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PAPYRUS™ #11 Summer 1993

,f j%i i Papyrus is a newsletter devcted to the free exchange of gaming
AN

ideas. The name Papyrus is a trademark of, Nick Parenti and
Papyrus Publishing. All material herein 1is likewise copyright
19923 protected for Nick Parenti unless another author is
indicated. The mention of, or reference to, any companies or
products in these pages is noct a challenge to the trademarks or
copyrights thereof. Papyrus is published at least quarterly and
subscriptions can be mainitained via submissions for publicaticon,
S1/issue donations or trades for cther fanzines and RPSC materizl.
Your comments, submissions, criticism and general feedback are
solicited, consider it part of vyvour cost for subscription.
Nothing will be returnhed so keep a copy for yvourself. Subnissions
can be single spaced, spell checked and ready for copy but need
not be in newsletter format. Papyrus reserves the right o edit
any material prior to publication. Remember there are nc
guarantees that your work will be used and no payment will be
forwarded if it is. Papyrus regularly publishes pieces downloaded
from various game related BBSs. This is done with written, or e-mailed, permission or by
default. It is offered for the benefit of those without computers or medems and is in no
way intended to infringe on the rights of authors or sysops. Papyrus will discontinme using
a BEBS's material at the request of the syscp.

SCRIBBLES FROM THE SCRIBE Work on our Papyrus Pages RPG

In sur continuing effort to supplement has been slow of late. In
improve, we have made some minor the end it will contain new
changes to gur laysut. In the end, creatures, character races, rules and

each page contains less unused space
and you should still be able to punch
holes in the margin for collection in
a binder.

Just prior tc printing, I received
a call from Devlin Janax, the
publisher/editor of Silver Griffin
magazine. I have had several pieces
published in Devlin's magazine and

was glad to speak with him. During
the conversation he asked about
Papyrus, I was surprised but plegsed

that he had heard of it. At that
point I had to confess that articles
¢f mine that he had published often
appear in Papyrus inn rough or
finished form (in fact, Runemasters
appears in Silver QGriffin #27)}.
Devlin was graciocus in allowing me
this practice due tgo Papyrus' limited
distribution, amateur status and ncon-
competitive nature [Thanks again
Deviin!]. I am happy *toc have
endorsed Silver Griffin, for over =z
year now, in the pages of Papvyrus.
As Devlin is now working to clear up

any ambiguit concerning Silver
sriffin's ownership of material it
prints, I would ask those considering
submissions to Papyrus not send
anything that has been previocusly
printed without the publishers
knowledge.

accessories for ADED(1&2}, D&D, Gamma
World and X¥Vc. Our new conmpletion
goal 1s vyvear end.

We are conslidering ancther project
that your copinions are solicited cm.
To promote further contact between
gamers we would like to run & PBM
Gladiator Arena. Using a home brew
combo ©f several systems, it is gur
intention ¢ provide subject matter
for correspondence through
participatiocn in the games.

Specifics on the hybrid system will
P T

follow at a later date. What
think?
Last issue we

discussed the
lawsuit, between
Palladium books
and Wizards of
the Coast,
concerning inter-
system conversion
ma ter ial
contained in
WotC's Primal
Order cap systen.
We contacted Wotl
and received the
followingwritten
statement from
their president,
Peter D. Adkison:
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"Fertunately for us this lawsuit has
now been settled, I am neot at
liberty to discuss the terms of the

settlenent.” A statement of
Palladium's and Kevin Siembieda's

cwnershiyg of copyrights followed and
will apparently appear on future
printings of TP0. It seems Palladium
has maintained their isolationism
without bankrupting a bright new
company, I guess that's all we can
ask for. If this was such a big deal
why aren't the other companies with
games mentioned in TPO (including
TSR) suing for their copyrights?

LETTERS {ok, one e—mail)}

Area PER: Personzl Messages

From: Aarcon Allston

To: Nick Parenti

Msg #9526, Apr-05-93 23:07:52
Subject: Papyrus

X just downloaded the archive of the
focur issues of Papyrus; Interesting
reading.

rAaron Allstcen has designed games

independently, for TER, Heroc and
others. Here he refers to the BES
versicn of ocur fanzine which 1is a
IET file published semi-annually. ]

JUST A LITTLE BIT ...

Pirates believed that WEeATring
earrings improved their evesight.
The posliticon on the ear lobe which 1s
normally pierce for earrings

corresponds to an acupuncture point
that controls the evyas, {info from
Gothic Light, Summer '92 issue}.
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Historical Alchemiczal Elixirs for

GURPS Magic, by Steffan C0'Sullivan

[ g - 3 origrirum ] 1y T ey e A
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With the publication of GURPS
Magic, the alchemy rules have bheen
expanded. Mcst of the 52 elixirs
were written as part of a Fantasy
game—syatem, that 1is, they weren't
copied from historical sources. Yet
E4ChEﬂ1ual elixXirs of many types were
indeed sold throughout the centuries
to the wealthier nobility and
merchants. In the course of doing
research for GURPS Swashbucklers, I
came across  many references to
alchemical elixirz and talismans
owned by various dqueens and powerfual
ministers, who usuzlly had great
faith in them.

It is not the intention of this
article to give a history cf alchemy,
but it should be menticned that for
centuries, alchenical potions were
touted as having magical powers.
These elixirs are menticned in
Jetters, books and deocuments of the
time, and some are presented here in
GURPSE terms.

The names of the elixirs have been

brought into line with the names in
GURPS Magic, and are nct tc be
construed as historical. I've had t

fiddle slightly with the descripticns
to get them to fit game mechanics,
but basically all are given as the
alchemists who scld them represented
them! All GURPS Magic rules apply.
including the limitations con learning

the more powerful Ell tirs., The GM
does ncoct have to allow the additicn

cf any of these elixirs into the
game
Animal Controcl

Castor (Elixir of Horse Taming):

Grants the subject a +4 to any Animal
Handling roll specific t¢ horses and
their relatives [(mules and donkeys).
In addition, 1t grants a +4 %o any
Riding, Teamster or Packing skill
roll made ccncerning horses in a
non-combat situaticn. The effect will
last for 24 hours, Unguent only -
rub on hands, €50 in materials, 2

weeks, Cost: $250/8$500.

Hostile Elixirs
Hecate ([(Elixir o¢f Unluckiness}:
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The subject has the Unluckiness
disadvantage (p. B37) which will come
to pass once within 24 hours and then
expire. Potion or Powder only. $400
in materials, 6 weeks. £1,6008/%3,000.

