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SCRIBBLES FROM THE SCRIBE - Beloved
backgrounds uncovered by RPGs.

Pern: would probably be a popular choice.
"-";.L.huuugh "real role players”" and "story
-..e“ rz" may be gble tc anjoy the subtle-ties

f the politics and romance in the stories,
"rall players" and those of us with baby—
boomer short attention spans would tire
quickly. Lets face it, until Renegades of
Perni, action was limited and violence

minimal. Don't get me wrong, I love the
bocks, I've read every ons of them, I just
like my gaming to contain more ... brainless

excitement. The rightecusness and dominance
f the dragonriders is an unbalancing aspect
f the society from a gaming point of view.
A number cf vears ago, I toyed with the
idea of adapting standard RPS high fantasy to
Permn. The detalls included: the
disgppearance cf Northern Dragons / further
rerversicn of Southern/01d Dragons (te mimic
traditional nastles) / adventures centered
around exploration and search for lost tech
lore {thrcugh  ancient southern
settlements and akbandonad northern weyrs/ the
existence of a dwarf race in southern mis

i-'lu'l-l"l!q
L ol

{products of a small gene pocl) / hostile
sapient natives evolved from fire lizards

that inhabit the 3rd continent {draconian) /
human—dolphin cross-breeds from the final
days of landing {(thread drowned and dolphins
accompanied the colonists)/ native
subterranean race of insect-like humancids /
paionics in place of magic. I'm enmbarrassed
tc share this shameless twisting of a
gorgeous work, but the rezult would have been
a more mainstream fantasy-tech campaign. I
never did flesh it all out.

Otherwise, source material abounds: Dragon
Lovers (Guide to Pern, The Atlas of Pemn,
Iv%qy"faﬂ's boardgame {for thread £3ll

resciuticn), Nova's gane books {for detaliling
individual thread flying performance],
Dragonfire and Dragonharper "choose your own
path” game-novels for stats and adventures,
and the novels themselves. Maybe 1t would
worlk.
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Dark Matter, the new
Ether?

I sSust finished
an article in the
June '93 issus of
Smit ian an dark
mattier. It zeacms
that the latest
theory on the force that hcelds th
together inveolves the predominances Df an
alternate configquration of subatomic
particles called ... dark matter. If the
theory 1s correct, 95% of the universe's mass

is dark matter, msking regular matter rather

insignificant.
Within this theory are 2 theorized
configurations of dark matter. One is that

it exists in huge spheres called MACHOs
{massive compact halo cbjectz). The other is
that the universe 15 awash in a sea of dark
matter that permeates cverything. Call
WIMPS {weakly interacting massive particles),
these particles appear ¢ parallel (not
mimic) the ether once thought toc permeate the
universe, including the existence of
currents

My pur;nse in mentioning this is o share
it as a medium cf interstellar
travel/propulsion much 11 S1882 uses the
ether,. It gap in the science-

ytasy tech space travel I've been
on {since before Spelljammer, relying on
magic is cheating). T hope to detall it in
these pages soon so learned comments or
queries on the subject are welcome.

Rock—con XXT
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As usual I was disappointed with the
dealers room, no deals. I did, however,
participate in the silent auction. I

unloaded 50% of my eXcess material and
received a nice bit of compensaticn for it
toc., I bkid on a still shrink wrapped XVC
game but was cut-bid at a level I would not
pay. The same fate came to my hid con the
V¢ Hardware supplement as well. I picked
up a copy of The Lexicon, Atlas of the Lost
World of Atlantis, by Bard games. It only
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cost me §1, now that's a basaargain and a
generic uses review 1is in the works., I am
trying not to kRick myself too hard over
passing up & 51 copy of Man, Myth & Magic,
My sources say it stank but I'm sure I could
.--m-.E = $l5 .m«..-.tl-x ﬂ'F useFﬁ y
it.

I did win 2 door prizes, one with my
entrance ticket and another from a stack some
kid handed my wife as she waited for ne 1o
finish my business at the auction., I picked
up Dragon Strike {which will make a fine Xnas
gift} and Shadowrun 2nd ed hardcover (which
I will offer in trads for a new or near-new
Ve hoxed set).

I hit up the attending retailers for Sage
Lore/The Screcll, Ragnarck/Abyss, ASGE and my
own Papyrus (looking to be an ad mediz for
store owmers).

YWhile I was dragging my irate tocddler from
the auction room Satur&ay, I thought I saw
Jotmthan Twee I found him Sundasy "playing
with someone else s toy soldisrs” Iin a
Warhammer 40K {spiky bits of futuristic
chacs) game. He was absorbed deeply into the
action, I think he was about to have his butt
. After exchanging pleasantries, and
the cbhservation that the Magic card game had
spread like wildfire, him my axtra
prize tickets and called it quits.

I alse managed o meet Tom Wham, as we
poth huarriedly tagged our stuff for the

) ey
ke b D

T Y T
il = KR

auc*isn. Like gveryone else, I eventually
saw him engaged in a Magic game too. Is it
really that good?
NON-CON Acquisitions

I recently received a new RPG from my

friend in England, Gareth Jones. Gareth is
the publisher of the Black Mzle fanzine and
the new, all Arthurian, Beaumsins magazine.
"Ali-Adventure Action Roleplay Game!" {or
AAARG!) is the name and it's a multi-—genre
action oriented game. The goal seems (o ba
to re-create the swashbuckling feel of o©ld
movies and serizals of any genre.
complete review when I have finished it.

My new friends at Mega-Mag sent me a stack
cf back issues including the miles to their
KAPOW! shrpg (nc hit points}. Mag and RPG
reviews to foll

I won a La;ﬂﬂn Survey answer prize from
The Gamer's Connection fanzine., Mark sent me
a copy of TORG Infiniverse, Campaign Update,
vol 2. It made interesting reading {a toon
comm?!) but I don't use the system, so it's
available for trade {still lookin' for those
items mentionsd in #218, the XlVc Hardware
supplement perhaps).
box was graced with

TI"IT JD =

Daniel

N r )
i'ill' JLACA L Wb

)

Gallant's first issue of Knight Notes, his
fanzine. Nicely done, varied in subject and
useful. Vet ancther way toc get yourself

published {don't forget oy Papyrus fanfins!
Daniel and I are nct skbove dual puklishing as
cur readership is different).
Deja Vou: Last vear I reported that the
December Consumer Reports listed Heroguest as
a "Best Buy" Christmas gift. This December's
issue lists Mattel's Dark World (Heroquest
clone) in the same category. I've seen Dark
World on sale for 1/2 its cover price, 1
thought that was a statement ¢f its quality
but maybe the demand was low.
STILL LOCKING TO MAKE A TRADE: The search for
a copy of the X¥Vc Buck Rogers RPGC bosted set
{new or used) continues. In case you Jjust
tined in I am offering 2 different package.:
in trade:

1. A brand new copy of Shadowrun 2nd =d.
{hardcover) rules and a brand new copy of the

-l‘lm'i rT‘H"l ""I"""f"l Tm“ q

ol W Lk dd WL L dijFod LA 4E L wr LSy | Vil Lw

ORI Tﬂ#4n4vErse’ {1
—
2. A never used copy of GURPS basic 3rd
ed, soft cover, angd about 250 pages of
fficial and unofficial support material
from magazlines, BBESs and fanzines.

Anyone out there going o bite?

by Tali, originally appeared in Tales of &
Minastrel #123, e newsletter of The Guild of
the Creen Dragon, PO Box 13582, Savamnah, GA
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VLK-QA Valkyrie
I'd like to start by saying that this mech
has great nI'I"'KD.;. for a mech of 1ts E.‘I.EE.

Better armor than an wrbanmech buat lessz in
the rear.

Bettor wesponry, in my oOpinion, than an
urbanmech conhsidering range and the effects
of being amnc—less. Since I'd rather be lsft
a med. laser than a sia. laser especially

after I've already picked r::“ a fow shots at
long range. Just beware ¢ tting to close
a tc a target, since the J_.P"a' has a viciocus

miriimem range

FS9-H Firestarter

Well, +to be honest,
I've never been in
the cockpit of =z
Firestarter so I
the best

L L]

e of this mech
.J: L Ry B\l L
_l., | ]
=

LGEf o I'1l try to

— o

e — il .
.-r—-n-._h".
L

L L F
Thiz mech has good

amcr, bubr I weould
watch outr fcor the
legs. I don't

wnderstand the extra
armor that's on the
rear of this mech but its there for whatever

puTrpose.

It's got good firepower with two med.
lasers, two mg, and 4 flamers which {since
they're placed in directions) would be
for starting fires.

Ancther benefit o this mech iz good
movement, which includes Junping.

JR7-D Jemmer

Now this may be the best light mech that

i5 mass produced. It's got great damage

possibilities since it packs 4 med. lazers
and a SRM 4. It's got fair armmor and a good
movement rate, including & ement points of
Jumps that can get you out of plenty of Jams.

lost a Warhammer because I was stuck

T s W
+ CCe 03T

between a huge hill and a hard place. The
point is, a Jem probably could have
escaped.
OTT-7J QOstscout

mech, vyou'll

If wyour a pilct ©f this
probably rely on the gquickness of it. ureat
speed, grealt Jjumping sbility, good armor, but

light weaponry with only a med. laser ({=a
Locust packs more).
PNT-SR Panther

Well the Panther is a good mech. I'm not

sure, but I think it's got the best armor in
the light mech handful. It's got good
armament, with a PPC and a SRM 4, and it's

got average speed with jumps. Don't let the
name focl you, it's not all that fast., It's

a rather gocd heat system even though it
s a PPC, a real heat eater, just watch it
you jump arcund a lot.

