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, RuneQuest roleplaying game, features three ready-to-play scenarios for
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cult description for Thanatar, the Severed God $18.95
Avpilable ar comic, hobby and gift stores, or call l-800-999-3222 lor ordering
informatiom.
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Greeting Fellow Adventurers,

For most galners roleplaying is a hobby, something tl'rey

clo for ftrn asa break frorn their everyday lives. But for those

who make the gaures, it's a high-stakes business' Making a

living, nruch leis building a large profit base, takes a lot of
work ancl plauning. And every tirle auy sort of business

rnakes any sort ofplans, there is one thing they have to take

into account - the [aw.

All elemeuts of business have to live up to a basic set of
laws. Laws govern the way they nranage money' the way

they cleal with creative talent, who has the rights to what

procluct, where they can do bttsiness... anything' Most of
ihe time this is invisible to the customer. For example, if I

wefe to go into a galne store and pick up a copy of the

upconring RP C Pime Direcfive the questiot.t ofjust what sort

oi 
"rr.,.,g",,',unts 

witl.r Paramout'tt are needed to avoid a

lawsttit clon't euter my miud. Came producing is full of
invisible legal ties that the customer doesu't notice unfil a

clispute makes a product he wauts suddenly unavailable'

Wrich often mealls a public legal squabble, aud eventually

leads to an actual lawsuit.
In the last six montl'rs lawsuits have been really big stories

in the inclustry. Most of tl.rese cases have been settled

sornehow, but how marry of tl'rese could l.rave been solved

without a public stink?
Take a much talked-about suit between Palladiunr Books

ancl Wizards of the Coast. Wizards, a company based in the

Seattle area, was apparently sued over providiug a system

to convert their stats to stats for otre of Palladiun'r's prod-

ucts. Palladium objected and stted. In the office it was easy

to take sides ou this one. Many game courpanies provide

couversions between systetns so that products for one

game can be used with another. Suppose you wanted to
take a superyou sawin a GURPS - suppletneut and use him

in your Champions- game. What do you do? In a back

issue ofSteveJackson's Roleplayer nragazine is a systeln for

aclapting Champions characters to GURI5, and enterprising

GMs car.r l'everse the process. Nobody objected either way'

Compauies inside and outside of product lines fr-equently

publish couversion itlfortnation. The Palladiutn sttit was

against what rnany considered a coll'tllloll courtesy in the

hobby.
Fortunately, the two compatlies finally came to a settle-

ment. The uasty rhetoric used by both sides suggests it
would have been au especially bloody trial if it had gotten

that far. What is tnore, the expense of going to court tnight

well l.rave financially harmed both cornpanies and kept

son.re intriguiug prodttcts offthe shelves. As SteveJackson

Ganres can attest after taking the goverunrent to court (arld

winning) ovet' the itlfaurotts seizure of theil t'tlatlttsct'ipts

and equipurertt by the Secret Setvice, going to court costs

an ellol'luolls atnotttrt of rloney and tirne that could be far

better spent developiug galnes.

This was au especially public exarlrple, but thele are lrally
such clisputes eaclt year. Siuce they get settled ottt of cout't

nrost of the time, the garning ctlstonlers trevet- heat-abottt

them. I nruch prefel it that way, arld I think tlost of you do

too. But I sotletitles think that cotnpanies are taking too

much tiure covelitrg theil behinds instead of rnaking good

ploclucts, attcl eveu with settlemellts, a lot of hard feelings

ii" b"l',in.l the sulface. Yes, gamiug is conrpetitive like all

busiuesses, but anybody goir.rg on the assr.rnrption of, "de-

stroy the conrpetition", "let's cheat the wt'iters", or "let's

steal this other gatne in the works and do it ottrselves so

the other game dies and we nrake all the urouey" does uot

leally beloug in this field' Whenever yotl screw the cotnpe-

titioir, screw the writers, or screw the retailers, yott're really

screwit'tg yotrr ctlstolners. And rt4retl yott do that yotl scl'ew

the entire inclustry, aud ttltinrately you screw yottrselves'

This industry has had enough trouble with law already

flon.r outside as well. For exanrple, when the state of New

York passed regulations otr the ttse of lead, those regula-

tious included an outright ban ott the sale of uiuiatttres
containing lead. Hort' call we as au industry explain that

miniatures pose no threat wlteu people outsicle are saying

the industry itselfis a thleat, and have lalvyers to back thenr

up? With all the vindictive press and media stacked against

tus, we dou't need troubles betu'een ottrselves.

The innovative designet's and publishels should be left

flee to iuuovate, without having to look over their shoul-

clels wor-rying about getting sued. Marly joint llroducts that

ale beginning to appeal' (such as the ttpcorning C{/RI5

Vompire - aud GI/RPS 'l-alislonta " ) arld look really plom-

ising cau only happen in a world whet-e courpauies, rtn-iters,

ancl artists call trtlst each other. All too ofteu this trust is

betrayed, and then evelyolle starts pouriug tous of money

into law firurs to cover theurselves r,rntil the ptrblic recrimi-

nations nearly destroy the conrpatries and bttru ottt ct'eative

people who still have a lot to offer. The only people who

leally win legal battles are the lawvers.

(ditoriol
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youknow,r,",*Y"#ri*tf ,xTrn:Xli'*rherchildren.
Once learned, they can never be forgotten.

You savor every syllable as you bring the power within you to bear.
For what you perform is not a dry, boring Science . . . it is Art.

The Art of Magic.
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falrtasrl Plaqers Campargn Paclragc
An icleal .onlp.rlion for the player of any fantasy roleplay-

iug game! This package contains the tnost useful character

rn""Itt ever created, blank spell books' treasure records'

aud animal stat sheets.

Thc Hayroboolr ofArcaflc Artifacts
This upclated 2ncl eclitiou 40-pagetonre contains over 100

compfetely new and ttniqtte magic items for any fantasy

City Shops (zrb cbitior)
The compleie design-your-own fantasy city shop package'

Includes'fornrs, eximples floor plaus, samples, a floor plan

C6f.No 101 . . . .

in 25nlm scale, and an 8-page table book!

keep your players guessiug for morrths!

Cat.No 104 . .

campaign.
Cat. No 105

$s.es

and full descriptions.

54.95 Cctt. No 106

nrost poptrlal fautasy roleplaying gau)es'

CaL. No 107

$6.9s
evil in a secr.et place, "Behirld the Rose"'

Cut. No 108

Small lowr ShoPs
20 con'rpletely clesigned fantasy city shops ready to open

business in your fantasy town. Cotnplete with charac-

terizecl NPCs, floor plans, building & business infonnation'

Cqt.No102......

The f antasy G lme }.,{astcr's Survival l(it
The greatest aicl ever designed for the fant-a-sy can'rpaign'

Cont".in. 2 reusable time keeping aids, blank mouthly

calendars, PC rosters' Expelience poirtt award fortns'

blank eucouuter tables, lessel NPC & Minor NPC forrns'

H uuranoicl troop l'osters' special e[coulttel' design fortns'

and urorel A "Must Have".