Magical Abilities

Aphrodite (Elixir o f
Attractiveness}: CGrants one level of
the Good Appearance advantage
(p.B1l5}. The subject's locks will
improve one level - from Average to
Attractive, from Beautiful to Very
Beautiful, or from Hideous to Ugly,
for example. Very Beautiful people
will positively glow! The effect
will last for 2d4d+1 hours. Poticn or
unguent only. $100 in materials, 3
weeks. Cost: 8600/51,000.

Mcly {Elixir of Magic Resistance):
Grants & levels of Magic Resistance
(p. B21) tc the subject for 1 hour,
If taken by a mage, all of his spell

L= s B §

rolls are at -5! All other Magic
REesistance rules apply:; see p. M13.
Petion only. 5 weeks; S$500 in
materials; -2 to skill. Cost:
$1,600/83,200,

Hector (Elixir of Pain
Resistance): Grants the High Pain
Threzheld advantage {p. B20) faor 1
hour. Any form except pastille.
S20C in materials, 2 weeks. o5

$600/51,000,

Koucn {Elixir of Cambling Luck):
Allows subject a +3 on all gambling
rolls for 1 hour. Use of this elixir
is considered the same as cheating at
gaming, and 1t 1s only available on
the Black Market. Penaltiez if
caught using it vary from a fine to a
knife in the back, depending on the
clientele of the game! Thiz pction
cnly affects gamesz of chance - it
will not confer a +3 to win =z horse
race or wrestling match just bescause
there 1is a bet placed on it! Potion
¢r powder only. 4 weeks; §200 in
materials:; -1 to skill. Cost: $900+
(whatever the market will bear).

Medical Elixirs

Athena (Elixir of Calming) :
Nullifies any extreme emotion the
subject is under fcr 24 hours and
allows rational thsught.

Specifically, this elixir grants a +3
to regist any spell or skill that
works on the emotions, enabling the

subject to reason something through
rather than be swayed by passions or
sentiment. In additicn, 1t will calm
any hysterical or enraged person, and
grant a +3 to the I{Q roll to overcome
the Berserk or Bad Temper
disadvantages. It has no effect on
cther disadvantages, however. Any
form. $100 1In materials, 2 weeks.
Cozt: £500/5900.

Aurcra {Elixir of Awakening): Acts
on the subject as the Awaken spell
{(p. M43). Any form. $S150 in
materials, 3 weeks. Cost: §$500/55800.

Mental Abilities

Artemis (Elixir of Immunity s
Love}: Protectis against and cancels
the effect 0of the Ercs elixir. This
elixir will also give the subject a
+5 to resist any Sex Appeal attempt,
and will nullify any infatuation the
subject has. Duration is 24 hours
for protection purposes; the effects
cf an Eros elixir taken within that

time or egarlier are cancelled
permanently. A natural infatuation
is nullified for 2d hours, and

remains nullified until the subject
next sees the object of his
infatuation, or an image of her,
Potion only. S100 in materials, 3
weeks., Cost: 8500/581,000.

Mental Ccontrol

Phoebus (Elixir of Truthfulnessi}:
The subject cannot +tell a 1lie,
exactly as in the Compel Truth spell

{(p. M26). The cffect will last for 1
hour. Pction or powder conly. 5200
in materials, 4 weeks. Cost:
$1,100/52,000.

Pirithous {E1lixir of
Forgetfulnezs}: Produces amnesia in
the subject for one hour. The

subject's IQ is treated as normal for
intelligence purpocses, but the
subject cannot remember his name or
what he was doing at the time he took
the elixir. Any quest or geas will
be forgotten. The subject will not
remember his skills, though if
persuaded he can accomplish a task,
and will perform at -2. Spell
casting is impocssible while under the
influence of this poticn. Potion
cnly. 3 weeks; $100 in materials; -3
to skill. Coszt: 87C0/$1,200.
Polyphemus (E1ix3 i §

2
)
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gullibility): The subject acquires
the Gullibility disadvantage for 1d
hours (see p. B33}, Any form except
pastille. 2 weeks: $150 in materials.

Cocst: £500/5900.

In a later article, I will present
Alchemical Amulets and Talismans,
which were also considered
efficacious in medieval and
Renalissance times.

PRESS RELEASE March 15, 1993

For Immediate Release
STEVE JACKSON GAMES WINS SUIT AGAINST
SECRET SERVICE

Steve Jackson

Games and its

co-plaintiffs -

Steve Jackson

himself and three

e e—p— users of the
% ' Illuminat i

Bulletin Beoard -
have won their lawsuit against the US
Secret Service. The decisicn was
announced late Friday, March 12.

Federal judge Sam Sparks ruled for

s8J Games cn the PPA {Privacy
Protecticon Act)}, saying that the
publizsher's WCTkK product was

unlawfully seized and held. Under the
ECPA {Electronic Communications
Privacy Act}, he ruled that the
Secret Service had unlawfully read,
disclosed and erased the messages -
despite their repeated denials that
they had done any such thing., On s
separate ECPA count, he ruled for the
defendants, saying that taking the
computer out the door was not an
"interception™ of the messages on it
within the meaning cf the law.

The Electronic Frontier
Foundaticon, which sponscred the suit,
hailed the decision as
"groundbreaking." According to Mike
Godwin, legal services counsel for
the EFF, "This case sgshould send a
message to law-enforcement groups

everywhere that they can't ignore the
rights of those who communicate by
computer.,”

The judge awarded damages of
$1,000 per plaintiff under the ECPA,
for a totzl of 55,000, Under the PPA,
he awarded SJ Games $42,259 for lost
profits in 1990, and out-of-pocket
costs of £8,781. The plaintiff's
attoerneys are also entitled to costs,

4

an amount which will be well in
agxcess of §200,000.

The Justice Department has not stated
whether it will appeal. Sparks'
cpinion was guite critical of the
Secret Service's bkehavicr, before,
during and after their raid, calling
the affidavit and warrant preparaticn

"simply sloppy and not carefully
done. "

Commented Steve Jackson: "I'm
overjoyed, and a little numb. We
stood up to them and we won. It was
never a sure thing legally,

woh
did
and
Job
arid

this 3is all new ground. We

because what the Secret Service
to us was totally outrageous,
baecause our lawyers did a great
cf penetrating their cover-up
bringing ocut all the facts.

"I'm more grateful than I can szay to
the Electronic Frontier Foundaticon
for making the sult possible. And
since the government will have to pay
cur legal costs, the EFF will get
their money back, to fight the nex

case!

"And if I've gzinsd any nctoriety
from all this mess, I want to use it
to work for changes in the law, to
stop this kind of abuse forever."

REVIEWS

Tapestry, reviewed by Scott Mash
Tapestry 1is a new rcle playing

game created by Jonathan Turner and

published by White Rose. This 8 1/1

X 11 book 1is 280 pages in Jength.