TE

HeavenTech Bloodline Series
{C] 1“93 John Janek
Permission granted toc distribute freely
s 1\..-]:‘" iz uqu"".LHJ.Lt is Mlnhmineiﬂa
From: CSEQ735QDESIRE.WRIGHT.EDU
Newsgroups: rec.games.mecha
Subject: HeavenTech Industriez Bl
HeavenTech Indusiries
1. Theory behind the Blocdline
2. Current Bloodline mechs in the series
2. The Bloodline
Theory and Mechanic
The Bloodline series was originally
created by HeavenTech in an attempt to create
a new Rind of Arena mech. And, while the
Arena version of the Blcodline mechs perform
thelir duties admirably, the potential of the

techncslogy was still estimated.

line

"I- ‘1'Ef u‘“

In an attempt *to expand the uses for
Blocdline technolagy, the Arena triad was
T e from it's scheduled relesase date cof
Summer 3051, Dver the past years the
technclogy has been expanded and improved,
and now, with the Summer of 3086 fast

apprecaching the Blocdline battlemechs will be

the most fearsone war machinez the Inner
Sphere has seen.
The Blcodline theory is simple. Mualtipls

units acting as one. This is something every
military commander has wished for since the
very beginning of time.

But while the human mind iz 21
encugh that it can never en*‘irel*f act a5 a
whole with the rest ¢f their unit, advances
in technology have made it more and more

possible. In fact, one of the most important
aspects of the Bloodline series was

discovered when a HeavenTech Rescurce team
happened upon a Star League science labk. The
technclogy and ressearch papers found there,
as well az the actual hardware that had
already been built has provided HeavenTech
with a leading edge over the competition.
211 Bloodline Battlemechs are dependant on
a piece of eguipment built intc the head
unit, and tied intc 3ll of the Battlemech's
systams., This unit is called the Advanced

Network Node (ANN). ‘{-'i".:; the ANN, i1t is
possible for any number of mechs toc be inter-

linked. This inter-linking can take place on
soveral levels, bt as the levels go higher,
the unit cohesion 1is increased o such &
point that g1l of the Battlemechs in the

3
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network are acting as one.
Blocdline nebtwork is

Unfor tmately, the

net very flexible., Because of the nesd
fit the ANN into the head unit, il m'ar:..ablea
m=t be hardwired directly intc the unit.

m‘ﬂ Ty L
dliliz  JIKCCU LT

that a Blocdline 2 mech uni
cannct be upgraded to a Bloodline 5 mech
unit, and that a Bloodline 5 mech unit that
has lost a mech cannot be down~graded to a 2
mech wnit.

Because of the hard-wiring involved, the
Bloodline network leader must alsoc be
designated when the mechs are being built.
The network leader acts as s gulide to the
ather Bloodline units.

With the ANN installied, and the Bloodline
network designated, the cockpit of the mechs

mist be upgraded to handle the additional

electronics. Dependant on the level of ANN
networlking wished, the Neurchelm controller
and designator are modified. The changes

made to the helm and sub-—sequent zlectrconics
are listed below, and matched o a similar
plece of hardware if applicable:
T.i-_\.-r 1 i | - - Ir-r 'I-H1'E!' -I- o} Y e p— — f"'
i | ey e s npp; ﬂﬂ.III.E S W

LE.I.]" Ll

Tevel 2: Cﬂntrc}ller enthanced and slave

h'ﬂ.ﬂq‘ 'I.'.'f-i-'—e A Fhad ma TAad e~
P TR P L Lo ALMAL i WG i L

to feliow the action of the

DT“”JTIﬁE network legder.
Level 3: Controller and designator

enhanc:ed and slaved to the ANN.
Meurcheln modified to rewrlte

.

2
+ -
[
n

both

E.I..LU\. e | — | = LI.EI.F"!U.L n J..i.
eader.
Level 5: Newroheln modified as zshbove, as

well as modiflied to pick u
emctional phases. ANN transmits
them t¢ other Bloodline network
members. Effect is that not only do
t = T pilots i-..rcg.u.J. to think 1ike each
GthEJ. , they actually begin to "feel”
like each cther.
Level €: Level six is only achievable with
a clone! The helm is modified as
above, but tc the point where the
ANN is also rtransmitting thoughts.
At level six, all members of the Blcodli
network act, mﬂve, +h1nk and breath as cne.
Az cne can t.l.l.ﬂ..i.l.l..l.j" SoT, the differences
betweenn the varicus levels is  simply
staggering. At lswvel the Bloodliin
mechs move, fire, and are ohe. The pilcts
loocse none of their genius, however, because
although they think, act, and move as cone,
they still are able to communicate, This
allows for several options to be offered,
although whichever the networl: leader
picks will be used
Here are the charts as it pertainz to the

J"l':'l?
= i

P e
L L

159

game :
Blcodline ANN statistics
Ievel Weight Critical
i 1 ton i in head
2 1 tcn & 1 in hezsd
1 ton added
to cockpit
3 sSame as 1712 1 in head
4 ton & i in head
2 tons added
s [ TRupL s B
L WL-IH.H.LL
5 sane as vl 4 1 in head
1 in CT
5 same s vl 4 1 in head
2 in CT

Combat Modifilers
To-hit Initiative Mod
Range of closest S
mech toc target
I 12 -1 tc hit target
designated by the
network leader. +1

o hit a1l cothers.

Level 1

Level 3 as level 2 +1
Ievel 4 -2 to hit target +1
designated by net-

WoTR leader. +1 to

hit all others.
lLevel 5 same as level 4 +2
Ievel € -4 tc hit target +3
designated'by'neu—
work leo :
Impmsslhle o tar-
get any others.
Effects of ANN destruction
Tevel Effect Effect
(regular} {nebwork leader)
1 Nothing:; unit Network destroyed.
continzes w/o 11l bonuses and
trouble ocenalties lost.

2 same as vl 1 same as 1vl 1

2 same as 1vl 1 Disorientation;
+1 to hit, -1
to Init for five
roungs.

4 same as 1vl 1 Disorientation;
+2 to hit, -3
to Init for fi
rounds.

5 ulSDFlEﬂtatlﬂﬂ; sane as 1vl 4

1 to hit, -1
tu Init for 3
rounds.

5 Disorientation; Disorientstion:

+3 to hit, and +5 to hit, and
-3 to Init for -3 Init for o
5 rounds. rounds.
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Gaming with Bloodline mechs:

When gaming with
Blcodline mechs, the
networks st always
be dezignated, along

w"; +1y 4—%-—1“ ST STy
= b L L § e A W D

leaders at the time
of construction.
Example:

A Crab is being
modified alc:ng with
two Locusts
three
Bloodline.
player decides t &
he wants the AHNE tr:
cperate at level 3. He then modifies the
mechs, and a month or two later, HeavenTech
has returned the new Triad Bloodline.

If one of the mechs should happen o be
destrovyed, a new ANN, as well as a new mech
mast be bought in order for the netbwork 1o
work.

End of Section One

NOTE: 1 need someone wno actually has a BT
group to test this for me. If yvour willing
to test send me mazil at
Jochn, Janek¥bbs@dmapub . dma.org. You'll get
all the latest greatest Bloodline mechs, as
well as have your names up there with mine in
the copyright. :}

MORE DUNGEON FOR YOUR S
THE X{Vc INSTALIMENT

As usual, I was wandering a loccial hobby
store in search of a deal., Hhile rifllng
through the 1/2 price rack, I came
same of TSR's, Buck Rogers XVe stuff.
heard that it was very D&D/ADSD an -"e"-“‘
to take a lock., I chose "Mars in the 25th
Century” figuring at least T could pirate the
unique desert fauna. What I found was a

sl sl sl ——h— —— _— . —
N 1

surprise, the setting is dark and negative
but interesting, full of intrigue and

purpocse. 1 alsc found the system material
extremsely DED/ADED. After purchasing "Earth
in the 25th Century” I began to wonder why
X¥Ve isn't just campalign material for GWi.
Finally I werked up the courage to buy
something full price (very rare ﬂ"“a.—_um for

me), "No Humans Allowed", which iz an
accessory dealing with genstics and alter
R

forms {which advertises its
compatibility with ADED on the back cover).
In this camnpaign universe the solar system

L B By By ey

iz dominated by & acorp callsd RAM
{formall the Russo-—-American Mercantile
company ) which is based on Mars. RAM iz the
most powerful organization but the other

N T — T N T e -
H.Lﬂ.i..i.'l:\.-:‘ L LW i-a\--l- el e

contain pockets of
resistance and/or Iindependence. Genetic
engineering nas created RAM's super—-scldiers,
and races that exploit envircmments too harsh
for regalar hunans {astercid belt, Satumn,
Jupiter, cury, Vemis, ocean depths and
orbital space). Terra—forming and enclosed
environments have made other planets more
nabitable but even zo the Martian citizens of
RAM are not without 1
{genetic) improvement

After a devastating nucl conflict an
a second devastation at the hands of RBM,
sarth is a very Gamma World-like environment.
There are areas of high radistion, matants,
primitive/natural areas of recovery, open
urban envircnments (called orgs) and enclosed
urban city-states completely independent from
the outside (Omegakron, lastish, fits this
Earth very well. It even contains a megacorp
that could eazily be substituted with RaM),
RAM continues toc exploit earth for its own
gain and there are many revoluticnary
{terrorist?) corganizations out to stop then.
The New Earth Organization (NEQ} is intended
tc be the most politically correct

r Cm b o e L i |

a -
| -+
gravity ana cocametic

Gamma World players will ‘= ind XXVc
material extremely useful, sspecizally those
menticned asbove and  likely the other

Jccessories concerniing planets and hardware.
Actually, XXVc players should serimusly
consider getting the G"w}’ rales, the mutat
PC creation rules surpass the matation rules
in "Earthh in the X Jc" angd the gansral
uidelines of "gennie"” (term for genetically
altered races}) creation in "No Humans
11 ", A"l n*: the gennies in No Humans
Allowed come with state for use as EharaCtEI'E
that make for easy use with: GW4, V&V, AD&D
or D&D. A little work and LoA, Hero,
Palladiun {(plesse don't sus me Kevin!)] and
Col can alse use these gonmnies.

