 
when planning his initial expansion! Nor· 
mally, RPs can only be spenc at rhe srtt m 
where they were gener:Hl·tl. Howcn : r, 
rransfers can be made ro orh<·r system~ or 
to other phlyers • at a small cost. Any RPs 
trnnsferred will spend one rum "in rransir", 
during which time rhey are unav;ii lable for 
use by anyone. This isn't a sign ificant 
peniilry, but ir docs encourage good plan
ning. Otherwise, RPs c;m be used co build 
ships rhiir wil l appear ar the end of rhe rum 
in a "Holding Fleer" - a fle et rhar can 
neither move nor fight, and that will be 
inmmtly destroyed if engaged by enemy 
ships. Only after the ships a re transferred 
to an active fleet (and thereby equipped 
with crew and fuel) on a subsequenc rum 
can these vessels be used. This also forces 
iidviinced planning, as building a large fleet 
chis t11m to counrer a surprise enemy thrust 
is worrhlcss - you'll have to have the 
ships already assigned for them to act as 
defenders. On the other lrnnd, system re· 
investment and technology research is 
immediate - those RPs arc applied a t 
once. System reinvestment <1llows a pl<iycr 
to increase the RP production of a system 
by I RP for every 7 RP spent. This is a 
pretty low rerurn on investme nt, and 
should only really be used by <1 player who 
is forced into a pure defensive position -
and even then, R&D is usually a better 
choice. Otherwise, RPs arc used to repair 
damaged ships, at 50% of the cost of build
ing new replacemenc systems. Note that 
some ships may be equipped wirh devices 
that will attempt self-repair, ar no cost in 
RPs at all. Such systems tend to be both 
slow and expensive, however. Finally, if 
you desire to do nothing else, you can just 
accumulate the RPs from turn to turn at 
the system, to be s'pent later en massc for 
that really expensive ship design, or that 
massive trnnsfer of aid to a needy ally ... 

Scientists and Naval Architects 
·Research 

The hean of Continuum is ship desib'll 
- ass~mbling a lisring of different compo· 
ncnts into a workable warship, and using 
those designs to climinare your enemies. 
There ;ire six rechnology ;ire(ls rhat may be 
researched: Hulls, Weapons, Defenses, 
Warp Drives, Sensors, and Misccll;.ineous 
Modules. Each player begins at TL I in all 
areas, ;md research is conducred indepen
dently in each - it is quite possihle ro be, 

SCI)', TL 3 in Scanner tech, but still TL I in 
a II o r hers. Nore thar all research is related 
to shir construction, with the single excep· 
tinn ni Scanne r Technrdogy. In other 
\\'P rd~, then: i' no way to incrca": your RP 
output \'ta R&D. nor ;i re there planetary 
based defenses. The only things a system 
contains are a scanner of the very latest 
TL, an RP production value, and an RP 
srockpile. Everything else is contained in 
the various fleets in orbit about the planet. 

Every player beings with a listing of the 
common TL I components - ship hulls 
ranging from the tiny size 4 Scout to the 
mid-sized size 16 Light Cruiser, as well as a 
variety of non-mobile "System Defense" 
platforms, from size I to size 50. Upon 
these hulls can be assembled Warp Drives, 
Thrusters, Pulse Lasers, Anti-Missiles, 
Repair Pods, and a plethora of other items 
- a beginning lisr of 13 different units. 
Each subsequent TL breakthrough will 
bring the ahiliry to construct new modules: 
better weapons, longer range scanners, big· 
ger hulls. It is in these design considera
tions rhat you will decide the style of your 
battle fleets. Will you rely on small, swift, 
expendable ships? Huge armored 
leviathans, sturdy but slow? General pur
pose jack-of-all-trades vessels? The choice 
is yours. 

Investment in technolob'Y is straightfor
ward. Each system can contribute a per· 
centage of its total RP stockpile toward a 
particular area. Depending on the amount 
spent, you will then have a chance on sub· 
sequenr turns of attaining a breakthrough 
to a new level, at which point spending 
drops to zero and the cycle continues. For 
example, let's say you elect to spend 50 RP 
from your home system on Scanner Tech 
on tum I. This will give you x% chance of 
attaining Scanner TL 2 (the actual chance 
is not revealed, but you do get a "pie chart" 
showing the rough chance each turn). 
Assuming you are unlucky, you will still 
have an x% chance on the next tum of 
attaining a breakthrough, even if you 
spend no RP's on that particular area. 
Thus, while it is possible to spend enough 
quickly 'to get a 100% chance of a break· 
through, it is more economical to spend 
small amounts each turn, and gain the 
breakthroughs a bit slower. Make sure that 
you a lways have a small amount in each 
TL area, even if it's not critical to you; the 
chance of "hitting the jackpot", however 
sm(lll, is worch ir. 

Manifest (Stellar) Destiny -
Expansion 

This is the quick grab of surrounding 
neutral star systems, and is vital to a play
c r's continued success. Note the word 
"quick" - virtually every one of the 160 
systems will be owned by the end of tum 3! 
Hesitating c!uring this phase is fatal in the 
long run, but so may be overreaching your· 
self. For this reason, small ships are the rule 
of thumb early. However, under no circum· 
stances shou ld you build an unarmed 
design, as it will automatically rerreat 
when encountering a hostile vessel, losing 
what ever you may have gained. The pre
ferred explorer ship with the starting 
equipment is either a size-4 Scout with a 
TL- I scanner, a fission missile launcher, 
and 2 TL- I warp engines or (preferably) a 
size-6 Police Ship with a TL- I scanner, a 
fission missile launcher, and 4 TL- I warp 
engines. The next larger ship, the size-8 
Escort, is twice the mass of these two, and 
so would require twice as many TL- I warp 
engines to iittain the same speed: not 
worth it at all! Build as many of these small 
ships as you can, and stake your claim to 
a ll surrounding systems, following them 
with a second wave of similar or larger 
ships. 