The cover is done in a thin
cardboard, the cover bends and tears
easily. A guidebook of this type

should have a heavy cardbcard or
hardback cover tc help it hold up to
the constant asbuse it will take. The
small amount of artwerk in this book
iz deone in black and white. Moest of
the art iz less than sgspectacular,
some pictures did not photocepy well
while others were just below par.
One must remember though, it is
not the cover or art that makes a
good role playving game ut the
contents and ideas of the creator.
Thisz role playing game 1is based on
the medieval Eurcpean scciety. This
rpg follows closely the medileval
history of feudalism, manorialism,
warfare, nobility and many other
aspects of the historic medieval
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society.

1
Eives,

dwarves and cther fantasy
races did not exist in medieval times
and alsoc do not exist in the realms
of this rpg. To compensate for the
absence of fantasy races different
human races and sociseties will be the
bases of characters.

Cne element of the character
creation in Tapestry that I found
both original and useful is the age
at which vou begin playing vour
character. All characters start at
level O which is the end of childhood

(7-10 years)} to apprenticeship (12-14

years). This gives players a chance
to mold their characters and toc get =
better feel to how their character
may react towards aifferent
sltuations.

There are 15 different character

statistics which are broken down into
3 sections: Physical, Mental &
Social. Toc keep most gamer's happy
the stats can either be rolled
randomly {348) or the gamer can use a
player points system. To complete
the playver character one must choose
from a list of cultures such as
catholics, jews, mongrels, etc and
alsc choaose a profession from =z
subset of fighting, magical,
clerical, rogue, entertainer and
octher professions.

I also found this bocock to be
ancther great scurce of spells and
prayersz. The 6C pages ¢f spells and
prayers ccould easily be converted for
use with AD&D, Primal Order or any
octher pg.

If wou are a medleval historian
then Tapestry is a must. The combat,
spell and monetary systems are easy
to uge though the character creation
and statistics can become a little
tedious, The artwork 1is a little
less than desirable and the cover may
not withstand a GM's use for long. I
found this rpg to be well thought cut
with coriginal rules. Errata is
avallable by writing the publisher at
the address below. I recommend
Tapestry for all medieval fans, it is
well worth the $12.00.

White Rose Publishing,
Amherst, MA 01004-0933

P.0. Bocx 923,

Talislanta Gecgragphica,
Scott Mash

reviewed hy

Talislanta Geographica was
produced by The Wizards of the Coast
and was written/created by whole team
of pecple. Eric Hotz created the
full coclor map, Peter Adkinson and
George Lowe wrote the map text and
finglly Jeff Goldman and Gecrge Lowe
wrote the small adventures contained

in this accessory. This packet
contalns a 30 X 20 {approximately)

full cclor map, badly needed game
master SCIreens and a 16 page
sourceboock packed full of Talislanta
geographic factis. There was o©one
thing that I guickly noticed, I could
find nc price anywhere on the packet.
I think the price was $8.50 but I got
it free to do a review on so I may be
WIrcng.

I feel this supplement is for hard
core game masters {GM) only.
Unexperienced or novice GM would not

get much use from this supplement
because of the detailed information
which might slow SoOme down.

Tallislianta Geographica 1is a great
supplement that deals with many items
left cut by cther role plaving games.

Several items found within are a wind
speed chart, wind directicn chart
{wind directicn map included)}, ocean

currents, additional information on
languages (language map included) and
informaticn on socic—political
conflicts. This is a scurce that any
geographer would be proud sof. There
are alsoc 2 mini adventures about a
page or two in length.

I feel this supplement is for hard
core GM's only, unless of course you
want the full colsr map. Thes GM
screens are nice, but all charts can
e found throughout the Talislanta
Guideboock though it iz nice to have
them all together. I recommend this
supplement for both expsrienced GM's
and GM's who like full color maps and
consolidated informational charts.

Scent of the Beast, reviewed by Scott
Mash

The Scent of the Beast, written by
Jonathan Tweet and produced by
Wizards Cf The Coast (address below),
is the firs module for the 3rd
Editicon Talislanta world. The module
iz 8 1/2" X 11" with a full color
cover, all pictures inside are black
and white and are very well done.

&
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The S1C.00 cost 1is competitively
priced for a 70 page mcedule. Inside
the front cover additicnal

infermation concerning the Wizards of
the Ccoast newsletter and =2lectronic
nailing lists.

The Scent of the Beast is designed
for 4 tc 7 first level plaver
characters. This module was written
with beginning game masters {(GM) an
players in mind, several player
handouts and GM charts are included.

Many tabkles, pictures and maps are
spread throughout the module that
contain a wealth of information.
Also in the back of the book there
are 2 new skills and 3 new
archetypes. On pages 87-70 a brief
overview of Talislanta rules can

found so those who have no experience
with the rules can alsc play this
module,

The module is centered around the
rise of the submen which include the
Arag, Beastman and Za races which are
all a violent and nomadic pecople,
This mecdule leads up toc an event
which will allow the PC's toc save the
Seven Kingdoems of Talislanta from the

submen. This module seems to be
concerned more with trading and
mercantile activities then with
stoppling the submen uprising.

Perhaps The Scent ¢of the Beast would
cf been a much better module i1f it
had been split into an epic "save the

country" module and a mercantile
"collection of riches” module.
Though after reading through the

module, as well as playtesting a few
avents I found this medule perhaps be
the easiest module to GM that I have
found. All the information to run
ccmbats and tradez are laid out in
charts and page numbers to reference
the Talislanta Guidebecok are also
given. The stats for PC's and NPC's
could easily be converted into octher
game settings such as AD&D, GURPS or
vour favorite home grown world. I
HIGHLY recommend this module for all
gamers, especially for new GM's as it
gilves an abundance of material to
make thelir work easier.
Wizards Qf The Coast, PF.O0.
Renton, WA 298057

diﬁg?éfgh S i e e

Box 707,

PECULIAR PERSONALITIES
Mcf the Bounty Hunter,
Thief {Bounty Hunter)
HP: 42 Int: High Align: CN
THACC:14 #At: 2 Dmg: 1d8+2
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8th level
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Mof is a highly usable NFC in most
settings, but especially city
adventures. He is wvery skilled at
his werk and c¢an get from 5K to 25K
gps for a single jobh. Although he
always gets his man (sc far} he
enjoys a humorous way of doing so.
If he is used as a henchman, he must
be role-played this way and extra EXP
are recommended if the death/capture
is particularly whimsical. His usual
weapon 1s his bow and arrows (+1,
401} . He always carries 500 gps
(unless the campaign's currency is
different, like in Dark Sun where he
would carry 500 cps) and he always
wears his Bracers of Defense {(AC 8).