Cat.No 103 . . $9.95

farltasq Morstcrs
30 new monsters preseuted in the popular cotupendiutlt

fornrat for easy iirtegration iuto yottr notebooks' Each

contaius a stat iheet with an illustration' Compatible with

$7.9s

$8.95

$s.es

$6.es

Rhoklrs Spcll Boolrs
3 complete wizarcl's spell books containing many spells'

secret languages, runes, and lnany, lllany surprises to

Bchir.rl Thc Rosc
A unique fantasy adveutttre designed for 4-6 characters

level 8-10 is cornpletely compatible the popular systems'

It centers arouucl powetful rnagic gone astray and involves

the players in fights against powerful new monsters' a

aung"on search for a unique spell conrponent, and help-

ing io complete the nragic cereurony which banishes the

Thc Scroll lssuc #tz
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The Lost Monks of
Kashikoi-kani

A'r)' 
'P

\...,l L
,,' 
"'l ' 

,1a ^'

/

-, \'r

'/ 
'\

/ ,f '=u-- ' f

"lA Gen epic Oraie ntol' Adu erttupe
Fora a Sling*r\Yff orr srrnall

By Chris Hind

fhc Scroll lssuc #tz6

{'. , ( , jlt

, '/ ,l\'$'
w/l',/
/ 1r , \

I 'i', 
''

.-.\l'l ,

\ \ /,
\\ ' /



rfrhe Lost \1onks oIKashil<oi-karti is a gettelic scetlatio

| [or any [ar]tasy roleplaying galne set in the Orient. For

I tlris reasou, the game lnaster should itlsert his own
rule-related nratet-ial (stats, skill rolls, etc.) depeuding on

the specific gan)e system. However, basic stats for htttnans

are included, following a set fortnat:

Naute: career class; courage; significant attributes;
skills; armor; weapons; special infotnation.

Monsters are fi'om actual Far Eastern folk-lore, so lllost
game systems will supply stats for them. If not, the game-

master rnay replace the offending ntonster with a similar
one or create stats from sctatch using this scenario's brief
description and mytl'rology as guides. Text in boxes is
intended to be read to the PC.

The scenario is designed for a single shukenja (a holy
person, also called'lamabushi") of great rellow'l and spiri-
tual enlightenment. Optionally, 4-6 characters could par-

ticipate instead so long as the group iucludes at least one
shukenja. ln this adventure, piety and a search for knowl-
edge rather than greed and glory should motivate the PC.

Characters should possess a range of skills; the ability to
swim would be a particulal'asset. The ganretnaster may

locate the adventure at'tpvhere in his can'rpaign world so

long as he remetnbers that the Sea of Chills is a temperate
saltwater body fed by occasional cold currents fi'orn notth-
ern waters. The PC should initially staft within 20 rniles of
Yoake, although not in the village itself because an impor-
tant encountel occurs as he arrives.

Most of the encouuters are designed to test a

shukenja's unique, uon-violent skills. 'Mrile sonre sittt-
ations may lead to courbat, good roleplaying, a show of
intelligence, and judicial use of spells (if existent in the
garne system) will allow a PC to complete the adventttre
with rninirnal bloodshed. The gods (i.e. the gamemaster)
should allow au otherwise in'rpoverished shukenja to
gather about 5 ch'ien (about halfthe price ofa katana)
for the upcoming journey.

Adventure Background

For the Game Master
The fish u'longer will paft with the scroll case in exchange

for a blessing. Spells or powers of dMnation will prove
useful at this point. They might sllow that the sct'oll case

l'ras been enchanted forwater-proofing aud buoyancy, and

nray reveal some of the following iufortnation concerning
the nrauuscript's history.

The story of the monk's escape is tnte, but incomplete.
Thirteen nronks sailed east fion'r Yoake actoss the Sea of
Chills. After many adventures of their own, they arived at a
rernote island called Cakeshinra. \Mth the help of native

Korobokunt (dwarfish, wild-r'nen), they built a new ternple to
Kashikoi-kani in which to store those tnanttscripts they had

managed to save. Iu this ternple, the mouks have lived

contenrplating the mysteries of the universe ever since. Yet

even the wisest and holiest of tnonks are but moftal. Now
fifty years later, only one monk remains alive. He was receutly

driven fionr his tenrple by an oni (descfibed later) who
preferred nrauuscripts and silk tapestries to a cold cave floor'.

wouran who carries her poverty like the
Eurperor his crown - closes her stall for the night as

you approach. You show her the rnanuscript and ask

her what she knows of it.
"l found that scrap washed up on shorenearYoake,"

she replies. "scribble-words are of no use to me, but
the scrap made an excellent wrapPer for my goods. It
was sealed in this tube."

Fronr her tattered lobes, she produces an ivoty
scroll-case. She allows you to inspect it. The scroll-
case is well-made and closes to a water-tight seal' It is
clearly of equal age to the manuscript. On the side, you

notice newer inscriptions identi$dng it as belouging to
the Teu'rple of Kasl'rikoi-Kani - a deity of education,
enlighteument and wisdom.

The Temple of Kashikoi-kani in the sea-side town
of Yoake was farned for an extensive collection of
religious texts and an equal number of historical, philo-
sophical and linguistic works. Its monks claimed that
their fore-fathers inveuted the art of paper-making.
Half a centtuy ago, the wolld of knowledge suffered a

terrible loss. A barbarian horde besieged Yoake and

razed the temple to the groulrd. A popular stoty clain'rs

that a dozen ntonks escaped by ship with the n'rost

valuable nranuscripts. They were last seen sailing to-
wards the risiug sun. Your recovely of a supposedly lost
manuscript adds credibility to the story of the mouks'
escape.

Certain that your discovery is a divine indication
that hidden lore must soott be re-discovered, you take
it upon yourself to search for the lost rnonks of
Kashikoi-kani. Trusting in your gods to guide you along
a fifty-year-old path, you set out forYoake and the Sea

of Chills with only your robes, sandals and the limited
supplies you cany on yottr back.

You have just returned from thevillage rnarket with
a packet of dried seaweed which you had hope will add
varietyto a spaftan mealof boiled rice. While preparing
the rneal, you discover that your purchase is w'apped
iu an ancient rnauuscript. Although the writing ou the
parchment is faded and sureared, you hold what is

obviously the historian Rekishi's first-hand report of
the Battle for the Colden Disk, which occttrred nearly
1,000years ago.

Curiosity clouds your hunger. Forgetting your din-
ner, you return to the market iutent on discovering how
a fish-uronger acquired an itnportaut historical docu-
ment. The peasant who sold you the seaweed - a

lssuc #tz Thc Scroll



Thus would have ended the stoty of the lost monks if it
wasn't for one young korobokulu. Shortly after the tnouks
settled on Gakeshima, this kolobokuru snuck into the
temple and stole a scroll on a dare fr-om his fellows. His

theft resulted iu his falling under a curse. Distmught by this
cruel turn of events, he threw the cursed scroll into the
sea. For years, the sea buffeted the scroll until washing it
up on the nrair:laud shore, ironically, not ten miles fronr its
stafting point. Here begins the PC involvement.

The shukenja may or tnay uot learn the entire tale by the
end ofthe adventure, but should be satisfied that ltigher
powers have mauipulated mundane events. Since the pil-
grimage will be long and difficult, we should forget the
ftrture and begin at the present.