Being the first to rake a neutral system 
has two advantages: first, there is a small 
stockpile of RPs on each system in addition 
to the normal production. Second, iind 
more important, there is a small chance 
thiit a new technology of a random type 
will be discovered on a new system - a 
wrecked alien ship with TL-2 scanners, for 
example. Once a system has been taken, 
fortify it heavily with defense platfonns, or 
ship designs with few warp engines and lots 
of weapons and defenses. After the first 3 
or so turns of frantic expansion, the game 
momentum swings heavily to the defense, 
as non-mobile designs are more cost effec· 
tivc than fast ships. This is the time to 
build yourself up, assemble your fleet, and 
contact your neighbors ... 

The Silver Tongue • Negotiation 
Now comes the ticklish part. You have 

seized all available galactic real estate, and 
have a combination of map edges (the map 
does not wrap around) and potentially hos
tile neighbors in all directions. While you 
experiment with ship designs and drive 
your scientists feverishly onward; you need 
to contact some of those faceless icons out 
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there. In a curious twist, cooperation 
between fleets in Continuum is impossible; 
battle wi II always occur between fleets 
belonging to different empires. You can, 
however, negotiate borders with certain of 
your neighbors, and even send RPs back 
imd forth - assuming you have that much 
mist! In the initial setup, you can choose 
how much contact information you wish to 
disclose: none, name and address, or name, 
address, and te lephone number (work , 
home, o r bo th) . Watch out fo r those 
"anonymous" players, as they are usually 
the most ruthless of the warmongers. 

The Iron Fist - Conquest 
If you a re lucky enough (or skilled 

enough a diplomat), you can pick your own 
time in which to attack; otherwise, yQu'll 
be defending yourself against enemy fleets 
sweeping in toward your worlds. This is 
where your ship designs come into play: 
just how effective are your missile-carrying 
destroyers aga inst the enemy's heavi ly 
shielded frig;1te squadrons? Combat is the 
hc<1rr of the system, and it is we ll
cxplained in the rules . There are a few 
twists due to ship and fleet initiatives and 

retreat levels, but these will become appar
ent after your first couple of skirmishes. 
Remember: weapons and defenses aren't 
the only measure of a ship's combat ability! 
Advanced warp drives and high-tech scan
ners will give any fleet a big edge in the 
grand strategy. 

The Tactics of Empire - Begin
ning Tips 

A few rules of thumb for the novice 
player : 

1. Expand as quickly as possible - or 
faster .. See the above commentary 

2. Invest early and often in R&D. 

3. The most important technologies 
early are Scanners and Warp, not Weapons 
;:md Defenses. 

4. Don't forget that ships built this tum 
arc sitting ducks for an attacker, if their 
cover fleet is forced to retreat. 

5. The defender has the advantage 
early, but this will disappear if you get too 
complacent. You must spread your defend-

ing ships about, while the attacker can 
concentrate his forces. 

6. Even obsolete designs can absorb 
enemy fire in a pinch. 

So, is it any good? - Conclu
sions 

The answer is a qualified yes. If you're 
not afra id to pla y "yet another space 
game", Continuum can be a lot of fu n. 
Due to the number of ships involved, fi ll
ing out the turns can be a bit tedious, but 
it's not very onerous, and there's no tricky 
codes to remember - just ship IDs or even 
names (the GM is very flexible). Turn
around is one tum every 3 weeks, and this 
is adhered to, most of the time. The GM is 
quite accommodating if you have problems. 
or late turns, and is reachable by phone at 
(206) 727-2677. He'll even set up a fox on 
that number by prior arrangement for those 
desperately late·tums. If you're looking for 
a moderately deep game with simple rules 
and an emphasis on naval combat, this is a 
good one to try. Contact them at Zephyr 
Enterprises, PO Box 178, Citrus Heights, 
CA 95611-0178. 

Electronic Boutique is now your 
headquarters for the quest for 
the Emerald Throne!™ 

Legend of the Five rings and The Emerald Throne are "' & 0 , Alderac EntertaiM181lt Group and lsomedia. 1995. 
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Stick Figure Theatre Presents: 
'Top Ten Things Ta 11 At Gama Conventions" 

By Chris Avellone © 1995 

1. Stay in hotel rooms that always have 
space for "just one more." 

t1Nf TllESE rtllflATMES 
GfT n~ U~ • LI~ fYf/l.Y 

YE.M.. 
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3. See new miniatures designs. 

Continued on previous page ... 
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2. Have miniatures battles with people whose style 
of play may be radically different from your own. 

4. Meet new friends. 

5. Pick up some more dice 
for your collection. 



6. Meet chicks. 

PIJ>~l<HOW 
Y'Alf,,,,. ~., 
£)(151',:> I t(NOl/ll. 
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7. Meet your favorite game designers 
in person. 

9. Attend important design meetings. 

10. And, of course, have a little fun. 
Begins on last page ... 
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