I don't know what TSR's plans are for this
game. My copinicn is that, like Metamorphosis
Alpha, it should become a campaign world for
GW4 muach like Dark Sun or Dragonlance is to
ADSED. The benefits of combining the 2 are
tremendous to players of both games, but who

an I to second guess wiger folk. In any
case, don't be afiraid to check cut any of the

XVc accessories (I don't know what the
modules nor rules are 1ike ... yet), but shop
around for a deal lower than the $10-515
cover price.

Earth Down, flyver 2 of 3, mini-rules
I found +he Earth Davm system, as 1t is
presanted flyer, nice but derivatis

HJ..'E..-"G L =L ST ) ‘-..-l..
It gave me the feel of 2 house rules RPG that
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combined ADED with a simple skill based RPG,
nifty bt not immovative. Mechanically it's
playahle and could be enjovable it probably
not worth investing in if you already own a
FRPG that you are familiar with and own
S

The sanmple adventure had a fantastic

baild-upe but the encounters fell flat., Jus

when the climay was reasched, the adventures
became an trite hack and slash r.'hmgeun romp.

It would be easy to use this adventure in
an AD&D/D&D {or any other fantasy) campaign.
It appears that ADED/DED supporting material
could be easy used in an Earth Davm campaign
{intentional?}. I'll be keeping the mini-
rales as a diversicn and the adventure for a
side I'11 alsc be keeping my eve on
Earth Dawn's supporting materizl, if they
show more nt depth this
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nt than
adventure, I could easily meld them intc nmy
ADED gaming.

Yagarth Minirales, 2nd ed, ver 3.2
I've been in and out of touch with
Ragnsrck since high schoo {Abyss #20
scmething} I 've watched uhe YRS change from
the zsidelines and marvelsed ot itz detail,
both in mechanics and campaign. I've adapted
YRE matericgl for ADED and DQ. I downlcaded

a shareware :::::py of the rules once and was so
overwhelmed by the tables and numbers I
finished reading it. These minirules are the
best ad campaign Dave could have ever run.

AL
Having been given the opportunity to
disiribute copiles

T
LT =

at Rock-Con, and receiving
at Gen-Con and in TGC#16, I finally
I'm not so afraid anymore. VYRS

comprehensive and complex but
plicated. As a matter of fact it
II'EIkEE a lﬂt of sense, but there's still a3 lot
c:f it to work with., Given the copporitunity,

I woculd be willing to c}btaln a {used) copy of

Yagarth but I would need 3 bargain as I own
too many systems alr ead My remaining

hesitgtion comes from its low prcliferati-::un,
high shock value o the newly =gsosed, and
its tight link ¢ Ragnarok's campaign worlds.
I may get over these,

Herc Gladizators, by Bluehird Toys (UK} Ltd
As is my habit, a trip to the mal
resulted in a cruise through the BEvers ftu_Lng's
$1 store. Hanging on the group of
"army man® sized figures hung in individual
blister packs. Reading the package I found
they were part of a fantasy combat game.
Moments later I was $1 poorer and the owner
of a Herc Gladiator named Bold Jazra, a
Conan locking fellow in amnor with shield and

wall, =

&

scimitar.

The figures are milti-colored and appear
to have falien cut of some ADED manual,
handscme hunans and ugly hunanoids. The base

sf each has spolktes, like g ships wheel, for
munting little plastic skulls. The siulls
are llected Irom defeated opponents, each
figm"e comes with 40 of them. The base is
nade o sit atop o "Power Tower”.

Each figure's power tower is wnigque o

ther and reflects their strengths and
weaknesses. The tower is a 1" cylinder with

an octagonal base. At each flat side a power

score is listed {1“8'?} for each of the
following characteristics: Curnning, Magic,
Agility, Bravery, Brains, Skill, Speed and

Strength. Competing players roll their
towers and compare scores, the higher
wins., Competitions like: best of 7, first fo
vin 15 and best of 101 are recommended but
the combat remains that sinple.

There are at least 12 individual
gladiatcrs plus 2 more that come with an
elaborate arena. The value of this product
depends on your intent. The simplicity of
the rules supports the 4-2 yvear old age group
advertised. I would imagine s collection of
these could be used in an introductory RPG
using the Hero Gladiators combat rules. The
figares themselves could be useful in
numercus RPGs, boaord games and or Herocqusst-
like role playing board games {Dragon Quest,
qugon Str Dark World, etc). I doubt

'd be mrth their original price, but at
31 a piece, I'm sure many pecple will find a
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use for at least cne.
MEGA-MAG

I was pleasantly surprised by the quality
cf the scenarios presented in each MEGA-MAG,
Especiall}' due toc their brevity. Each
tm:::- much to prevent *nelding into any
canpaign. The campalgn world they describe
ig riddled with real Ilife Intrigus and
concerns (rape, gay rights, Rush and the
ultra-conservatives, Beavis & Butthead,
corrupt politicians, sex scandal, random acts

viclence, drugs, tallk show hosts, rock
governiment conspiracy) as well as

sy

classi comic hero subjects {(humcrous
villains, arch-rivals, death, cybernetics,

mutants, aliens, Atlantis, nythological ties,
ultimate evil, misunderstood heroes/villains,
super science;.
Every fow 1Issues contain & "No OMs
11 " adventure for sclo or group play
without a Game Master. These are equally
11 done. Although the rhythm iz alwsys



frame by frame

scenharics maintain a need for
action and deductive 1
reaction.

These "ufa deserve an award for providing
the mocs ressive cross system support

rvic in an';,r genre. Any style, mood, era
or humcr will be sble tc use them. Every
adventure includes stats for: Champicons {(or
any Hero Sys), DC Herces {cr Batman RPG),
GURPS Supers {or most any GURPE), Good G{J.‘},F’S
Finish Last {(from Better Cames), Guard
Herces Unlimited {or TMNT and any other
Pazlladium game, most easily convertible tc
V&V), KAPOW! and Marvel Super Herces.

EAPCW! 1is the SHRPG system that the
publishers of MEGA-MAGC debut in issue nunber
7. Characters use points to buy abilities

L H AT
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r thought befcore
asoning before
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ard skills {there gre no itrzditicnal
attributes .L.LLE trength nor Agility), and
may recelve extra points by  accepting

challenges {(read disadvantages. This seems
all standard encugh but there is one other
deviation from the mainstream, aside from the
lack of agtitribute/characteristics scores.
KAPOW! is a matrix gane, *here are no hit
pcints. Abilities/gadgets/etc are entered on
a matrix on the character sueet, their order
and distribution iz somewhat Jgoverned o

prevent imbalances. These "powers" are
divided intc defence, attack and move
categories. Each is described elsewhere on

the character sheet but their categories help
determine the characters combat and movement

abilities. They are used to determine the
pocl of dice the pla} r has at his disposal

1o perform atiacking, dsfensive or movament
actions. Much like t‘le board game Risk {and
admittedly z0), miltiple dice are rolled and
the top few are C mpared. Damage is taken by
removing access to the powers in the matrix
and their associated dice from the players

dice pool. Provizions aoe made for extreme
results, knock—outs and death {intended to be
ey — '1.

'al’'c .

All in all this is an refreshingly
flaxible little system that provides fast,
high action, results. It Leep.: the ezrphas:s
on rele playing and doesn't burden
with welighty rules nor & sluggish/sl
system. My r'ecﬂimnendatlﬂ*l tc anyone into or
thinking of tryving Super Hero RPGs iz to send
Eclamation Pubklishing =
money you should: requeat a 3 155"uefmn th
trizl subscription tc MEGA-MAG, guest o
back issue copy of MEGA-MAG #7 (which
prevides the KAPOW! rules) and you should
receive a copy of issue # as a gift for
ordering a back issue. Otherwise: a single
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issus is 832, a 8 month trigl suk is 885, =
f5ll year of 12 mags is 524 and most back
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Military Races, a ¥ifth Cycle RPC supplement
by Rcbert Bartels
Without access to the Fifth Cycle RPG

rules, I cannot speak to the adherence of
this supplement tc the core systam nor toc any

ffect it has on the game. There is a small

section in the back on systam conversicn for
use w1th other games, sc I will address its
content and their quality as a RPG
aupp.Le.Ten.. .