Beginning the Adventure
The trip should be uneveutftrl until the PC reaches the
outskirts ofYoake:

The blind herrnit is Kurai-ure. Many years ago, he was

struck by lightning, which he believes was the gods' ptttt-

ishment for some unspecified dishonor. In truth, Kttrai-nre
was in the w'ong place at the wlong tirne - sheltering
uuder a tall pine during a lightning storm. Tl'ris curious
behavior followed frotn oue of Kurai-me's taboos which
forbids him fi-on'r sleeping in a perrnanent shelter despite
the weather.

Kurai-me sulvives by the generosity of a wako (pirate)

captain who has his owr base motives. In exchange for
food, Kurai-rne sets-up unwary travelers. He casts spells

ou approaching travelers to learn their general social level,
wealth, and if they cany any enchauted equipment. Strik-
ing up a conversation, l're asks where an individual is frorn,
where he is headed, and how he plaus to get there. If
Kurai-me believes a traveler has sotnething of value (in-

cluding knowledge of lost religious artifacts - usually
quite valuable), he waits for the traveler to continue on l.ris

way before reporting to his wako companions by rneans of
another spell.

If a shukenja restores Kurai-tne's sight through dMne
lneans, the gmteful wu jen offers his magical Ring of the
Carp in thauks. The gift will prove valuable during the
upconring voyage. Kurai-nre also warns of a man with a

bird's claw instead of a foot.

Kurq'Fme: Novice wu jen (sorcerer); cowardly; intel-
ligent; herbalisrn, cooking, fishing, calligraphy; no
armor; bo stick; divination aud contntunication
spells. He wears a whale-boneRingof the Carp on his
left little finger. Kru'ai-me values a bundle of bam-
boo stlips inscribed with mystic characters above all
other possessions. The bundle selves as a braille
spell book.

TheRing of the Carp

This magical ring l-restows the following propertics
to the wearer: Allows [he character free movement
in watt r, rloublerl swimr,'ring movemcnt rate, and
ancl thc. abilily kr breath water for t hour per day.
ln adclition, once pcr wcek allows the character to
shapc change into a carp for a period of 24-hours.

Few people have traveled the road to Yoake in
lecerrt years, though its well-worn sutface reveals it
was ouce a major trade toute. Tl're smell of salt-spray
on the wind indicates that your journey nears an end.
Ahead, yor.l see a youug man sitting on a rock by the
side of tl're road. He dresses in weather-wour travel
clothes and appears to be talking to himself. As you
approach, he turns his head iu your direction and you
realize he is blind.

fhc Scroll lssuc #tzI



The Village of Yoal<e
When the barbarian horde swept through Yoake, evety
building was destroyed and townspeople who didn't flee
were slaughtered. Yoake is only slowly recoveliug flour the
destruction. The fifty fisher folk who presently live here are
sad shadows of the prosperous two-thousand who ouce
kuew Yoake as a wealthy ceuter of culture.

The road tops a ridge and suddenlyyou stand above
a village which lies in a semi-circular depression on the
coast. Yoake is easily recognized. Most of the buildings
on the upper slope are ruined or uninhabited. Only a
scattering of huts near the water remain in good repair
by the humbled people of this once prosperous fishing
aud trading town. As you descend towards the docks,
you pass a lone, stone tenrple-dog standing guard over'

a pile of blackened rubble. This nlust once have been
the Temple of Kashikoi-kani.

Notliing reurains of the ternple so the PC should proceed to
the rvharf. Uuless a PC has his owu methocl oftlaveling across
the Sea of Chills (unlikely), lre rrust hire a ship and crew. In
Yoake, a crew of rvako and a gr.oup of fishemren offel their
serr.ices. The rvako are urore cornpetent and ask for. less

n)oney, but are traitorous (see Sacrifice at Sea below).

Wal<o Crew
lf Kulai-me has sent a l.nessage to the wako captain or the
PC inadvertently approaches these pirates seeking passage
on theil ship, r'ead the follorving:

When you reach the docks, a tall, raven-haired nran
approaches. He dresses in the rnanner of a sailor --
loose cotton trousers and robe, no foot-wale -- and
can'ies a sword.

"l(urotoli greets yor.l," he says. Returning his bow,
you see a bird's claw in place of his liglrt foot. He notices
your reactiou aud aclds: "My family blood has been
stained in a past generatiou by that ofthe hengeyokai.
Please do not let l)ry al)cestot''s dishonor affbct your
reaction to lne."

Kulotoli offers to lent his ship and crew fol a leasouable
price. He points out that his junk is faster than any fishing
claft and that his crew are better able to fight offpilates
(ilonic, cousidering their self-granted title of wal<o).

These uren ale actually failed wal<o; sea-going thugs,
really. Their total wealth ---- a u)el'e pittance -- is hidclen
within the hull of their ship. The pirate juuk tlavels 40 nriles
a day and is 7094 seaworthy.

Wako suilors (13): Novice bushi; average courage; no
distiuguishing attlibutes; sailing, swinrming; Iiglrt
afrllor; swold.

Kurotori: Skilled busl'ri; brave; strong, agile, healthy,
but mther urwise; navigation, sailing, swirnmirtg,
weapon repair; do-manr and kote; swotd and short
bow; blood-thirsty and cruel.

Fishing Crew
If the PC has been warned of Kurotori or would just mther
not deal with hinr, he nray proposition some fishel'nren.
Their spokesperson, a shol't, squinting man named Chiisai,
asks for more moneythan did the pirates, but it's still a fair
price. Their fishing junk sails 20 miles a day and has a
seawolthiness rating of 5094.

Fishermen (10): Normal hunrans; cowardly; no distin-
gtrishing attributes; fishing, sailing, swinrming; no
annol; anned with knives.

The Sea of Chills
Random Encounters. Each day, the GM should roll percen-
tile dice and consult the Sea of Chills Random Encounters
table (Table l). He should elaborate upon the results to
sirnulate epic joumeys like the Odyssey or the seven voyages
of Sinbad. As well as chance encounters, changes in wind
strength are also incorporated into the table. Wind effects
last one day.

Sight and Cetting Lost. At sea, large or bright objects -
such as land or a ship's white sail - are visible from about
10 miles away (one hex on the Sea of Chills rnap). Aquatic
luronsters uray be sighted only when they surface beside a

ship. Between these two extremes, the ganrernaster is on
his own.

Each day, percentile dice are rolled to detennine if a ship
becomes lost. \Mthin sight of land, there is a base 209;

chance of this happening. The charlce of getting lost in-
creases to 709', when a ship travels into open water (i.e.
rnore than one hex away fi'om land). The gamemaster uray
increase this percentage for poor weather or darkness. A
navigator (such as the wako captain Kurotori, but not the
fishern'ren) reduces the chance ofgetting lost by 30%.

Should a crew loose theil way, their ship veers frorn the
intended direction. On a result of 1-3 on 1d6, the ship
veers one hex face to the right ofthe desired direction; on
a result of 4-6, the ship veers olle hex face to the left of
the desired direction. At the beginning of eacll day, the
crew cau sight up against the rising sun to continue the
quest eastward. Therefore, a uew roll for beconring lost is
nrade each day.