Mof is reprinted from, Tales of 3
Minstrel, the newsletter of The Guild
of the Green Dragon, P.0O. Box 13552,
Savannah, GA 31418,

RUNEMASTERS: Dwarven Magic Users, by
Nick Parenti. Alsc to be printed in
Silver Griffin #27, and printed here
with that publisher's knowledge.

It has always been thsught that

dwarves do not possess the zgbility
nor will to become mages. Yet the
natural dwarven drive for stoic

detail in craftzmanship would seem to
be perfect for performing the precise
art of spell weaving. Another fact
that fliez 1in the face of dwarven
spell casting inability is their
talent for forging weapons with
magical properties. Dwarven clerics,
a rarity., are too few to account for
all of the enchantments. The clue to

this apparent dichotomy 1is in the
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reagsoning behind fthe dwarven abllity
to make arms with special powers, the

meticulocus and exacting dwarven
smithing process.

Your basic dwarven smith, in
general, far outranks the smiths cf
all octhzr races, Their skill and
craftsmanship are renown in all
worlds. A few artisans of dwarven

smithcraft have arcane knowledge of
the power of secret dwarven rune
languages. These written tongues are
not a spoken language but are runic
incantations developed by dwarven
sages and elven mages at a time long
ago when the two races were more
dispozed toc cocoperate. To elves this
form of spell casting is beauty-less
and therefore mostly forgotten, but
to the sericus minded dwarves it
provides an efficlient means  of
enchantment that requires exactness
and detail. Dwarven smiths with the
Rnowledge of these runic spells are
called runemasters.

Dwarvesz are not able to cast
spells via "standard" means. This is
due to physical differences in their
bodies and veocal chords. Apparently
they are incapable of the xzact
motions and vocalizations required to
cast spells "mnormally". The
runemaster's art substitutes the
detailed runic symbols for verbal and
physical components, and detailed
carving is definitely a skill dwarves
excel at,.

The runemasters'! "spell boocks" are
constructed much in the same manner
as any other mage. The pages contain
examples of runes, the order and
process of drawing the lines that
make the runes, and the runes effect
on different materials. For the most
part such bkoocks concern themselves
with runes cut into metals and rock,
on rare occasicon ¢ther material such
as wood are mentioned due tc original
elven influences in the art. Spells
must be studied and memorized from
the bocok, as with ncrmal spell
casting. Using the bosck as a guide
during casting c¢auses the rune to
disappear from the beoock once it is
copied much like a regular spell book
or scroll.

First and fcocremost runemasters are
master smiths., Initial trzining is
undertaken in all aspects of smithing

and metallurgy. Once certified a
senicr journevman by the dwarven
smiths' gulild, training begins 1in
alchemy, arcane knowledge and
runsmaster smithing technigues. By
the end ¢f this basic training, the
now {0 level ruhemaster is a skilled
master smith as well. It is at this
point that they begin tc learn minor
ranic magics.

For the most part runemastery 1is
concerned with th enchantment of
items, be  they weapons, tocls,
jewelry or door ways. The runic
spells closely resemble those cast by

most gpell weavers with the
exceptions o©f component use, the
smithing process and the ranic
carving vic physical or verbal
components, In other words, itz the

same magic exXecuted via a different
language (a written one) and
procedure (the carving). |

A runemaster constructing a magic
sword would need to know the runes
for the powers/spells he wished tfo
bestow upon the sword as well as a
permanency rune., A magic mouth spell
would be cast via a rune carved ontcoc
the area to have the mouth appear
upon it. Each rune has a specific
crder in which its lines are carved.
Material carved, depth and shape of
groves also play a part in the
casting.

The runemaster's weakness 1is in
the Inability of his art exhibits
casting ocffensive and defensive
spells on demand. Magic missile,
shield or web spells deo not lend
themselves to ranic castings.
Runemasters do have an art that
allows them tc cast these spells when

needed. The runic spells can be
carved intc rods, staves, stones,
wands, ete accompanied by a
triggering ruin {sf the szamne spell
level)} to activate the spell when a
conditicn 1s met. The triggering

riune can be set to activate a runic
spell when a verbal command is given,
or a physical motion is performed, or
if the rune carved cbject is within
501 (crT less) of a designated
obiject/beling. The reguiremants are
much like those st toc trigger =&
magic mouth spell.

It should be ¢bvicus why there are
SGC few runsmaster adventursrs.
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Profit and practice of the art are
best done in a smithy. Their style
of casting does not provide adeguate
response time for safe adventuring.
They will on rare cccasions, join or
coemmission a group of adventurers for
the purpcse of collecting rune
enchanted weapons or other examples
for study. Cn such occcasions they
will more than likely be armed t¢ the
teeth with runic spells stored for
triggering.

Speclal Super

2N ol
Chime : ;
.-.' b .' . . |'-

Saectililonl!

copnrrigi x>t Chaylese . Pardawritl 1003

FIGHTING CRIME IN LONG UNDERWEAR, an
editorial by Adrian Gomez

For many people, over the past
fifty vyears, the greatest form of
escape has been through comic books.
We are in an age without legends, and
comic books (along with television
and movies)} are now cur system of the
fantastic, a way tc leave the daily
pressures behind. The super herc
genre has appealed to youngsters for
more than fiv decades, and it's
stronger than ever.

The Super Hercesz Comic
This 1s +the kingdom o©of spandeX,
adamantineg claws and DNAliens.
Although there has been refreshing
changes from time to time, the books
circle around generally the same
theme. Most of these champions deny
to kill, fight crime as freelancers
and super-wonmen keep perfect figures
entering combat in high heels without

Boolks:

hesitating.
Right now, 1in America, they zare
the best sellers of the comic book

industry eclipsing every other genre.

Early lissues of popular comic books

are valuable to the extreme, and it
is nearly 1impossible but for the
wealthiest collectors to obtain

ocriginal releases.

Since the comic book boom in the
830s, super herces have recuperated
their huge popularity from the golden
and silver age. Superman may die,
Punisher may live, but their
significance and symbolism remain.
Super heroes first came tc America in

the 30s, Al Capone's decade, The
police and government were infected
with corruption, and science was
turning myth and the Bible into

bloocdy pulp. Facing a world too
scary to 1live in, Jerry Siegel and

Joe Shuster {(both teenagers) created
Superman. Better 1in every aspect
than any human, and totally

incorruptible, this perfect specimen
had to be an alien, from the planet
EKryvpton.

The publishing moguls repeatedly
turned down the project, until cne
with a spot teo £ill reluctantly
accepted the experiment. Cnly the

authors had faith in the idez, but
the buying public scid it for them.
As any TV producer can tell vou, when
an original idea turns successful, it
is guickly imitated.

These first super hercges were
detectives in recycled mystery tales,
or super patriots responding to Nazi
and Japanegse Imperial aggression
during WWII. These idealistic super-
men were the staple for years after
the war endeqd.