This supplemnent detzils
races, <created during the 23rd cycle as
socldierzs. Each race has its own chapter and
includes game statistics for use as PC/NPCs.
uh@ter
ml*ure, tenperament, habkits and an adventure
seed for each race. A chapter in the front
provides an overview of the advent of these
military races. The back of the bocok
addreszes Fifth OCOycle rules changes and
additions. A small chart iz provided tc
convert 5th Cycle character stats to 420, 246
and d100 game systems, in an unadvertised and
underpowered attempt to gein some crossover
sales. The book l1s organized and type set
waell, The art is nice, not coverwhelmingly
bad nor exquisite.

I carmot say that this is a striking
supplement in any way. It is, however, a
good resource. Although races derived from
animals is a trite concept, Military Races
palls it cff better than most. Each race has
character and an individuality that makes
them interesting. It iz disappeointing that
the mercenary dealings of these races
predominates over all other aspects of theilr
behavior.

There are nc shockers here, the cultures
and habits are derived from cur own arch—

The most criginal race being the
Kytons, the first military race <oreated.
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They are derived from crabs and are the least
Lamarn. With their hive mentality, stcic

manner, symcictic wegponry and racial memory
they carry an aura of criginality unmatched
by the remaining races.

Cencrically speaking, the conversion chart
in the back does hel My opinion is that

this supplenent w...ll work bhest with
DragonQuest or the Ysgarth Rule System
because the 5th Cycle rules share the

skill/class combo system format with them.
Conversions are made difficult because

7
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abbreviations  aboun in the racigl
choracteristics scyiption T the
following dafinitions are provided:

ST=stirength, AG‘agility, HM=hand
manipulation, EN=endurance, IN=intelligence,
CoS=common SENnse, MA=magic aptitude,
El=eloquence, Cl=comeliness and FP=fatigue
points {I think). In any case, it is not 50
spectacular that I would recommend spendinhg
more than $5, even for a Sth Cycle campaign.

Enemy In Sight, a card game. Review oY
Gareth Jones, originally published in

Careth’s fanzine "Black Mcla" #5, 62 Atherley
Road, Shirley, Socutha S01 5DT, United
Kingdom.

This cne's from Avalon Hill, producers of
including Squad Leader and

IF "'l."rﬂ11 vy
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the classic CJ.]:‘CUS Macrimis,
played "Naval War", you'll qu..ckly recognize
the format, but the play has moved from WWII

'G ":VEJ.

Th “115.: for th.m one are a little more
ccmpllcated a" first sight, and szeveral

they become ent irel'f clear. But, once you
know what you're ﬁﬂi"lg, it's eazy enough.
Cards are divi into Ship and Action
cards. The ships are of various Rates,
controlling how much damage they can take
before sinking and the amount of damage they
can inflict. Shlpf‘ take damage on Hull and

Rigging. Rigging hits disable a ship, hall
hits sink it. Pisabled ships may be
captured. Taking a ship back tc the home

port (by use of the apprmpriate card} alliows
it to be repaired. Other cards allow varicus
complications, such as Breaking the Line,
Fireshlp, Run Aground, Blockade, etc. The
victor is he who g"ins the most points by
sinking enemy ships or by capturing them and

taking them as Prizes.

This 1is a quick,
fon game with lots
of action and not
too much thought
I've never played it
with more than two
players, gt I

imagine that
= trategli r:
conslideratichs woul

cone more ints pla'f
if you did, if only
in deciding who to
target each tumn.
It costs around
eleven cor ttwelve guid, which isn't too bad
for a game of any sort these days {ie, it's

worth the price). I can give noc higher
recomuendation than te say that I'm about o

buy the very similar "Naval War” and looks

forward 1o playing hat toco. Maybe nesxgt tin

I'1l give you my ideas on a variant version
41
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OTHER POINTS OF VIEW
Game Shop News,
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a newspaper
f news, reviews and press release
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previcws. ree at game stores. ditorial
Cffic 2232 Milstead Circle, Marietta GA
3006E.

NEWS FROM THE INDUSTRY

NEW PRODUCTE FRQM STEVE JACKSCON CAMES:

Pecamber Releases

GURPS Werewolf: The Apocalypse

lows the record sales of GURPS
Masquerade with the next

installment in what iz destined to hecome a

classic series. We are proud o anmounce

CURPS Werewolf: The Apoccalypse, the chilling

mr‘ld background of savage lycanthropes and
theli attle with those who threaten their

prec:imus Earth.

Adapted from White Wolf's st—selling
worldbook, CURPS Werewolfl allows players to
take on the character cf a werowclf, one of
the mysteriocus Carou, whose packs fight the
depredations of humankind on Nature. Their
chief foe iz the Wyrm, a godlike entity of
decay and destruction that with its minions
tries tc destroy life on the planet. Through
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thelr primitive strength and thelir arcane
powers, they are Gaia's only hope.
GURPS HWerawclf includes complete

conversion notes for players who have Garou
already designed for the Storyteller system.
Complete character generaticn information is
also provided, including specizl advantages
and disadvantages unigue to the GURPS
Werewoll setting. An entire chapter 1is
devoted to running Werewolf campaigns in the
GURPS milieu, as well as new vigneties, art
nd & new cover by renowned fantasy artist
Rowenz.

Written by Robert M. Schroeck (Camelct,
Robin Hood, and I.8.T.}). Bok Schroeck als
designed and wrecte the Iycanthrope
construction rules that appeared in GURPS
Bestiary, Second Edition. Based on the
ori .and game by Mark Rein Hagen. Stock
#6077, 15BN 1-55634-276-4, 208 paes, £19.98
GURPS Space and GURPS Magic (reprints)

Two of our best-selling bocks are kback in

print with the e::cltmu new cover style. All
known: errata has been corrected. 128 pages

each, 516,95,
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Jarmary Releases
GURPS Lensiman

E.E. "Doc" Smith's T 1.5'1'.1:::1."1 boolks have 214
hundreds of thousands of copies since their

release in the 1930s. Now SJ G&"I‘IE_:- prings
you starkly astounding space opera at its
Finest with GURPS Lensman!

Before the creation of the myriad planets

f the galaxies, e worlds and two races
were already ancient and already locked in a
war of extinction, Even Arisia’'s suprene
powers of the mind cannot restrain the
Eddorian lust for dominance. Quarter or
compromise  is eivable, The only
possible outcome is conplete, ultter
annihilation.

The prize: the entire universe. The pawns
cn this final battleground: the YOUng races
cf the gala}{ieg — Yyoung races like humanity.

But p an e promoted. The Arisians
have echh by eon, a weapon of
prodigious power the Lensmen of the Galactic
Patrol, 3 hamner of war to smash Eddore and
finally rid *‘he universe of  their

Tl Ao IRl TV il

Eddoye, *oo, has its playing pisces,
arrayed in a nebwori of dealers and
crimne  lords. Their conspiracy has
infiltrated every bastion of civilization
with myriad tentacles c©f ¢ rmptic:n and
decay. Their reach nearly universal,
their power all but Lu""*'“pmb.m, their
ruthiessness and cruelty absclute. Many

Iives will be lost Tensmen's lives. ut
the fense of

Lensmen are responsible for
civilization itself. Lensmen always go in.

Such iz the Lensman's Load. Welcome to
the Universe of the Lens, Welcome to total
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GURPS Lensman is stock #E0687, ISBN
1-55834-283-7 Written by Sean Barrett.

Cover by award-winning science fiction artist
Kelly Freas. 128 pages, $16.95.
GURPS Time Travel (reprint)

The Origins-Award wimming supplement

#-"‘l“
HE

ail your transdimensional, :rsss ime
campaigning nesds is back in print with a ew
cover style and all errats fixed., 128 pages,
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SPECIAT. SUPERSE SECTION
CORPORATE REPORT: M.A.G. Division

A powerful {:{srparatir:}n for use In the
Cvioerpunk Genre, by Philip J. Reed, jr. and

Yy de peflL LN

Ben Ehodes.
Note: M.A.G. Division and all of the

corporations and names listed throughout this
article are a part of a cyberpunk/superhero
RPC systom which will be released once we get

]
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information presented herein is {c} 1882,
19238 Philip J. Reed, jr. and Ben Rhodes. All

rights reserved.
Mid-American CGenetics Divis
and genetic engineering
World Headguart

Amepica
Branch Offices: New Ycork, Los Angeles,
Tokyo, Berlin, Cape Town, Melbowrne, Winnipeg
Hizstcory: Formed in the carly part of 2045
r Alextander Michasls, MUALG. D_Lv.tsur:}n had
bec:sme the leader in genhetic engineering and
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research by 2051, The first few years cf the
corporation's life were shaky, as most of

thelr resources were spent clearing ocut the
dregs and punks that had dominated the St.
Louis area for over fifteen years.

In 2052, M.A.G. Division purchased cloning
material and techniczl data from the EURCTE
subsidiary corporation of French Medical, and
began cxperimentation on enhancing the DNA
composition of the clone test subjects.

By 2055, M.A.G. Division hegan offering

antes cloni services with DNA
imperf genetically enhanced angd
repaired. As a side project, they began
growing clones and uzing nanctech
reconstructions 1 them from "birth" o
"maturity" with swrprising affects.

A second project
started in 2060,
entitled '"Project:
MANTICORE", dealt
with the genetic
modifications tc
animal and |mnman
subjects. Their
first subject, a
lmman nal“ with DNA
adult lempard, died
at "bkirth”. M.A.QG.
Division continued
research on human/animal
techniques.