Ship Siuking. Stonns, shoals, or sea-l'uonsters rnay sink a

ship. Wren a ship gets into a hazardons situation (as

dictated by set and random encounters), roll percentile
dice and compare the result to the ship's seaworthiness
rating. A roll lower than the seaworthiness rating allows

lssuc #t2, T'lrc Scroll 9
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Mop 1: The Seo of Chills

the ship to retnain afloat, although a gaurelnaster may rule

that it sustains tninor daurage or a crew rnetnber falls

over-board. If the roll is higher than the seawofthiuess

rating, the relevant ellcounter describes just what hap-

pens. Typically, the ship is crushed, hulled, capsized, or
other-wise sunk.

A character throwu into the sea lray tnake soue sort of
agility or luck test to grab a buoyaut object, such as a piece

of wreckage or a barrel. Such a flotation bestows a bontts

(perhaps +259a)to the character's swimming skill.

A character within 10 uriles of shore need tnake ouly oue

swimming check to reach safery. If the shipwreck occurs

far frour land, even a skilled swimuter will drown unless

aided by a buoyant object. Even with sttch sttppott, otte

swiurnring check is required per day, with a cutlrulative
penalty (roughly -52") applied each day after tlte first. Thus

a character will eventually dtown tttlless Lesctted or aided

by magic. Proficient swiurnrers uray swiur five n'riles per day,

although they may loose their direction just as a ship might
(see Sigfit and Gettirtg Lost above). Nou-swiururers are at

the lnerry ofwind and waves. Also note that food and fi'esh

watel' al'e iu short supply wheu floatiug in the sea and spell

casting is vimually impossible. The gauremaster should

assume that 5096 of a ship's crew stttvive to reach safety.

Otherthan drowning, a suryivor's most pressing concenr

is the prospect of resctte. He may be stranded on desolate
island or, wol'se, helplessly floating in the sea. A gatnemas-

ter car roll random eucottnter checks each day uutil ob-

taining a suitable result (like synpathetic fishermen) or
simply have 5d6 days pass before staging a rescue of his

devising. Tl're first r.nethod works well when suruivors bob

about in constant ten'or ofsharks.
While running such au eveltt, the swinrmit'tg guidelines

found in the relevatrt rule book should also be cousulted.

Sacrifice at Sea
This encountet' occurs if the PC is sailing with Kurotori's
wako crew.

Your ship cuts across the choppy sea, leaving land

behind as a green strip ou the horizon.Just asyou thank
the gods for allowing yottr jottrtrey to begin so

smoothly, Kurotori and his fifteetl ctonies suttoutld you

ou deck.
"Hand over yotll' possessions, holy otre," Kttt'otori

snarls, "aud we will sacrifice you to the Sea Goddess in

a manner most paiuless."

lo T'lrc Scroll lssuc #tt



At this, the crew make crude jokes and gesture lnenacingly
with jagged swords.

Kurotori plans to strip the PC ofvaluables and sacrifice
him to an unnamed evil deity. The method of sacrifice is
best left to the game master's imagination, although hope-
fully he will not lreed to describe it to the PC. If the
character has no valuables, the wako beconre even more
insistent on a sacrifice to corrpensate for wasted tinre and
effiort.

Assuming the shukenja does notjulnp overboard (which
requires a successful agility roll to avoid the grasping
crew), he must think quickly - and act even more quickly

- to save himself. Combat is suicidal, not to rnention
uncreative and against the shukenja's best doctlines. A
vely persuasive individual may talk his way out, but the
GM shouldjudge the player's rhetoric ratherthan leave it
to a die roll.

Another nrethod ofescape relies on the wako's extlen]e
superstition. A threat of the gods' anger followed by a

suitably impressive spell frightens the wako into letting
the shukenja live. The wako crew follow Kurotori in ar.ry

decisiou.

Set Encounters
Except for those described in the following encounters, the
islands dotting the Sea of Chills are rocky and uninhabited
by creatures larger than sea birds.

S1. Shoals. In some areas of tl.re Sea of Chills, sharp rocks
Iie just below the surface of the water. Careful observers
may uotice these treacherous areas by a light spray in the
water above the shoals; good listeners n'ray hear the waves
cmshing against the rocks (allow an intelligence roll).Apply
a considerable penalty (-25%\ to the roll during storms or
on rnoonlit nights. A ship may be steered thlough the
shoals with successful navigation (by the watchmau) and
sailing (by the tiller) skill rolls. If either of these rolls fail or
if the crew is ignorant of the shoals, the ship must test vs.
seawofthiness or split its hull upon the sharp rocks (see
Ship Sinking, above).

52. Island of Suffering. When the PC's ship passes close to
this island, one of the crew gives the following waming:

"Mind that island. Silver devils wander those deso-
late rocks. They've scoured it of all liviug things -plant, beast and nran. Few dare land there and even
fewer return. If you plan to go ashore, you'll be going
alone - nre and my mates won't become their next
nreal."

The sailor's tale is based on fact. This island once served
as a leper colony. In that sense, l'lo-ol'le who was put ashore
ever returned. The colony was forgotten after Yoake was
sacked. The "silver devils" are seven second-genelation

Toble I: The Seo of Chills Rondom
Encounler Toble

1d100 Random Encounter
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lepers who remain. They are lean, hungry and half-savage
fi-on'r lack of civilization. Cmtes of food were once deliv-
ered, but no longer. The lepers sulvive otr sea-weed and
whatever small creatures they can catch. Despite tl're
sailor's tale, they have not yet been driverl to cannibalisn'r,
but that day is uot far off. If the island is explored, read the
following:

Seven figures squat on tl.re beach, apparently
scrounging for clanrs and crabs alnong the rocks near
shore. One catches sight of you, partially rises, and
points with a three-fingered hand. His slick, gray skin
is covered with warts or scales and hailless except few
patches on his head. Glazed eyes peer at you over a

bleeding sore which passes for a uose. With a coarse,
coughing shout, the silver devil scrarnbles towards you.

The lepers are not violent but wish to beg for help. Tl'rey

speak in grunts or barely coherent, rasping voices. A sttc-

cessful intelligence/uledicine test identifies their disease as

leprosy. A shukenja should stop here if he can recognize
these pitiful creatures as once-hul.r'lau and in need of pity.
The treatment may take soure tirne yet this delay is minor
considering the monks have been missing for fifty years.
Both wako and fisherrnen will not allow lepers on board
their ship before tl.rey are cured.

Three things nrust be done to conrpletely alleviate the
lepers' suffering. First, the leprosy must be cured tl'rrough
divine rneans or by a very skilled doctor. Second, food and
fresh waterwill fortiftthe starving lepers. Third, the newly-
cured nren aud wonren should be transpolted to the n:ain-
land so they may start new lives.

A character who spends any length of time with the
lepels has a 10%chance ofcontracting leprosy- a chronic,
conuective tissue disease which reduces strength, agility,
health and appearance by half while the disease runs its
course. A diseased character also l'ras a 659a chance of dying
in 1d6+ 10 montlls. Strength, agility and health return to
their oliginal scoles once the disease is cured. Appearance
returns to only 3/4 initial value due to features lost (some-
times literally) duriug the illness.

Le pe rs Disea sed humans; cowardly; below-average
attributes; no skills; llo armor; no weapons; unable
to attack.