After awhile, these characters
became parodies of themselves. Stan
Lee and Jack RKirby then decided to
tilt the scales of super herc types.

Going to extremes, thelr new
characters were either god-like
(Thor}) or realistic (Spider-Man).

Instead of comnmon—garden criminals,
there came the rise of the super
villain. The everyday troubles of
these heroes, like catching a cold or
cashing a check, allowed the readers
to identify with their idels.

Super heroes are alwavys
victorious, able to overcome any
obstacle, tragedy or handicap.

Justice is always served with power,
speed and intensity. Super herces
allow us to transcend our world.
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The characters have been
transferred to other media with
increasing fregquency. Captaln
America, Batman, Spider-man, Flash,

Wonder Woman, Teenage Mutant Ninja
Turtles and the Incredible Hulk have

all made it to television with
varying degrees of success,
Superman, Batman and TMNT have been

the focal points of both movies and
hit television series. It comes as

no surprise when we discover the
popularity of super herc RPGs, as we
are able to become our favorite

herces from comic-demn. If vou have
never tried these games, and you like
comic boocks, this can bz a wonderful
introduction to a new genre or role-
playing in genersal.

The first step is choosing a rules
sysiem. The most popular are Marvel
Super Herces {TSR), DC Heroes
IMayfzir) and Herces Unlimited
{Palladium, compatible with TMNT)
[editors note - I believe Champions
{Hers/ICE) iz the mest popular. I do
not feel that Villains & Vigllantes
(FGU) nor GURPS Supers {8JG) shoeould
be discounted from this list, both
are very popular]. Both Marvel and
DC have the distinct advantage of a
huge background and gigantic array of
characters to choose from, and Heroces
emphasizes originality and
versatility.

Character creation in
handled by random
character might get
single movement power (behold, Fly-
Boy!). DC uses a ’herc point®
in which yvou by abilities and

creating a well bkalanced
Heroes uses a variant of the
"Palladium Universal System” which
gives random abjlities, chosen
powers, sub-powers and skills.

Marvel has a lot ¢of gocd points,
like the idea of power stunts, which
let vyou perform wvariations of a
cower. Fire generation modified by
power stunts can be used as3: bedy
armcr, fire control, flight and the
creation of flame cages, swords, eitc.
A wvery simple chart is used for
combat which allews almost anything
vour super hero can think of. The
Karma system (experience points)
gncourages adequate role—plaving,
rewarding hercic bechavior and swiftly

Marvel is
rolls so your
stuck with a

DOWErS,
team.

punishing unchivalrous acts., If you
kill someone, even by mistake or mind
control, you locse ALL of your Karma.
Sorry, no Punisher/Wolverine-like
characters allowed. The system's
main flaw is character advancement,
it takes tons o©of Karma to raise
stuper-powers and abilities, andl
buying new ones is a laughing matter.
The fact that Karma is alsc used fto
alter dice roles doesn't help one
bit. The system is alsc very weak if
you want to play a mystical super
herc l1ike Dr. Strange. Magic is
simply an imitation of technological
or mutant powers.

DC uses "victories" system for
combat. You cross reference a chart
with the pertinent ability reguired
for success, find vour number of
victories, and then the defender uses
the chart to find his own victories.
The difference indicates fallure,
success and/cr damage. This can be
time consuming and reguires a bit of
getting used to. The game also uses
a single nomenclature for any kind of
measurement {volunme, length,
strength, time, weight, etc.} which
is based on logarithms. This is also
an uncommon feature in RPGs,
Advancement 1s once again managed
with a purchase system, but 1s more
affordable than in Marvel. I only
recommend  DC if vyou love the
vackground and yvou are willing to put
some work into it.

Heroes Unlimited gives vyocu the
boon of flexibility. With a little
effort you can create virtually any

kind of super
h e r ¢ 1 n
existence: high

technclcgy .,
mutation, aliens
and magilc are
agually covered.

Advancement ic
based in the

traditional

experience point system.
do recommend about this system is the
supplement, "Villains Unlimited”,
This book boasts 30 criginal
villains, 12 ant i—herﬂes (2 ia
Punisher), & wvillain c¢rganizations
and one "Superbeing Cuuurcl Agency".
All are easily adaptable to the
system of your Great ideas

Cne thing I

- -
ULLUJ.'L-E
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and gimmicks are provided to torment
vyour players game after game.

Once you have chosen a systen,
yvou should set a power-level for your
players. Do you - want cosmic
adventure, filled with awesome
clashes with god-like bezings? Would
yvou prefer a high-power campaign,
like the JLA or Avengers? Maybe you
would enjocy the urbkban crusader like
Batman and Daredevil?

Now vyour heroess must have a good
reason to stick together. Ara they
all mutants, fighting for mutual
survival? Do they serve a government
agency like SHIELD or X-factor? Have
they been educated by some mystical
mentor? An interesting role-—playing
situation would bz za team where the
members dislike each other, but their
powers would not function if they
didn't act asz a group. If vyour
campaign is not confined te a small
urban area, a means of transportation
would be guite useful. Riding the
bus in a yellow spandex suit can be
embarrassing at bhest [s¢ would a hero
being mugged in the subwayl.

Although ac imn and super powered
combat are the glue that Leeps this
genre tngether, role-playing 1is of
the utmost importance. The herces do
not just reach the evil mastermind's
secret chamber and procesed toc blow
him to smithereens easily. Dialogue
and manipulation are the gslden rule.
Malke vyour plots an snigma wrapped in
a mystery. Let the good guys get the
bad guys, but only after several
disappointments and surprises. The
GM's mission should be tc wvary the
theme now and then. If they just
repelled the last Skrull invasion,
let them track a mystical seriazl
killer Don't take the players by
the ncese from one similar mission o

[ B B o)

ancther. Drop hints of possible
missions three or more sessions in
advance. The players wlill then feel
they are in contrcl of their

character's fate. Play the villains
to the hilt. Erainiac should
manipulate everyvithing and everyone.
Dr. Doom must be arrogant, use top of
the line technoclogy and act with
roval class. Venom should be bad to

the bone, obsessed with Spiderman's
demise.
Super herc campaigns reguire a

[
L2

special state of mind, and turns you
intc your faveorlite caped crusader.
If run correctly it can bhe an
exciting and wonderful role-playing
axperience, give it a try. Any and
all comments on the super hero genr
are welcome through the wenderful
staff cf Papyrus.

GHOST RIDER FOR DC HEROES, Converting
characters from MSH to DC Heroes by

Robert Rees, Orderitumlly Primtad An Blaclke

Mole M58, A T fanywdves prabhlishescd Iy Gareth
T |, L= Futtlommt" 1oy Roemd , B dxelyr.
Southampton, S01 8T, Engrlasrnd.