Red Sizr militsry trocps atiacked and
destroyad the M.A.G. Division cloning offices
in London in early 2084, killing over saventy
genetlc engineers and eaemployees. At that
time, a greater Importance was placed on

Project: MANTICORE and funds to the program
were increased o over $500 milllion annually.

2068 marked the first public sighting of

-y
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gene splicing

M.A.G. Division genetic forces, as halfl-
horse/half-man "Centaur" ftroops attacked and
destroyed & Red Star cloning faclility in

Paris. NightSky Medis declared ths M.A.G.
Division Centauar "the wave of fulure
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corporate
conflict, Mid-
MAmerican Genctics
Division will be
the corporation o
cocntact for elite

soldiers.". By
20717, M.A.G.
Division Project:
MANTICORE troops

made up almost 30%
of their military
and security
forces; consisting of Centaur troops, Leopard

couts, and manctech/genetic augmented Eagle

world leader in genetics and is currently
working on an information trade with French
Medical that is being negotiated through
Trans-World Banking., If this trade takes
place, French Medical and M.A.G. Division may
locok closely at a corporate merger,
essentially consisting of M.A.G. Division
buying out the Prench Medical holdings and

persormiel from EURCTECH.

CODE AGAINST KILLING
by Mark Arsenault, originally published in
The Gamer's Connection #S.

In Champions, characters can  have
disadvantages to gain extra points for
iilding character., OCOne in particular has
been giving my Jgaming group more than a few
neadaches lately in our Champicons campsign,
a pesychological disadventage called; Ccde
Against Killing.

Since there are so many different types of
peychological traits character can have,
the Champions rules allow points for them
based on how often the situstion arises, as
well as, how much it affects the character
(eg; does it merely influence their actions
and/or behavior, or totally dominate them
allowing no reascning nor choice for the

character). Code Against XKilling is no
different. In fact it's used as one of the

examples in the rules.

What many players seem to have a hard time
with, however, iz the fact that their own
character's disadvantages do not always
affect the others. Case in point; Herol and
Hero2 are both members of the same hero
group. Here?2 has a Code vs., Killing., BHercl
iz attacked and retaliates with his weapon,
a "killing" attack. Herc2 seeg this and
becames infuriated to the point of dropping
the fight with a villain and attacking Herol!
What's wrong with this picture? I see plenty

10

{vnfortunately this actually happened in our
Champicns campaign).

Character disadvantages have been a major
factor in more than a few character disputes,
as well the should be {(after all, true role-

playing allows oT inter-character
bickering}. However, it has gotten tc the

paint that it is affecting the game iIin a
negative way. Two PCs argue {or actually
fight} it out over some moral issue, while
the rest wailt. red players are the OM's
worst nightmare {second only tc a gaming
group with a massive case of the mnchies!).

Better tc let characters go around killing

pecople? I think not. However, players need
tc keep something in mind; Their PCs!
disadvantages are just that, their
disadvantages and no one elses’. A chargcter

with a full 20 point Code vs. Killing would
likely trv %o keep others from killing.
However, any character playing that guideline
to the hilt by constantly lecturing his
teammates and the authorities is an unlikely
candidate for "most popular hero" in any but
the most goodie—two-—shoes campaigns.

My suggestion? Tone it down. This is a
viclent world we live (game} in; some pecple
have killing attacks. ez that mean your IC
mist argue with them? How would that same

character treat the local police or the
military? Imagine a hero grabbing a cop's
gun and telling him about his moral

chligations to humanity! It may be hnmorous

at first, but would get o0ld real fast.
Secondly, if want a character 1o

harangue other characters about his own

T
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psych-1lims, then buy ancther disadvantasge,
1ike '"Lectures octhers about killing" or

"Hates anyone who uses a killing atiack”.

No classic herc should kill, but not all
Champicnzs characters are classic herces! My
own White Dragon, for example, is a Chinese
immigrant with traditionzl wvalues. He
withessed a villain killing a hero and remove
his heart! Did my character go berserk? You
het! While cother heroes were treating the
wouhded, White Dragon feigned firvst aid on
the bad guy and sctually killed him! The
embarrassing part came later when he
discovered the heart incident was actually an
illusion {ocops).

If the PCs' disadvantages are going to
interfere with game play, whether it be
incompatikility with the team or they just
plain can’'t get along with anybody, then
consider losing the character or re—writing
hiz disadvanitsges. Evervbcdy should have
fun., Perscnality conflicts are fine, but
don't overds it.
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FIRE POWER, by John Fraser, originally published in GAREMAG #2.
For TOP SECRET players, the weapeon listing in the han;ﬂbocsk is fine

for suqrh¢;g up, but advanced players wlll find that the list has
grown stale, predictable and even a little date S:mc:e SOme
interest was shown, we have some information on the Br1+ ish Bren an
and the 0SS Flare Projector along with the stats for these Geo an

3

eicght octher weap 112, mStEd in TOP SECRET formatl.

The British Bren is a light machine gun, sturdy and dependable
used extensively by Comuct 1th forces in WWII particularly in
Austrglia and India. The fitted, top-curved r‘agac.lne was one of it
weak points, since it was essential that each round was fed with its
rim directly behind the round in front. Failure tc do this gave rise
ta stoppages although they were easily cleared. If the Bren ever
jams in combat {(roll of CQ} the character can clear as ncrmal, with
a +20% con the first round, +30% on the zecond, etco.

The 0SS Flare Projector (or "Liberator") is cheap, one-shot,
short range pistol used for combat in close quarters, sespecially by

1 0

resistance groups, formal and informal., It was developed by the
Strategic Service, precarsor to the CIA, Itz range and amne
limitations made it important for the user toc make his first rocund
— +

count, usually firing at peint blank. It could be reloaded an
sometimes was, but it took some time to eject the cartridge by hand,
tWIStlﬂg and pulling back the breech iuuk inserting the cartridge
then closing and locking the breech. This tock an average of eight
seconds to camplete.

Weapon PYW PB & M I, WE RATE AMMO COST HWV CLSN
. 303 Bren {UK} 8¢ 5 -21 -—-87 -2&8EQC S 4 30 3¢0 13 gMC
5.56mm AR-18 {US}) 7¢ & -2B -80 -220 S 3 20 3225 12 SMG
Omm Astra 400 {Spld46 O —-50 14 x VF 1 8 310 4 PISTOL
.28 Webley Rev{UK}237 ¢ -40 -150 x F 1 & 300 4 PISTOL
9mm M35 {FIN) 47 © —45 —-185 ®x VF 1 £ 325 4 PISTOL
Smm M21 (FIN} 78 5 -25 -100 ~285BA 5 *20 200 12 ESMG
.48 Flare Gun {(US)32 & -~7 b4 x VF 1 i 1¢¢ 3 PISTOL
Imm P-220 (GER} 33 ¢ -850 150 x VF 1 g 350 4 PISTOL
Omm P-220 {GER) 36 0 40 -155 x VF 1 7 25 4 PISTOL
7.82mm AVS-36{(USSR)77 O -3 -3C -120 &£ 2 15 2¢&5 16 RIFLE
*The M31 also has 236, 40, 50 zand 71 rcund drums.
Weapcn {full name) DECP A £ F P R WP WK
Bren Mark I NC 18 ¢ €6 4 2 22.3 10.15
Armalite AR-18 NC 12 o € 3 2 5.8 2.5
Astra medel 400 —& & 3 5 4 & 2.8 1.15
Wekbley Mark IV -4 4§ 4 4 4 & 2.5 1.13
Lahti, Pistocli Malli 35 -4 3 4 5 4 5 2.7 1.22
Suomi- konepistooli M21 NC 12 0 & 4 1 10.8 4.87
g88/Liberatcr/. 45 Flare 0 :1 & 1 5 4 1.0 0.45
ProjectorSIi — Sauer P-220 —4 5 4 5 4 &€ 1.6 C.75
SIG — Sausr P-230 -2 4 b b 4 & 1.2 0.54
Simonocv AVS-25 NC 24 0 b 4 4 g.7 4.40
TRANSLATION FROM CHIVALRY AND SORCERY (1st {NPC fornmula gives 5 points per level from
ed.) Yo GURPS, 7—95+8° by Brett ESlocum. st to Tth level, and 1C¢ from 8th on u
Dovnloaded from SJG's Illuminati BES, 512- Players should design their characters at
447-4449, printed here -F-r’lth rermission. 100 points and then spend the extra points as
Experience if they received them during play. {Double
PC Character points = 100 + 2. 8*%{level — 1) cost for increasing attributes.)
NPC Character points = 20 + 5 min(level, T)
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Money

GURPS Money=>

Convert C&S money intc silver pieces, then
C&S silver = GURPS §. See Wealth Advantages
secticn below, if starting wealth (including
possessions) excesds $1000.