53. Birth of an Island. As far as one hex frour this encorutet',
a PC sees a huge, gray cloud billowing from tlre sea. The
temperature and humidity begin to rise as a ship sails
closer. Ships may safely approach within half a rnile of the
cloud. A closer apprcach hazards the effects of falling ash.
Cllaracters take slight burn damage each nrinute and rnust
make health tests or take an additional 1d4 points of
darnage fiom choking ash and poison gas. Brave, foolish,
or dangerously curious characters are rewarded after a

wait of 1d6 hours:

You approach as close as you dare to the cloud,
which is now l'rundreds of feet high. Though ash and
noxiotrs gases cause your eyes to water, what you see
strikes you with awe. The sea churns and boils. Crash-

ing waves pitch your ship, not yet rough enough to
capsize it. Through the obscuring steam, you see - or
think you see - a l'ruge, jeweled spear descend frorn
the heavens and dip into the water. Shining crystals
droplets break frorn the spear and sink into tl're Sea of
Chills. In moments, a rocky peak bleaks the surface,
parts of it red-hot and boiling water off in seconds. It
is said that fortunes shines on those who wituess au
island's bifth - a rare example of divine creation.

Witnessing this encounter is an auspicious omen; the
character gains a +596 bonus on the next 5 rolls, to repre-
sent divine favor. The island continues to rise for the next
4d6 months. The CM should decide how large it grows and
what secrets rise with it frorn the bottom of the sea.

Perhaps the reurnants of a lost cMlization cling to the
cooling rocks...but that is another adventure.

S4. Vortex and Chost Lights. When tl're PC's ship enters
one of the hexes marked with a "W' read the following:

Mist or fog rises from the sea and slowlyworsening
visibility. Droplets of water speckle your exposed skin
and your clothing clings uncomfoftably. The crew slows
speed and anxiously peer over the rail for any sign of
shoals or other dangerous waters. Hours pass. Neruous
tension borders on fearful paranoia. Everyone's eyes

hurt fi'om straining into white nothingness. Ther, some
miles away though the mist you see a light. Moisture
in the air nrakes its color uncertain - sonretinres it
appears orange, otl'rer times pale yellow or even white.
The light could be a lantern on a ship or perhaps a fire
on shore.

The light is actually a will o'wisp, the rnalicious spirits of
drowned sailors. Hidden by the thick mist thrown up by
churning watel's, a whirl pool drains the Sea of Chills. The
will o'wisp haunts the sea around the whirl pool, Iuilng
sailors to an azure grave.

The gamernaster should first allow the PC to investigate
the light by his owr volition. Tl.ris encounter works better
if the player's own curiosity leads to his doom and this
creates the delusion of choice. Only if the PC ignores the
light should everyone make willpoweilntelligence tests.
Assume that 259a of the regular sailors keep their wits; roll
for only iulportant NPCs. Those who fail their roll are
conrpelled to apploach the will o'wisp, steering the ship
towards the light under full sail. Meanwhile, the will o'wisp

12 Thc Scroll lssuc #tz



lures them towards the whirl pool. Those unaffiected by the
will o'wisp have 15 rounds to ft'ee their companions ftom
its influence and steer away fronr the whirl pool.

The sheer number of entranced sailors lneans that the
relnainir.rg crew may have trouble forcibly restraining each

of thern (uot to mention leaving the ship without direc-
tion). Mind-affecting spells (or ones which hide the will
o'wisp from the sailor's eyes, thus breaking the entrance-
ment) work well. Even if fi'ee-willed characters regain
control of the ship, the enthralled sailors attempt to jump
overboard and swim towards the light.

When control ofthe ship has been regained, sailors must
escape the whirl pool. The probability begins at 150% on
the first round and lowers by 10% each touud aftetwards.
Therefore, escape is autonratic on the first five rounds (the
ship hasu't yet been drawn into the whirl pool's pull), 909r

ceftain on the sixth round, 80% on the seventh, etc., until
the ship spirals to its doom on the fifteenth round. If an

escape roll fails one round, another attenpt nray be rnade
in the next at the reduced percentage. On the fifteenth
rcund the ship is locked into its doom and nothing short
of a uriracle will save her.

Characters in the water cannot swiur away fi'om the whirl
pool witlrout magical ability (e.g.Ringofthe Carpl,and even

then with the escape pelrentage given above. Swimtuers
pulled under are crushed by the water pressure as well as

drown. Deep beneath the sea, scattered coins, 22 genrs,
and some nrystic objects lie scattered anlong a graveyard
of smashed ships.

Willo'wisp (1): A ghost-light which is very difficult to
hit with physical attacks and immune to many spells
as well; it can nresmerize its prey or attack with au

electrical cl'rarge.

S5. Standing Stones and the Talking Colosstrs.

Msible eveu fi-orn tl're sea, a row of giant stones
stand on shore like shapeless aud sightless sentinels of
tl.re ages. The stones, varying from thiry to sixty feet
tall, are weathered, cracked and speckled with lichen;
arry distinguishing shape or design which n'ray have
ouce existed is now lost.

Ifthe PC lands, halfa dozen priuritive humans rnaterialize
fiom the shrubs. They approach warily, keeping their baur-
boo spears before theur. The tribesnren relax sourewhat if
the PC can persuade them that he is peaceful (unarmed
characters have an advantage here). Korobun, their shaman

- his halt-naked body smeared with dung and his wild
hair decomted with feathers - speaks the trade language
and is 5096 proficient in the local dialect. Hewishes to know
what brings a strangel' to the island. If asked about the
monks of Kashikoi-kani, the shauran replies tmthfully that
he knows nothing about theur. Should initial contact go

well, he pronrises to lead the PC

answef his questions:
to someone who can

The shauran, Korobun, leads you into a clear tmil
though a light forest. The five tribesmen follow some
distance behind, apparently no longer waly of yott. As

you walk, you wonder who erected the stauding stones

since these primitives clearly lack the necessaty tech-
nology. Korobun, seenriug to read yottt'miud, explains
that their god is placed the stones as guardians. Fur-
thermore, he claims that this deity speaks to them
through a statue.Just then, the trail emerges fi'om the
forest to reveal wllat Korobun calls theTalkingColossus.
A huge statue sculpted of red stone thrusts fi'orn the
turf at the crest of a hill. Only the head and shoulders
are visible, yet they aloue tower sixty feet above you.
The statue's sharp-features and shadowed eye-hollows
give it an angry expression.

Korobun kneels before it and begins to chant. The
othertribesnren look on witl'r expressiotts of mixed fear
and awe. A loud, squawking voice suddenly cuts
through your brain: 'You seek the lost monks of
Kashikoi-kani, that I know. Your offering will decide if
you worthy of an answer."

" 
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The Talking Colossus is actually a kenku (bird-like spirit)
who enjoys duping primitive peoples. The kenku, Bak-

ageta, knows little about anything, and certaiuly nothing
concerning the lost monks. To keep tlP appeamnces as an

omniscient deity, his telepathic answers are in riddles. For'

instance, Bakageta's answer conceruiug the lost nronks

may be: "The lost are easily four,d wl'ren the found becotne

lost." The gauremaster should be creative with his answers

- after all, they don't have to make any sellse.