Question: Why bother c¢onverting
Marvel characters of DC Herces? H
really love the Marvel characters but
donft want to pay to practically
freeform. I like the DC Herces rules
anyway (I use the simpler "Batman®
set}. I procduced a set of rules for
conversions, which conly took a faw
days, and now mean that I can use
practically any Marvel super hero
product with DC Hercoes {which lacks
solid support). If anyone would like
my ideas, drop Gareth a line at Black
Mole, include a SASE. He'll pass the
reguest on to me, and I'1l try toc get
vyou a speedy reply.

Requests: 1. Has anyone produced
a ccnversion for Champions, Golden
Heroces o©or Heroes Unlimited to DC
Herces? 2. After reading the "Days
cf Future Present" graphic novel, I

would love stats for Boom-Boom,
Sunspot, Warlcck, Rictor, Iceman,
Beast, yclops, She-Thing {or

whatever she's called)
from Alpha Flight.

and anybocdy
Some l1list, huh?

Oh ves, why is Ben Grimm no longer
the Thing? Thicky me for not keeping
up !

Ghost Rider - alias Daniel Ketch

DEX 3/5 §8STR 2/6 BODY 3/15 Wealth 1
INT 3/3 WILL3/4 MIND 3/5
INFL4/8 AURA3/8 SPIRIT 3/8 HP 40/80
Ghost Rider is two separate
perschalities altogether, Daniel
Ketch and the demon Zarathos. The
demon needs the human body to
manifest, Daniel c¢anncot control the

Ghost Rider's actions. Ketch must

touch the bike's petrecl cap to
transform. Ncne of the powers are
available to Ketch (except
telepathy)}. All stats before the "/”

symbol are Ketch's
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Powers: Telepathy 8, Skin Armor 8,
Magic Blast 8

Skills: Vehicles (land) 4, Schclar
{Qccult/Mysticism)

Advantages: 2 gadgets;
Chain (BODY &, STR 8, ZAP lcng,

Shape Change 8, [EV(Stars)5])

Bike {BODY 16, Running 7, STR 6,
Skin Armor 16, Flame Project 5, Misc
drawback - Flame Procject only works
on the bike's tires.)

Misc. Advantages:

As Ghost Rider's body i3z made up
of hellfire, he can be considered to
have a 40AFP resistance to
radiation/gas/poison/heat/fire.
Ghost Rider is immune to attacks that
affect/damage a living human soul

because he hasn't got cne {ie. Magic
Blast, Hypnotism, Mind Prcbhe).
Disadvantages:

Telepathy c¢an only bese used fo

contrcl the bike. Daniel Ketch can
use this power inadvertently to bring
the bike to him if he cannot reach
it.

Special Note: Ghost Rider's Magic
Blast is &a specigl attack called his
"Penance stare”, He must be in
physical contact with the victim, who
then recelives an attack egquivalent to

the worst pain he/she has ever
inflicted on somegne else, In
additicn, the wvictim must make an

INF/AURA save vs an attack o©f 3/8 or
lose 1 pt of SPIRIT (any RAPs save)
permanently. If SPIRIT iz reduced to
0, the victim dies and their soul is
lcst {nc comebacks}. A& save of

BODY/BODY vs an attack of 8 must also
be made tgc aveid unconscicusness.

A full Ghost Rider history is in
Dragon #169,

HIDEAWAY, A new
GURPS Supers
Advantage, by SD
Anderscn

Similar *tc the
enchantment cf
the same nane

{see GURPS Magic,
p.3%2}, a perscn
with this advantage can open up a

pocket dimension. The base size of
this dimension is on "cubic" hex (1yd

across, 2yd high). The default
version presumes 1t leaves a "mental
signature” and is a "movables area"

that stays fixed c¢hnce the character

1s in the game.

The player may define the shape of
the pocket dimensicn even "breaching”
the "cubic hex" borders, sc long as
less than half the valume is
"outside” its hex, or base area ocf
effect. Shape 1is fixed once the
chargcter 1is 1In the gamne. If a
larger of wvariable shape 1is necded,
see the enhancements Increase Area
and Wall.

SPECIAL LIMITATION: Reduced size,

-20%. The hideaway holds no more
than 2ft® worth of material.
Something that could only hold the

contents of a panis pocket or small
purse, —-30%.

SPECIAL LIMITATION:
inside the hideaway counts against
the character's encumbrance, Note,
i1f the hideaway iz attached to s
gadget the character docesn’'t carry cr
if the advantage takes the "fixed
location™ limitation, this is not a
real limitaticon to the character and
cannct reduce the cost of the
advantage, -30%.

SPECIAL ENHANCEMENT : Link,
normally this is restricted to Super
Powers, and not avallable tc
advantages ({see Supers p.515.
However "life support" type
advantages such as temperature
tolerance gcr wvacuum support can be
included as part of this advantage.
The costs of these advantages may be
reduced with the limitation "only in
the hideaway", -20%. The PCs will
have to buy these with the
enhancement "affects others" if the
herces place a withess to a
ganglerd's murder In their extra
dimensional base for safety, the
witness can safely exist even if all
the herces are outside.

SPECIAL ENHANCEMENT: The hideaway
has lighting, always on +10% or can
be turned off +20%. Pre-regquisite, 1
level of illuminate power.

SPECIAL ENHANCEMENT: The hideaway can
be programmed t& open under pre-
specified conditions. +20% 1if the
character has to be conscicous at that

50% of welight

time and 1In the vicinity of the
hideaway, +40% for one of those
conditions belng in effect, gnd +60%

for neither being required.
SPECTAL ADVANTAGE: The hideaway

11
£ 4
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has other doorways that lead to other
peints in the real world. Cost, 60
pts. Base range is 10 miles. Every
10 pts increases that range by a
factocr of 10. If psi is allowed in
the Supers game, this advantage 1is
not permitted. If Psi teleporting is
permitted in the game, Autc or Exo
teleport at a level powerful encugh

tc reach the specified distances must
be purchased instead, +20%.
SPECIAL EFFECTS

INSTANT COSTUME CHANGE : The
hideaway fcllows +thse character and
holds his costume or battlesuit
contorting its shape to the
characters every movement.
Activating the hideaway puts the

costume ¢or battlesuit on him then and
there, ready for use. (Hideaway +20%
instantaneous, cost 48 pts

GROUP BASE: Each player must buy
this advantage separately. If non-
members are allowed inside this base,
all players muzst purchase this a\with

the "gffects others" enhancement.
Inztead <¢f having a number od
distinct pocket uhiverses, the

characters define theirs as a single
one, with each player having a
docrway that accompanies them.