Attributes

Since Chivalry and Sorcery uses randomly
rolled attributes, the levels of ST, DX, IQ
and HT given are guidelines, and therefore

r= 20 silver = 1 gcld.

opticnal. Character peoints mist still be
spent normally. Since C&S has many more
attributes than these four, esiceptional
levelz {(high or low) of the additicnal
atiributez are itranslate intc GURPS
advantages and disadavantages.

ttributes

C&S Statistic GURPS Attribute

H 5
2—3 7
4-~5 8
&1 9
8-10 10
11-12 11
13-14 12
15-16 13
17-18 14
1 15
20 156
21 17

2 i8
23 19
24 20
25 2l

C&S Strength = GURPS ST

C&S Dexterity = GURPS DX
C& Intelligence = GURPE IQ
C&E Constitution = GURPS HT

GURPS Advantages and Disadvan
Az with Attributes, the advantages and

disadvantages determined here are guidelines,

(g i = I i g B R T

C&S Wealth GURPS Wealth
0-199 5P Dead Broke
200-492 SP Poor

500-939 8P Struggling
1000-1999 SP Average
2000-4932 SP Comfortable
5000-19999 SP Wealthy

20K-95K 5P

~=]100K &P

Very Wealthy
Filthy Rich

GURPS
Fair/Attractive (13-17) Attractive Appearance
Handsome/Beautiful
or Striking {18-19)
Very Handsome
Gr Beaatiful (20)

Handsome Appearance
Very Beautiful Appearance

12

Plain {5-7) Cnattractive Appearance
Ugly (4-6) Ugly Appearance
Frightful or Hideous {1-2) Hideous Appeararnice

C&S Bardic Voice GURPS
Halting or Inarticulate (1-6) Stuttering
Eloguent through Orphic {15-20}) Voice

C&S Wisdom GURPS
Witless to Unwise (1-7) Impulsive
Discerning to Astute {13-16) Common Sense
Wise toc Visionary (17-20) Infuition

C&S Charisma GURPS
Commanding (16-17) Charisma +1
Dominant {18} Charisma +2
Conmanyd Prescnse {12) Charisma +3
Charismatic {20+) Charisma +4

C&S Alignment GURPS

Saintly or Devout (1-2) and class
{priest or paladin) = Holy Advantage (see
Fantasy)

16-20 = Bully, Creed, Blocdlust, stc.

Trained Fighters C
{Enights, Sergeants, Menat-arms)

Weapon Bomuises = Wex skills
Weapons that have C& wegpon bonuses

should be considered as candidates

for Weapon skills.

Phobias and Ailments Physical and

peychological disadventsges

Social Class GURPS Status
rf -3

Yeomsn
Freeman

T "T'E'I'H"I-'I';
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2
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Townsman
Merchant
Shopowner
Enmployee
Guildsman
Guild Master
Master Craftsman
Journeyman Craftsman
Noble
Unlanded Enight 2
Barcn/Landed Enight/Banneret
Earl/Count
Marguis/Duke

Dmm 1
Tuy ol

{3 B3

L0 S W

R d= G

Prince/Princess/Councilor

King/Queen
Armor arxd Weapons

As an alternative to strictly transiatin
variocus wespons and armor into their GURES
egquivalents, the value in silver piesces for
them can converted into GURPS § and then
equipment can be bought.
Weapons

In general,

very straight—forward.

¥
-] Ch

the conversion of weapons is
Some are a little



more tricky than that, =ince GURPS only
specifies four sword Uypes: Shortsword,
Broadsword, Bastard Sword and Great Sword.
Just find the closest wegpon in the list,
Armor

None

Seft Legther

rione
Light Leather

Hard Leather Cuirass Heavy Leather
Brigantine/Splint D32, DR 3
Banded/Scale Scalemail

Chainmmail torso armor
Breastplate/Corselet
Chainmail armor
Chainmail w/Greaves

and Vambraces

Chaimmail Shirt
Plate Cuirass
Chain Hauberk
Superior Chaimnail

Plate and Chain Half-Plgte
Full Plste Dlate Armor
Helmets

Teather Helmnet Leather helmet

Conical Helmet Pot Helm
Norman Helm Pot helm
Bascinet Greathelm
Visored helm Greathelm
Shields

Light Shield Buckler

Buckler/Kite Shisld
Magic Weapons

Egoc Sword Loyal Weapon
Flaming Weapon Item
Dancing Weapon
Bane Weapon

Small — Large Shield

Flaming Swords
Dancing Sword
Bane Sword

£&S spells not menticned doc nct have GURPS

agquivalents., Either drop them, or create
roar own GURPES cguivalents. Those gpells

marked with a question (7} are very locose
equivalants.

C & S Spell GURPS equivalent spell
Words of Guard Ward, Great Ward
Circle of Protection Pentagram, Spell
Shield, Miszsle Shield,
Reverse Missles,
Scrywall, Force Dome,
Utter Dome?

Detection Spells

Detect Life Sense Life
Detect Magick Detect Magick
Detect Metal Seek Earth

Detect Secret Door
Detect Traps

See Secrels
See Secrets

Measure Volume Megsurement
Detect Enemies Sehse Poes
Detect Poison Test Food
See The Invisible See Invisible
Sense The Hidden See Secrets

e s M e W

Comminication And Transportation
Astral Vision Wizard Eye

Fl}’ Flight ;’JHE.'ﬁ';’ Fl ight
Passwall Body of Air
Telepathic Command Scul Rider?

Telepathy Telepathy

Teleport Teleport/Teleport Others

Animal Meszenger Beast Speech?

Astral Conmnection Link

Tevitate levitale
Magick Carpet Flight item
Rope Trick Levitate item
Teleportal Teleport item

Elements
Earth spells

reate Create Earth
tach Shape Earth
Affix Shape Earth
Concentrate Earth To Stone
Remove Earth To Air
Accelerate Stone Missle
Water spells

Create Create Water
Detach Shape Water, Water Jet
Affix Shape Water
Remove Destroy Water

Creates Rain, Fog

Create, Accelerate Ice

Fog, Clouds, Rain
Ice Sphere, Ice

Dagger
Fire spelis
Create Pire, Magick Fire Create Fire,
'Essential Flame
Detach Fire Shape Fire, Flame
Jet, Breathe Fire
Affix Fire Shape Fire
Remove Fire Exxtinguish Fire
Accelergte Fire Fireball,
Eplosive Fireball
Create Heat/Cold Heat, Cocld

Create Light/Dark Light, Cont.

Light, Darkness

13



Cregte
Detach
Remove
Accelerate
Commands
Awalzen
Charm Person
Sleep

Charmt Animals
Clumsiness
Muscle Spasm

Papyrus

Flash

Create Air

Shape Air, Air Jet
Destroy Air
Windstorm, Whirlwind

Awalren
Charm
Sleeg
Beast Socther

Clumsiness

Spasm

Comnangd Animals Mammal, Bird, etc. Control

Hold Person
Sumnon Animnals

Control Person
Hold Monster, Mammal,

Bird, etc. Control?

Povier Word: Stun
Berserker Rage
Bravery
Canfuglmn

Daze
Madness?
Bravery
Foolishness
Feogr
1T e a

Madness?
Geas, Great Geas

Powear Hbrd Weaken Fatigue

Forgetfulness

Power Word: Blind
Enchanted Sleep
Great Conmand
Power Word: Blast
Tilusion

Biurred Image
Detect Illusicn
Sleight Of Hand

Wall Of Fog

Clouad Of Dust
Degfness
Dispell Fatigue
Diminish
Growth

}ﬁa ucingat

Prsject 4 Image

Horgetfulness
Strike Bling

Mass Sleep?
Enslave
Lightning
Blur
tl"rli‘“"!’ T1 111!";#-\.“
ek MFWVY L L b i WL S

Sleight Of Hand skill
Simple Illusion
Simple Illusicn
Strike Deaf?

Lend ST?

Simple Illusic

Sinple Illhﬂluﬂ

vy Lanscape Simple Illusicn

Simple Illusion

e ————
L J.ahl.m.i.ut.l.

Comples Illusic
Simple Illusion

Hallucinatory Lanscape complex Illuzion

Digpell Illusion
Disgniis

Dispel Illusicn
Illuaﬁr" Dlsgh‘"“

Phantasnal Landscape Perfect Illuss

Shadow Forces
Djinn Creation

Fairy Gold

Phantom Flame
Create Cbhject, Servant,

M TaT
Animal, Warricr?

Create Object?

Mage Sight

Night Vision

Keen Ears, Farhearing,
KeenﬁHearlng'aﬂvantage

Widdeioizi 5 ¥iollldi L (R

skill

Astral Lock Mage lock?
Knﬂck Locknaster, Locksmith
Silence Sllence
Far Sight Hawk Flight
Healing Mincr Healing
Crowth/Diminish
Haste Haoste, Great Haste
Strength Lend ST?
Water Breathing Breathe Water
Legend Lore History, Ancient Histormy?
eflectic Tllusion?
Shape Change Shapechange
Caseous Form Bedy Of Air
Weakness Fatigue
Curse -

Non-Fatal Disease Sickness

Misfortune Curse

Fatal Disegse Pestilence
Create Poison Poisons skill
Create Antidote Pc;: ne skill
inflict Grieviocus Wounds Stegl HT?
Empathic Self Cure Steal HT
Summch Werewolves szt Summoning?
Finger Of Death Deathtouch?
Possession Possess,/Summen: Demon

Specialties within Magician types
Mechanical Artificers

Animate Obhject nimation
Aztrologers

Locate Object Secker

ocate Person Seelker

Legend Lore History, Anc. History?
FRead Languages GCift of Letters
Astroclogy Divination: Astrology
Divination

Trace History, Ancient History,

Analyze Magic

Taroct Deck Divination: Cartcmancy
cCIromancers

Shadow Guilde Skall Spirit

Command Undead Control Zombis
Create Skelston Zombie

Create Zombie Zombis

Pear rear

Spealt with the Dead Suammon Spirit
Paralysis Paralyze Limbk/Total

Paralysis

Summen Domenic Warrior Sumnon Demon

Clerical Miracles

Cure Minor Wounds Minor Hezaling
Purify Pood Purify Focd
Remove Curse Remove Curse
Cure Disease Cure Disease

Cure Serious Wourkis MzJjor Healing
trength of the Holy Lend ST7

Cure Grievous Wounds Major Healing

Summon Lawful Monster Beast Summoning?