A shukenja's duty is to reveal this false god forwhat it is
and send the tribesmen on a road to spiritual enlighten-
ment. Blasphemy is nret by a rnagical hail of stones but
since he considers this a ganre, Bakageta aims his spells to
cause rninimum danrage. He also interuenes if insulted
tribesmen attempt to harrn the shukenja. Perception spells

cast on or near the Talking Colossus reveals the kenku for
one round (to the caster only o[ to everyone pl'esent,

depending on the spell).
Once the gatne is up, Bakageta shows himself. Sitting

atop the Talking Colossus and squawking in laughter', the
kenku telepathically congratttlates the shukenja on his

wisdom. He offers the being who bested him a choice of
two gifts: an ivoly chest or a stnall wooden box. If the ivory
chest is chosen, Bakageta flies offwith the wooden box. If
the wooden box is chosen, the kenku leaves the ivory chest
anyway, hoping that greed prevails. The wooden box is

called Bakageta's Ever-rtil Box, becattse it magically gener-

ates a snrall about of coins each day. The ivory chest is

magicallytrapped so tltat, when opeued, a skeletou springs
up attacks until destroyed. The chest contaitls no futther
tricks and is one hr.rndred tiures nrore valuable thau tnost
chests.

Typical Tribesmm: Novice warrior; avel'age bravery;

average attlibutes; huuting, fishing, woodlatrd sur-
vival; fur armor, spears.

Korobm: Skilled warriot/shatnatr; strong, agile,
healthy, charislnatic, but not too intelligent or wise;
dancing, chanting, canoeing, hur.rting, fishing, wood-
land survival, legend-lore; no armor; bone ch.rb.

Skeleton (1): A supematural threat; itnnruue to nrind-
affecting magic and piercing weapol'ls; fights until
destr oyed.

Bakageta (kenku): Skilled bushi/sorcerer; cowardly;
agile, can fly; mimicry, pick-pocket; uo aruror, but
supernatulally hard-to-strike; bo stick; can attack
with beak and claws, shape change, becoure iuvis-
ible, cast a number of nrinor earth-element spells,
and cornn'runicate telepathically.

56. The Ronin

As you approach this rocky island, a storm quickly
gatl'rers. Strong wind and choppy waves soon threaten
your ship. Suddenly, a huge wave crashed over the ship,

knocking you tumbling.

Characters on deck take concussiou darnage and tnust
make an agility/luck roll to avoid being swept overboard.
Swin'uning checks are at -25% due to the stonn, but only
one success is required to reach shore. A slrip must make
a seawofthiness roll at -4096' or capsize. If the ship stays

afloat, it travels away fr-om the island at2OA9(' speed. If the
tiller successfully rolls against sailing craft skill, he rnay

choose the direction traveled. The stonn spreads in a

30-mile mdius frorn the island, lasts 6d4 hours and will not
reoccur for at least one week. See Ship Sinking for guide-
lines on running this part of the eucounter.

The storm is uo ordinatysquall but created bya powerful
being. Utukushii Cinuroko was bom 100 years ago, the
daughter of a minor noble and a typhoon dragon. She

turned her back ou the Lord of the Sea to pttt'stte power in
the lu'rperial couft but was subseqttently banished by the
Eurperor for showing too rnuch political ambition. Alien-
ated from both the material or spiritual worlds, she lives
alone on this island. She spends her time diving for pearls

or w'ecking ships witlt her power to cl'eate tempests. Each

character who survives tlte storm tnay make an intelligence
test to rernelnber seeing a serpeutine forur rolling through
the clouds.

When the PC encouuters Utukushii, she appears as a

beautiftrl huuran dressed in silk robes. Au obseryant char-
acter may notice the riug ou her finger coutaining a crest;
a heraldry check liuks it to a family deeply entrenched in
Imperial administration.

Fiftyyears ago, Utukushii failed to sink the ship sailed by
the monks of Kashikoi-kani. She believes they were under
divine protection, although her storm forced them south-
wards. She is willing to trade this inforrnatiou for news

concerning the Imperial family (well-known gossip). The
Emperor who banished her is now dead. With this news,
Utukushii gathers up her possessions, takes on dragon
forrn and heads for the nrainland.

Her horne, a cave under the island which can only be
reached through an undetwater tuuuel, contaitrs her be-
longings: high-quality o-yoro armor, ten perfect pearls,

and hel katana, wakisashi, and daikyu.

Utukushii Cinuroko (hwnan -form): Powerful samurai;
brave; all attributes are high, particularly appear'-

ance; etiquette, calligraphy, horsemanship, paint-
ing, poetry, swinrming; llone or o-yoro; katana,
wakisashi, and daiku; hotrorable but evil.
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IJtukushii Ginuroko (dragon form): a 30'-long typhoou
dragon with the ability to fly, swim' and cause a

tempest once per week; attacks with claws and bite;

itnnrune to water and air attacks; Utukushii cau

breath water in both fornrs.

57. Wooden Tablet. This desolate island is featureless but

for a 20'-tall boulder jutting from its center. PC may have

difficulty approaching the rock since the stony beacll is

slick with gray-green algae aud seaweed. Traveliug to and

from tl.re iock necessitates a roll against agility to avoid

twisting an ankle. Such an injury reduces novement to half

speed for 1d4 days. A closer inspection shows the stone

itselfto be a natural although a caim at its base appears

less so. After ten rninutes of renroving stones, a wooded

tablet is fouud. Carefully carved into one side is the symbol

of a crab while the other side bears the following inscrip-

tion:

We dedicate this site in memoly of Hoshi, an ell-

lightened brother drowned at sea three days past dur-

ing a great storm in uorthern waters' Though his body

sank, may his spirit rise' We now count twelve, the

sacred number of Kashikoi--kani. This uufortunate
onren indicates that ottr jourtley eastward shall soon

end.

Gakeshima
Cakeshin'ra is an island of blue-gray cliffs rising out of the

Sea of Chills, practically invisible against the horizon until

ships are withiu a few miles. The pines alld firs fonn

nrediunr-dense forests in the low lands but glow more

sparsely on the upper slopes. The twin peaks are not high

enough for snow to form. Parties nray land safely on the

nofthern, southern and westertl beaches. Jagged rocks

beneath the water and a sheer cliffrnakes the eastern shore

a dangerous lauding spot.
Travel rates ou Cakeshima follow (in rniles per hour and

assuming an unencutttbered hutnan): beach l2; forest 6;

mountain path 4; mountaiu cliff 1 if a nrountaineer-

ing/climb test succeeds (on a failed roll, no tnoveurent that

hour aud a fall of 1d6x10 feet). Cakeshin'ra is densely

populated for its size, so the gatnernaster should roll on

the Cakeshima Random Eucounter table flable 2) every

hour.

G1. Korobokuru Village. The roughly two-hundred
korobolanru on Cakeshima live in a village situated on a grassy

ledge over looking the sea. The circular hottses are soundly-

constructed of n'roftarless stone arld tinrber roofs. The

korobolanru fisl'r, grow crops, and raise rnangy sheep. They

constantly battle baken'rono who share their island home. See

Gakeshirna Randour Encounters for korobokuru statistics.

The korobokrru speak ouly their tribal tongue and the tmde

language, so contntunicatiotr tnay be a problenr.