Unless bought with limitations
that prevent it, cne hideaway works
perfectly ncrmally inside ancther.
An instant change/battlesuited
character above could enter this type
cf heroc base without causing =
disruption of the space—time
continuum. Please note, he's had to
buy this twice already!

If players buy different sized
areas for that same base, there are
parts of the base certain characters
cannot access without the presence
angd willingness of the character who
"owns" that part of the dimension.
For example, ArmorMan buys the group
base, which haz g 12 hex radius, and
adds 1 extra hex of radius. This
gives him 397 hexes of shared base,
plus an additional 72 hexes he's free
to use for himself. 72 ocut cf 4€9
hexes iz well under half the volume
and he can place 1t off toc one side

without any problems. ArmorMan's
player can define that 72 hex
volume's shape more or less as he
pleases.

{Hideaway +220% Increased Area +11

hexes, +40% Affects Others, +10%
Linked to Vacuum Support, +10% Linked
to Temperature Tclerance (nocte, th

group has electriczl power and normal

lighting). +280%. Cost, 1852 pts per
character {ArmorMan pays 1860}. Ch,
by the way, each character alzo pays
for Vzacuum Support and Temperature
Tolerance, adding 285 pts tc the cost
if they take the limitation noted
above.

A character c¢could also make a
private {and reascnably secure)
residence out of this power. If the
teleport enhancement/other door
advantage above 1z purchased, a
character based in Vancouver could
enter the group's pocket universe,
and exit through another character's
doorway (one say, located in Atlanta)
raising the cost accordingly.

HEALING CHAMBER: Preset 1o open
ang swallow the character at any time
the character suffers enough damage
to go unconsciocus., This hideaway
would have to have Life Suppcrt and
the character would have to have some

manner of regeneraticn or cther
healing. {Hideaway +20%
instantaneocus, +20% Closes
instantaneously, +40% Cococnditicnally

activated even when the character is
uhconscicus, +80%. Cost 72 pits.)

MORE DUNGEON FOR YOUR §

Qfficial Handbook of the Marvel
Universe: Richard Rider to
Sidewinder, by Marvel Comics

Thiz series o¢of comic books is

Marvel's answer to DC's "definitive
directory"” series (cne reviewed in
A&GE 20B}. I found this $1.50 comic

in the bargain bin and tocock it hone

for .50, Like jits DC cousin it
provides descriptions of |herces,
villains, groups, organizaticns and
alien races. Physzsical
characteristics, strengths,
weaknesses, assgsets, affiliations and

powers are all given 1in terms that
any GM could translate to game stats.
Histories add color and depth to each
descripticon and can gaslily be
absorbed into an existing campaign.
This particular issue had
something for everyone: Hardcore
superherces and villains for SHRPGs.
Pulp type heroes for pulp
campaligners. Several alien races for
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ScifiRPGs. Good and evil
organizations and companies for
modern and post-modern RPGs. An
intelligent humancid raccon and his
universe for Toon lovers or
anthropomecrphic settings. Savage
Lands Mutates, sorcerers and jungle

princeassas for FRPGs.

Star Trelk,
by FASA

I picked up this boock at a flea
market for $3, which I am sure is
half the cover price. It contalins 3

The RPG, adventure bﬂﬂk;

Star Trek the RPG agdventures, all
with connections to an original
series eplisode. The scenarios are
good, detailed vyet loose, allowing

for some good role playving potentizsl.
There are few references to the core
rules and the stats asre easy to
decipher {they lcck to be based on a
1-100 scale}. The cne ship form that
is provided appears to be adaptable
to most of the simpler ship-to-ship
combat simelations I've seen,
providing boxes to denote power/hp
levels for warious ship operations

and construction. It is my guess
that anyone can adapt these
adventures to there favorite scifi
rules, with satisfying results.
Starting rom  the back cover,
printed upside down, are several
pages of data sheets on the

Constitution Clasz Heavy Cruiser and
the Klingon D-7 class Battlecrulser.
There are no deck diagrams but a
verbal description of each ship's
major sections and capabilities are
provided in detail. These
"Recognition Handbooks" can allow the
use of these vessels with octher rules
gysten.

While Mayfair, ICE and WEG slug it
cut, vou could be crulsing the galaxy
at warp 8 using Space Master, GURPS
or scme other set of rules. I would
venture tc guess that most STLRPG
adventures are easy to use with other
games as well. Look for a sale and
try one out, at the least you can
imagine your way thru it and enjoy a
non-rerun Trekkie high.

Omegakron, by T Moldvay, for AH's
Lords of Creation RPG
Those boxed LoC modules, sitting

on the upper shelf, had been nagging

at me with their £2.99 reduced

sticker con them for almost a year
ncw. I'd looked at them, fingered

them and even read scme of their back

covers. Armed with a fin, I entered
the hobby store looking for a
bargain. This time I cracked, having

recently received massive doszses cf
Gamma World =zand XXVc material, and
picked up this post nuclear holocaust
adventure.

The box promigsed mutant,
and android cultures.
ailrship merchants, giant
"reclaimers", intelligent mutated
animals, etc where the highlights.
At first glance inside my new
purchase I was sorely disappointed.
70% of the packages weight was a pad
of LoC character sheets, useless to
me. After H discarded sSome
promotional material I was left with
a 30 page bocock, an 8 page bocklet on
the early history of Akron, OH and 2
(other) player aid sheets {some texts
and some maps of encounter areas). I
was depressed.

As I pursued the main adventure
book, I found great promise. After
absorbing 1its contents I found an
adventure/sourcebook wvery suitable
for multiple campaigns: XXVc, GW,
Torg, Shadowrun, {Toon?}) or any dark
future/post holocaust/time
travel/scifi ganme. The adventure's
encounters are not exciting but
promote role-plaving and are well
connected. There are puzzles fto
solve, confrontations tc resolve and
missions tc complete. Within the
text are general descrigptions of:
several mutant animal cultures,
several street gangs, 2 hi tec
cultures, 2 reccvering cultures and
some dangerous wild sncounters.
There are: mebile cities, domed
cities, time agents, a supernatural
phenomena, o0ld cities, new cultures,
radicactive wilderness and a
Godzilla-like nasty. If any of this
scunds familiar to your campaign,
then thiz module is useful to vou,
but don't pay mcre than $4.

cyborg
Futuristic

THE DICTIONARY SAYS .., fakir (fa kir'}
n. [Ar. fagir, lit., poor] 1. cone of a Moslem
holy sect og beggars 2. a Hindu ascetic {=
one who leads a life of strict self—denial,
egsp. for religious purposes)

13
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MACH, =2 RPG by Michzel
Alliance Publications Ltd,.
reviewed by Nick Parenti

It was on sale ($8) and
though 1t is ocut ¢f print, Rick
Swan's Complete Guide to RPGs had
soime goocd things to say abou it.
Swan c¢ited 1t as an o©original,
interesting scifi backgreund and he
was right.