Wallzs of Protection  Create Earth and Fire
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Part the Waters Shape Water

Strength of the Holy II nd ST?
The Great Cure Restoration,
Regeneraticn, Cure
Disease
ENDORSEMENTS
Alarums & Excursions, the largest and
predominant RPGC Amateur Press Associaticn

(APA}. Published by Lee Gold (ICE Vikings,
GURPS Japan, Lands of Adventure, Land of the
Riging Sun). Don't just read, participate!
For meore information send a SASE to, Lee

Gold, 3988 Allz Road, Los Angeles, CA SL0EE.

Silver Griffin, a pro, independent
magazine on RPGs. For more information send
a SASE to, Devlin Janssz editor, Silver

Griffin, P.O, Boxx 1751, St. Pamal, MN 55101,
The Scroll, a bi-monthly RPG magazine by

gamers, for gamers. For more information
send & SASE to, Bob Anderson, The Screll,

Sage Lore Productions, Inc., P.0O. Bop 1481€,
Portland, OR 97214.

The Gamer's Comnection, a small press
publication looking for subscribers and

writers. Por more information, and writers
guidelines, send s SASE to: The Gamer's
Connection, P.0O. Box 27833 Sacramento, CA
ﬁE ey

i L oa

Alrvss  Quarterly, Ragnarck Enterprises

magazine of RPGs. Coverage includes
Ragnarok's Yegarth and Te Challenge Tomorrow
RPGs and many cthers. For more info, send a
SASE to: Abvyss, Ragnarck, P.O. Box 14022
Austin, TX 78714,

The Guardsman, a small press fanzine
looking for subscribers and submissions. For

re info send a SASE to: The Guardsman,
21611 Park Green Drive, Katy, TX 77450.

GAREMAG, Your Local Gaming Experience is
out there! Experiance the articles,
previews, reviews and Iindustry news that
keeps us on the leading edge of gamirg,
compater games, comlcs and collectibles.
GAREMAG welcomes  submissions, ariwork,
convantlon news and correspondence with other
fanzines/mags/newsletters of all sizes. For
subscription info: GAREMAG, P.O. Box 21058,
Cambridge, ON, N3C 4Bl1. Phone (519}650-5412,
Foax {519)740-1761.

KNIGHT NOTES, 3 new bi-monthly gaming
magazine started in Sep'Ss. For more info
and guidelines, send a SASE to: Daniel
Gallant, 167 Columbiaz Drive, Huron Park,

taric, NOM 1Y0,.

MEGA-MAG, & tcotally super hero RPG
magazins. Fach issue includes adventures
with state for: Champions (or any Hero Sys),
OC Heroes {or Batman RPG), CURPS Supers {or

most any GURPS), Good Guys Findsh Last {(from
Better Games), Guardians, Heroes Unlimited
{cr TMNT and any cother Palladium game, most

easily canvertible to V&V), KAPOW! and Marvel
E.uper Heroes. Write fo: I?IEGA~M&G c/0
Exclamation Publishing, 7200 Montgomery NE
391, Albuguerque, NM B710¢C

Smasher Land BBS, {614] 592-835%8, 2400
Baud, 24 Hours A Day, 7 Days A Week. A& Hard
Core Gamer's Haven. If You Play RPG's,
You Should Call This BES.

You Will Find Information, Files &
Messagebazes For 'I""..E Following Games: ADRD,

GURPS, Shadowrun, Traveller, Megatraveller,

Ars Magica Fanh.as'r Hero, Champicns,
Runecuest, Rolamaster, QCars Wars, Amber,

Vampire, DC Herces, Marvel Heroes and Many
More.

A CD-Rom fu1ll of shareware files is also
vallabkle to donating users.

cmasher Land Alzoc Has Access To
Internet/Usenet Vig A UUCP Comection. You
can NOT TELNET or FIP o Smasher Land, The

eI'ca 4L

fieg‘-* The U9 Domain Table For Email

"'*" ‘fﬂu Have Anry Q‘-.lEEtiDﬂE send Mzil To

system@smashl qnelsonville.ch.us
Smasher Land Currently Is Receiving The
Following  Groups... rec.games. f1p. ¥,

1t.pub.drsgons-inn,
alt.rom=sice,
octhers
The Following Internet Mailing Lists Have
Been Diverted Inte Nawsgroups For Everyons To
Read And Post..... Vampire, ArsMagica,
Amber, Forgotien Realms, Miniature Painting
The Begt Thing About Smasher Land BBS Is
It Costs Nothing To Use This BBS, It Is 100%
Free. All Users Have One Hour Online Each
Night. All Donating Users Contributing $10
Or More Receive 2 Hours Online Each Night.

alt.tasteless. jokes,
alt.romance.chat and several

Next Issue (7)
Some useful reviews ...

Alternate uses for TER's Gamma World (4th
ed.) rulebook and XHVc No Hunans Allowed
sourceboolk,

Careth Jones new universal RPG system,
ARARG! Support materizl for AAARG! Is also
being considered.

A unique and original Super Hero campaign
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INGENIOUS ITEMS - Talismans: A Lock At
Hiztorical Charms and Amulets, 8-82, by
Steffan O‘ ullivan. (This articie originally

appeared in Rﬂleplayer #15 and was downlcadsd

from SJG's Illuminati BBE, ibkid.)

"A talisman is nothing else than the seal,
figure, character, or in cf a celestial
omen, planet, or constellation; impressad,

engraved, or sculptured upon a s&m:pathetlc:
stone or upon a metal correspon .umg Lo the
planet; by & workman whose mind is settled

and fixed upon his work and the end of hl.:
work without be.mg distracted cr dissipated
in cther unrelated thoughts: on the day and
at the hour of the planet: in a fortunat

place; during fair, calm weather, and When
the planet is In the best aspect that may be
in the heavens, the more strongly to attract
the influences proper tco an effect depending
upon the power of the same and on the virtues

of its influences." - Pierre de Bresche, in
Trait des Talismans, 1671.
An amilet is a charm with protective

OWeYs A talisman is a charm with
ampowering abllitiss. There is a long
tradition of taliomans and amalets made by
alchemists {as well a= shamans, witches,
prizsts, etoc.) and sold o the public

throughout hi st cry. 1n fact, the odds are
good that most of you reading this have some
amslet or taliﬂnan at home, cn your person,
or in your car - just some litile object that
hazs a little extra meaning toc you. It is &
very human thing, this trusting of certain
Iucky G‘EJE-JCE, and theze rules could easily
be adapted to GURPS ICE AGE, GURPS SPACE, cor
any other campaign.

Alchemical charms have bean scld
throughout history, and we have descripticons
of many of them. They were worn by kings and
gueens, popes and bishops, merchants and
giplomats., Less expensive amulets, usually
made by "witches", were worn or hung in th
hougse by nearly overybcay elas .
Unfortunately, the most freguentl; f menticned
ones are not necessarlily suitable for gaming
The most common amalets were those that

protected against viclence, plague, theft and
bad Iuck - vyou could, according tc the
regtor ©f one amilet, wear it in the

toughest part of town with bulging moneybags
and not bhe touched. Others promised to
spring you from jail the next day - sort of
a "Get cut of jail free" card ... however,
such powerful amilets might be out of place
in many campaigns. Dishonest or deluded
alchemists would certainly cffer such chams,
but whether they work or not is up to the GM.

Charms from Existing Elixirs: Some of the

16

historical charms are promising gane
material, though, having the same results as
certalin elixirs presented in GURPE Magic and
in the last I1ssue o©of Roleplaver. These
include amllets of Aesculapius, Janus, Moly,

Athena, =nd Artemis, and talismans of
Crpheus, Prometheus, Ceres, Thescus, Tyche,
Aphrodite, HKuoun, and others. Moly is

particularly interesting, and will be coversd
in detalil in this article.

Going beyond the bounds of history, t
GM can easily apply these rales to any of the
xisting elixirs. Those that protect can be
made intc amilets; those that grant powers
can be made intc talismans. In generz
there are very few referances in a...r:hen‘[} tm

charms that caused unpleasant results. Such
cbijects were made by witches, and are rife in
voocacs lore, but alum: my secems o have

limited such hostile powers to occasional
elixirs. The M may allow such obiects
exist, of course, but they should ke scarcer
than the beneficial ones.

Moly Amuilets: The elixir Moly, introduced
in Roleplayer 13, lis an excellent souwrce for
ilets., Many amulets paported ic work
against hostile magic - some were very

specific as to the type of magic they would
counter. This can be introduced into GURPS

very easily as amilets that work against
certain Magical Colleges.

The most comnon Mely amilets would be
those that prstect ag“"'nst Mind Control,

Commumnication & Enpath ;_-,r, and Body Control
spells.  Those that otect against other
calleges are possikble, bu.t amilets should not
work against Missile spells, Jet spells or
spells with similar contrel of the zlanents.