Visitors to the village inevitably meet Kao-akai, only

recently appointed chieftain aftel the previous one was

killed by bakemotlo. Kao-akai's rnost obvious feature is his

bright red face, the result of a curse. He was the young

korobokuru who stole the scloll from the temple all those

years ago and still suffers for it. Other korobokuru have

found that the curse's rnost dangerous aspect is its ten-

clenryto hide Kao-akai's anger until he shows it physically.

He renrembers all too well when the monks of Kashikoi-

kani arrived on Gakeshima. His tribe helped build a temple

on the eastertl peak. Since that time' the monks have been

reclusive and not one monk has been seen in the last year'

Kao-akai regrets hastily throwing the scroll into the sea'

Should he discover that the PC possesses the scroll, he does

everything in his power to help return it to the temple'

hoping that this will lift his curse'

Kao-akqi: Skilled warrior; brave; strong, very agile,

healthy, charismatic; canoeiug, fishing, tracking,
husbandry, carPently, fanning; shark-skin armor;

two hand axes and short bow; Kao-akai fights with
a hand ax in each hand'

G2.An lll Quench. Dug into tl're t'nountaitl near a crossroads

is one of nrany cisterns built by korobokuru to catch and

store rain watef. However, a clever bakenrono has poi-

soned this water by tossing in a small, green snake. The

toxic slime oozing fiom its skin is deadly if ingested. While

the large volume of water has diluted the poison some-

what, those who drink from the cistem must rnake a healtl'r

roll or become ill for 1-3 days. Weakened indMduals have

tl'reir strength, dexterity, constitution and nroveurent re-

duced by half. A spell which neutralizes poison makes the

water palatable for one hour. Unless the suake is discov-

ered and removed, water in the cistenr returns to toxic
levels after this time. The snake is otherwise harmless.

C3. Shrine to the Mountain Spirit. A dozen iregularly
shaped stones are piled beside the path. Some of the

snraller storles are suitable ammunition for slings while a

few larger rocks contaiu veins of what appears to be gold

(actually Fool's Cold). Ou a sttccessful religion roll (at -102")'
a shukenja recognizes the pile rocks as a primitive sllriue.

A character who prays to the island spirit of Gakeshinra has

a 1096 chance (159; if korobokuru are present) of receMng

some sort of blessing for 24 hours. Anyone who disturbs

the shrine is 8096 likely to fall under an curse. This is also a

suitable spot to speak with the spirit of Cakeshirna.

C4. The Rocks Roll. The rocks which fill the pass between

Gakesl.rin'ra's twiu peaks shotrld warn perceptive PC to a

fecent rock-slide. When a character begins to clinrb over

the rock-pile, surall pebbles dislodge fronr tl're slope.If the

cliurber quickly retreats, the rocks stabilize' A persistent

clinrber must roll under his agiliry or dalnage equal to a 10'

t6 Tlrc Scroll lssue #tz



.!

1d100 Random Encounter

81 - 85 Korobokuru (1-4): Dwarvish wild-men armed
with spears and armored in shark-skin.

95-98 fengu: Crow-headed woodland spirits;
malicious.

99 -,00,, ncu, no ii ttre foul oniwhich has taken over

:::::,:,.,.,.,.........'..,...,,..,. 
he.,.teinplellloJ KaShkot;kanir:iPreSe}ltli out

,,.ii,.:i:..i:.,.,.;.;...;..........hu,nting,...f0:r. 
.food,,,hb consideis weary

::: shukenja to be dalicious morsels (although a

:, : little on the lean side) Aoi flees if at all
.. ..:.:l:l:,r.r.lr,i,:r:r:::,,:,,.:rw=6unded,:onfoced witr pqwefulr:magict JSee

ar# T9 for:his statistics]. :

Nole Roll every hour on thrs iable each day thal lhe PC rs lraveling

on the island

Toble 2: The Islond of Gokeshimo
Rondom Encounter Toble

fall flom turnbling rocks before leaching the opposite side.

C5. Drooling Wisdom.

The pine trees glow a little nrole densely towards
the base of the cliff. An olcl utau crouches in the dirt
beneath a large pine. His skin is tough and wrinkled
rvith great age but liis face holcls an expressiou of
child-like innocence. Bare to the'w,aist, blue tattoos of
stylized crabs cover his entire upper torso.

A night, an attlactive fentale korobokuru sits uear tlre man.
She dresses in a pale-pink, short-sleevecl kinrono, white
socks and sandals. An intelligence test is uecessary to
uotice that her obi (long sash) is tied in a dlum knot,
sigui$zing nrarriage. During the day, she hides in the
brauches of a pine tlee and has a I in 6 chance of being
no ticed.

This old rran is Cakuurou, the last nronk of l(ashil<oi-
kani. The feurale koloboktu'u is a con-tinh. When the
nronks fir'st arrived on Cakeshin.ra, a korobokulu girl fell in
Iove with Cakunron. Realizing that her fanrily aud the
rnonk's vows pleventecl them fi.ont being united, she threrv
herself offa cliff. Her spilit clainrecl a tree and has r.enraiued
here since. Mole recently, when Cakuuron was driven fr.our

his temple by the oni, he stuurbled by this spot and was
driven mad by the con-tiuh's laugh. ln an unuatulal way,
the lovers are ouce agaiu united.

Duling the day, the con-tinh "possesses" Gakurron in
older to answer questious in an intelligent ntanner. At
night, the con-tinh communicates directly. In his reduced
nreutal condition, Gakunron thinks that he is in love with
the con-tinh so he fights to defend it. The con-tinh does
not wish to see its "husband" injrrred and will use its laugh
and possession powers to their best effect. Ifthe con-tinh's
tree is threatened, it saclifices Gakumon to save itself.
Sonre types of spells may lift Gakumon's nradness.

Buried at the base ofthe con-tinh's tlee is the skeleton
oFa female kolobokulu, a golden statue of a man-serpeut,
and a chunk ofcoral.

Gakwnon: Powerflul monk; average bravery; wise and
intelligent (although cur.r'ently mad); religiou, callig-
laphy, paper-rnaking; uo an.nol'; no weapons but a

skilled nraltial-artist; Gal<nmon fights with the nrar'-
tial arts style of I(ashikoi-kani, the Crushiug Claw,
which utilizes locks and holds.

Con-tinh: An evil spirit whose laugh can drive nrortals
iusane; sornewhat lesistant to spells.

C,6. Dark Spawn. The urountain tlail passes a cave entrarlce
fronr which wafts the foul stench of rottiug nreat and offal.
Within is the honle ofthirteeu unwashed baken'rono. Other
balcernono caves exist aud nray be placed by the gamemas-
ter as he wishes. During the day, the bal<enrono are inside
theil cave and have only a 1090 chance of noticing sorneone
pass the entrallce. At night, tlrat chance that they notice
soureoue passing the entlance incleases to 809a siuce some
bakemono may be wandering about outside. The
bakemono btrlly small parties and attack korobokuru on
siglrt.

The bakentouo are filthy and possess an assortnrent of
lrol]-conul)unicable diseases and parasitic pets. Their
leadel is Byoki, a possessive female with gray fur', big ears,
aud buck teeth. These bal<emono have made periodic trips
to the temple of I(ashikoi-kani in an atternpt to persuacle
the oni to become theil leader. They feel that the oniwould
turu the tide of their battle with the korobokuru and give
theil band donriuauce ovel the othel bakemono. So far.,
the oni has only s1>ulned them, even refusiug to eat one of
their number offeled as a gift! This inforuration may be
beaten or bribed out ofthe bakeurouo.