A highly advanced, benevcoclent race

Lange for

everl

visits 19805 Earth with news that
their sun's pending supernova will
destroy all life on Eart They

arrange to transport the inhabitants
cf our planet and any gocds, save
weapons, to the planst Mach. Here

they will share their new home with
its original inhabitants and 3 other

refugee races. In thes process a
large portion of Earth's populaticn
is misplaced {though humans outnumber
the other refugee races), weapons are
amuggled and the savicr race is no
where to be found nor ever heard from
again. The game takes place 200
yvears, and several armed conflicts
l] & t e »r

Characters are of
ocne of the

refugese races,
Machs or a very
non-humanoild
alien race who
made it +to Mach
on their own with
unknown intent.
The adventure 1is
in living on, and
axploring, the
planet in the
wake of 200 vyears
of technical
atrophy and
destructive
warfare.

The game
system itself is
usable, not
sverly easy ncr
complicated, but
by no means
criginal. It
uses a sikill
based system in
which "blocks" in
& skill, or psioconic discipline, are
purchased with experience points
increasing the character's

HE

roficiency in

o1 a t
11l/discipline
uch like
ag

{and
Fifth

DragonQuest
pocssibly

Cycle} players
mnay find this
psicnic system
and aRills
useful, with
little tinkering.
Experience points
are earned via
adventuring, self
training, uysing a

rutor and/cr
going to a
school, Some

skills/disciplin
es redquire tutor
s r schocol
training at

g;% éh!ﬁ
e N 4

certain levels in

crder to advance.
attributes are compatible

Character
with AD&D/D&D with the additicons of

Pzsyche (for psionic ability, much
l1ike magic aptitude in DragonQuest or
Fifth Cycle} and Appearance {AD&D 1st
agdition comeliness). Interesting
rules which provide for relationships
between high and low Stamins
{constitution) and Strength, as well
as Charisma and Appearance, are
easlily adapted to AD&D/D&D.
Similarly the PC/NPC races are also
AD&ED/D&D conpatible, providing the
following new coptions: Bane - giant,
physically powerful but of low
intellect, Mach - aboriginal natives
with possible psionic powers, Palir
— pslionic, formerly pacifist, asexual
and scholarly, Tcfus -~ possibly
evil, psicnic, exploitive and hated,
and Tracks - very non—humancid and
strange aliens.

Mach is actually very AD&D/D&D
compatible, including weapons
statistics and creature parallels,
In fact this woerld weuld make an
excellent addition to a Spelljamnmer
campaign or as a campaign world
itself, using the AD&D/D&D systen.
The lack/low occurrence of fire arms
and technclocgy make this an excellent
fantasy campaign. {Although it would
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also work extremely well with Gamma
World, 4th ed., from what 1've seen
of it so far. It may be even more
compatible with GW4 than AD&D/D&D,
providing an alternate campaign world
or addition.) Psionics replaces
magic on Mach and the psicnic system
is easily adapted intc AD&D/D&D
rules. The skill system could also
be used to gugment exlisting character
classes, reate new ones or as a
gsource of non—weaposcn proficiencies.
With the exception cf the
physical powerful, znd gizant sized

Bane, all PC/NPL races have at least
some chance at psicnic abilities,
The psionics, races and atitribute

ranges (high by traditional AD&D/D&D

standards) are very "Dark Sun-like"
although this world is hardly
devastated nor dominated. On the

contrary, it is ripe for explcration,
adventure and exploitation.

Ts an only slightly lezsser
degree, this game iz compatible with
Lands of Adventure, Villains &
Vigilantes, Chaosim's BRP systen,
Palladiumis RPG system and the Hero
systenm. Character statistic ranges
and weapon 4damage infoc are within
usable ranges. Just as with AD&D/D&D

the skill/psionic systems are at
least useful add-ons.
The zcenaric that is included in

the boled set is dgenre generic and is
useful even outside of Mach based
campaligns. I highly reccommend this
game for AD&D/D&D, Palladium, Fantasy
Herc, BERP and V&V {and maybe GW, DQ &
Eth Cycle} players looking for =z
unigue change of pace at a low price,.
If a campaign on Mach is not to your
iiking, maybe a wvizit to it, or at
ieagt plrating of scome of its ideas
is well worth $8.

Mach comes complete with
background, mechanics and extremely
2asy toc use character skill/psiconic
discipline advancement reccerd sheets.,
What it lacks is any maps or other
such details. We are tsld there are
cities of coleonists and ancient ruins
to explore but almost no details are
given. This will not hinder the
creative nor the rules pirates. Only
those who are loocking for commercial
campaigns that are all sewn up are

cautioned away from Mac

}K.T'I__-"THT
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FROM THE INDUSTRY
ICE has secured a new

milti-year renewal of
their JRR Tolkien
license.

CAMA has spent S4€K o promote an
amendment to a NY state law banning lead
toys, aimed at pressrving lead miniatures.
Noc results yet. At that rate, 50 states
would total $2.3 million s we can maintain
the right tc buy expensive lead miniatures
instead of the industry changing to plastic.
Ancther special interest to ponder.
Mayfair's Role-Alds line is showing some new
products that tickled amy interest. "To Hell
& Back", a source bock for te's Inferno,
Land of Fairie, Atftlantis, Avalon and Selene
{what, no Ys?!) but if its anything like the
Monsters of Myth & Legends series it'll bomb.
"Techno-Time", provides info for introducing
time travel to any FRPG campaign and could
be a useful addition to my ever growing
ADED/DED/GW/VEV/ XXV "in my dreams" universal
system. "Undead: Army of Night", apparently
contains the same kind of source material
thelr other monster zids contain but also
covers undead PCs {another dimension for
addition to my expanding cross—game system,
system. }.

On to other subjects. It seems the AR
combo letter is contagious (AErth, AEsheba)
or maybe E Gary Gygax is freelancing for ICE.
ICE'zs latest catalog lists Cethasrma {with
ae combined), Underearth Emer, a soutrcebook
for thelr Shadow World.

OTHER POINTS OF VIEW

B. Dalton's bookstores, Sense of
Wonder, newsletter carries RPG info
in the form 2f new releases and
reviews. It's a free resource that's
worth at least a glance.

Gamer's Forum, P.O.
Beach, HI 96862. I have #4 {Mar'92}
¢f this fanzine. In appearance, it
mimics earlier issues of The Gamer's
Connection {previocusly menticned and
a wvisitor to ocur pages} without
interior graphics. Articles cover
all genre, system generic plot hooks,
cyberpunk, GURPS and a review of a
computer game, No hint as tc price
or print schedule. If you check it
out, tell 'em Nick from Papyrus sent

ya.
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