Each Mcly amulet protects against the
spells of one particular college. The level
cf protection varies — see Time anﬂ Cost to
, selow. This can be thought of as Magic
Rezsistance that is specific in the type of

gic it resist which can be a wvery
vaiuable asset! The GM is fres to regulate
such amulets in any way he sees fit., For
instance, some amulets might only protect
against a specific spell. Such amulets would
be chaaper that protect
against an entire college of magic.

Time and Cost toc Make: The cost in
materials to mamafacture an alchemical charm
is the same as for the elixir of the same
property. The time to manufacture such an
amuziet or talisman is ten times that listed
to mamifacture the elixir. The M may vary
thiz time and cost to meke charms more cr
lass available in his world., Making a charm

CONTINUED ON PACE 19
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Elwven Viceroy by TJ Hild

Papyrus Pages

CLIMATE/TERRAIN: Temperate Forest
FREQUENCY : Uncommon
ORGANIZATION: Sclitary
ACTIVITY CYCLE: Day

DIET: Herbivore
INTELLIGENCE: Animal {1)
TREASURE: nil
ALIGNMENT : Neutral

NO., APPEARING: 1, 1-20
ARMOR CLASS: 8, wings 19
MOVEMENT : F1 185" (&)
HIT DICE: 2

THACO: 18

NO. OF ATTACKS: 1
DAMAGE/ATTACK: 1-§

SPECIAL ATTACKES: Nil

SPECIAL DEFENSES: Nil

MAGIC RESISTANCE: 100%, see below
SIZE: L (10'wing span)
MORALE: Elite {(13)

XP VALUE: 720

Description: An Elven Viceroy is
simply a gilant version of a viceroy

itterfly that is of a magical
nature, For ages they have been the
steeds cf elves, although not of
elves that frequently are involved
in warfare.

Combat: The slven vicercy iz an
extramely weak fighter. ts sole

4+
. ¥
attack iz a bite that does 1-6
points of damage.

The elven vicergy is also very

VL LLICE SRR i . LALY U il Wi LD

wings by fire will cause it {0 lose

its flying ability. Alssc, any cother

damage to its wings over 8hp will
have the same affect. This does no
damage tc the body however, for a
wild elven viceroy this may mean
aventual starvation.

The vicercys' greatest
advantage 1s its magic resistance,
wnich it shares with its rider. It
iz totally immine to any form of
magic cast by nonelves. Non—Qrow,
elven magic is effective.

Habitat/Society: Elven viceroys are
almost always the steeds of elven
nations that are not warlike nor

prone o enter hostilities., It is
true that they are beautiful, but
they are not highly survivable of
riclence. Their only use in battle
would bhe as "bombers”, or high
altitude reconnalssance, keeping
them safe from most attacks,

There is a very rare manber of
viceroy that are wild. These
creatures will not cbey their slven
masters and are set free to fend for
themselves. This has kept the
elves' breeding stocks rather
domesticated. They are bosically
controlled as if under a charm
monster spell, by the first 21f whc
cares for them at birth.

Ecology: These creafures were
magically created and breed by elves

Zons ago. Riders choose young
{caterpillars) and raiss them from
| ST 5 Y

MLl Wll

Although elven viceroys are

vi
non-polscnous, there are repor
wild, giant monarch butterflse
which are. Hungry poachers should
baware.



Golem, Vegetzsbhle by TJ Hild

Papyrus Pages

CLIMATE/TERRAIN: Swamp
FREQUENCY : Rare
ORGANIZATION: Sclitary
ACTIVITY CYCLE: Nil

DIET: Water
INTELLIGENCE: Non (0}
TREASURE . i 1 L
ALIGNMENT : Neutral
NO. APPEARING: 1

ARMOR CLASS: g
MOVEMENT : g

HIT DICE: i2

THACO : 2

NC. OF ATTACKS: 1

DAMAGE /ATTACK: 2—-24
SPECTAL ATTACKS: Lightening bholt
SPECIAL DEFENSES: see below
MAGIC RESISTANCE: Nil

SIZE: L (127)
MORALE : Fegrless {2
AP VALUE: 000
Description: A vegetable golaen is

an animated form of swampy
vegetation molded into the shape of
a humancid. It can easily he
mizstaken for a shambling mound, as
they appear the same., The vegetable
golem has one gresatly enlarged [ist.

Combat: Vegetable golems have all

P I o R L e e e L Tl =t B bl e Tl
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golems. n adaditicn to these
nul;;flES, thE vegetable gelem can
alsc sbscerb lightening bolis {take
nc danage) just lilkke =z shambling
mournd., Unlike a3 shambling mound, it
only uses the lightening bolits it
ahzsorbs 1o heal, not o grow.

If Eﬂmmand by its creator,
it can stop the bolt from healing
{(IHD=1hp} and save it to cast back
at a later time. The amount of
energy absorbed equals the amount of
energy that the golem can be
cummanded to release, although it
ose 1HD of energy/tarn stored.
i‘l‘l't-. \ ey n-l-'ln_l_E--. H-F-F .-—-1"-E.

L L .L
capavnlility is thelir Immense fist
{1.5' in diameter) which has a
strength of 20 and does 2-24 points

of damage.

Habitat/Scciety: Being automatons,

the vegetable golem has nc sccisty.

They are used mainly as guardians,
their lightening trick beling very
useful against wizards.

Ecology: Only a wizard of at least
1&6th level can create a vegetable
golam. A body must be molded from
swamp vegetation and mending mast
immadiately be cast upon it.

Following the mending, the following
spells must b2 cast within 1 hour:
U.L'HLJ.‘.":J.L.LJ.J. -k b g "-.-I'.l..'lﬂ.l. £11 t.-I'.L i il g

Polymorph any cobject, Permanency and
ulu;uEd.wlah The materials are

ap althocugh lab equipment and
Gtth expenses can reach 50,000gps.

Vegetable golems are truly
ideal guardians in swampy areas but
are limited to certain environments.
Unlike most golem, these require
nourishment in the form of water or
they lose 1HD/ /weeik.
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is very hard work, requiring long hours and
correct timing of the planstary influences to
capture the essences desired. At the end of
the time periocd, the alchemist makes his
skiil rell, applying any pehalties as per the
elixir of the same properties. A critical
fajilure destroys the charm entirely, while an
ocrdinary one wastes the work, but won't break
any gem involved.

Talismans and amlets made of gems have
always been valued more than those made of
sther materisls. Any gem with an intrinsic
value cf £2,5800 or more gives a +1 bonus in
some way to the power of the amulet. This
might be 14+1 uration instead of 1d
nours, +5 to Leadership instead of +4, and so
on. This is up to the GM.

The ©M does not have to allow PC
alchemists the ability to malke charms. Such
lnowledge may be limited to Guildmasters, for
exanple, or even Crand Masters. All the
cther ways to limit magic item manufactare
can also be used — see pg. M17.

Making Moly Amilets: Moly amilets are made
in stages, like Powerstones. Each pericd of
ampowering the amilet prc}duces +1 Magic
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Reslistance, specific to whaltever college is
intended. This is an excepticn to the rule

that charms have the same properties as the
elixirs - Moly amulets may have less than 5
Magic Resistance benefilts — or they may have
more, 1f the GM permits it. (A GM may allow
a sufficiently powerful Moly amulet to

protect totally against spells of a given
llege. If it is allowed at all, though,

this should be very rare and costly!) A
level 1 Moly amulet must go through the whole
empowering proceciire again toc become a level

2 amulet Critical failures along the way
destroy the amulet and any materizls that
have gone into it.

tectiocn and Analysis: Treat an
alchemical charm as if it were an elixir for
detection purposes - see pg. M2s. in
general, if an alchemist knows the formula

for the elixir in questiﬂ“, he will be able
1ve minutes examination
A.u_.he:ny skill roll., If it
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has powers that he does not know the formula
for, the GM may assign a penalty to the
Alchemy roll, ranging from -1 tc -10. As

usual, the CM rolls for the player, and lies

onn any criticzsl fzilures.
Using Charms: Amilets are tregted as

always—on Iragic items. There is no "time to
cast", and Lhcr cost the user no fatigue.
They protect the wearser at all times, whether
the perzon knows what the amilet does or not
Moly amilets add thelir level ftc the weorer's

Trem1 -~
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Resistance roll, and subtract
from the caster's gpell skill
Magic Resistance, pg. MI13.
Alchemical talismans — ampowering devices
- snould have limited time use. Treat such
an item as a magic item with an exclusive
powerstone., The til‘l’E the effects last should
be equal to the time the elixir lasts. After
that, the power fadez, and the {talizman
becomes dormant. It "recharges™ at a rate
equal in days to the time in weelks it woul
take to create the appropriate glixir. Thus,
a taligsmen of Orphecus lastz 1d hours, and
then takes three days 1o recharge before it
can be used again. 1 of 'I*fuhe lasts

T NT L

ﬂ La.l..l.

2d hours, then needs six da tc recharge,
and so on. Count only the time that a
talisman is worn; it could sit in a chest for
centuries without losing power.

There iz nc "cost to cast" for =

talisman — no fatigue is spent activating
one. The wearer marely wills the talisman to
have the specific effect — simply willing it
to "Do *‘"mething‘" won't work., It is up to
the M whether a talisman works automatically
if it 1s willed to, or if a roll is required
against the alchemist's skill at the time of
using it. If a roll is required, apply any
penalties to skill that the alchemist needed
to rell o create the charm.
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