The tunnel is 30'-long and leads to a single cave, used
equally as kitchen, sleeping qualters, and latrine. Needless to
say, the conditions are unpleasant and unsanitary. Hidden
beneath a pile of bones in the back of the cave is the
bakeurouo's treasur-e: an obsidian statue of a turtle and a

huge, r-ough clianrond. \Mrile it appears worthless, the dia-
nrond could be very valuable if cut and polished by a jeweler.

f--
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Yott cmck the clay and move the stone slab aside,

revealing a natrowtunnel. The seal has apparently been

in place for some time, for the air within is dty and stale'

After crawling a clozen feet along the rough-hewlr tunnel,

you euter a 1 5'x1 5' cave. Covering the floor are hundreds

tfbroken bones and ten sktlls. All have been picked clean

offlesh. A fly buzzes annofngly around your head'

G7. Cave ofthe Deacl. The stone slab covering the entrauce

to this cave is sealed with dried clay. If a character breaks

the seal and enters, read the following (assurning a light

source):

These are the rernains of ten monks of Kashikoi-kani' The

eleventh has becotne a jiki-niku-gaki (a ghoul) and flies

about in insect form. It attacks once the PC is busy exam-

ining the remains but will flee if severally wounded' A

search of the bones turns up a brass key which opens the

tansu iu area T6.
Tlle gaki/rnonk died eleven months ago; his spirit may

be spoken to through divination skills. He knows uothing

about the oui (having died a little earlier) but can say that

he was the seconcl-last monk to die. Obviously, the last

monk coulcl not eutotnb himself, but this infomation still

hints that oue tnonk nray yet live.

Mop 3: The Temple of Koshikoi-Koni

fu.'
MRtttt Lrveu

LOWEP LEVEL
o 5 to152c
ffi-
scALE ( reerl
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Jiki-niku-gaki: A ghoul-like spirit which attacks with
teeth and claws; stupid but cunning; can turn iuvis-
ible, shape-change into an insect at will, and regen-
erate.

Temple of Kashikoi-kani

The winding path opens onto a natural ledge, rniles
wide. The mountain face towers above on one side
while a sheer cliffplummets iuto a valley on the other.
Between these two natural wonders squats a lalge,
dome-like stmcture. Built of bluish stone and totally
devoid ofomamentation, it cornplements its surround-
ings. Wrile the style and construction of this building
is completely foreign, the geneml layout matclles the
gutted Temple of Kashikoi-kaniin Yoake!

Korobokuru and those who pass a stonemason roll recog-
nize the dwarwish construction. The path to the temple
meanders through a srnall but carefully arranged garden.
The shrubbery needs trinrming and weeds run rarnpant
among the flowers. A character who makes a landscape
gardening test realizes by tl.re amount of overgrowth that
the temple grounds have been neglected for about a year.

There is a 10% chance that the oni Aoi is in the temple
when the PC arrives. If this is the case, he resides in the
Iibrary (area T9), eating or sleeping. More likely, Aoi is out
hunting or torturing creatures smaller than himself. He
retums as the PC searches the library or Ieaves the temple,
whichever is earlier.

T1 . Entrance. The only entrance to the temple, a stout pine
door, opens into a small entrance hall, perhaps 10'x l5'.
The floor consists ofpolished pine boards. A rack standing
against the eastem wall holds twelve pairs of musty slip-
pers. Visitors are expected to change into slippers before
entering the main temple. A shukenja who fails to follow
this custonl, however impmctical it may seenr, should'loose 

a few experience points at the end ofthe adventure.

T2. Temple Proper.

Twelve pillars suppoft the domecl ceiling of this
100'-diameter chamber. Beside a shoft pedestal in the
center of the room lies a toppled, wooden statue. Twice
life-size, the statue has presumably been caryed in the
Iikeness of Kashikoi-kani himself. His carved robe is
spread open at the chest to reveal the tattoo of a crab.
Upright, the imposing god would sit cross-legged, an
expression of divine contemplation on his broad face.
In its present position, the painted face seems to fi-own
as he stares at the ceiling.

During the day, this chamber is illuminated by a light
streaming through a large circular window in the ceiling.

The window is iustalled in a positioned a little south from
the center so that direct sunlight strikes tlle statue each
day at uoon, I(ashikoi-kani's holy hour of contemplation.
In poor weather, the window could be covered with a

wooden shutter, but currently the shutter lies smashed on
the floor. The oni Aoi corles and goes though the window
because he finds the temple's main entrance a tight
squeeze and has trouble wor-king the latch anyway.

The mahogany statue is skillfully painted aud inlaid with
gold (very valuable but weighing 200 lbs.). If a shukenja
replaces the statue on its pedestal (requiring a strength
test) and prays to Kashikoi-kani at noon, the following
occurs:

Lights streanrs through the circular window, reveal-
ing tl'rousands of skulking dust motes. The statue's
bland colors brighten considerably and you would
swear that the hint of a slnile had crossed Kashikoi-
kani's face. A multitude of questious suddenly come,
unbidden, to mind and you feel compelled to ask thern.

Kashikoi-kani has rewalded the shukenja by answering l0
questions. Kashikoi-kani implants mental answers of
'!es", 'ho" or "perhaps". Being a deity of education,
Kashikoi-kani knows much but is hr from omniscient.

T3. Minor Statue. This small alcove contains a life-sized,
wooden statue of Bijutsu Daishi, the patron saint of aft,
creativity, and paper-making. No miracles occur trere.

T4. Holy Paper. Scores of small, brown bats hang fionr
ceiling in this alcove. Characters wtro enter this area dis-
turb the bats which flap about the alcove until the intruder
leaves. Each round, a character has a 50% chance ofbeing
bitteu.An ornatewooden box contains a fragment ofcmde
paper urade ofpressed mgs. The monks ofKashikoi-kani
claim that this is the first sheet of paper ever rnade,
supposedly by Bijutsu Daishi (see area T3). This treasure
has only religious value.

T5. Hall. Four doors lead out of this 5' x 7' hall. The floor
in this hall (as well as areas T6, T7 aud T8) cousists of
polished, wooden planks.

T6. High Monk's Room. This sleeping room is completely
bare except for a few paintings on the south wall. One
kakemono (hanging scroll) containing a profouud Haiku
hides a closet (treat as a concealed door). The closet
contains musty bedding and sheets and a tansu (chest of
drawers). Wrile poking around in this closet, the PC dis-
turbs two nonnal scorpions which were fighting over a

dead mouse. The scorpions each attenrpt one sting attack
(no physical darnage, but poison) before scunying into
hidden crevasses. Tlle tansu itself is locked but not trapped
(the key may be found in area G7). The top drawer holds
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two plain, btown robes and many rat droppings, while the

lower drawer coutains a tnagical writing kit which in-

creases ones writing/calligraphy skill.

T7. Lesser Monks' Room. This toom is bare. The closet is

in plain view and contains only sheets and bedding.

T8. Kitchen and Stores. A portable charcoal burner rests

on a low,3'x10'table in the center of the toom. Twelve

ripped cushions lie scattered about the rootn. A chest in

tlie norttr-eastern corner holds wooden bowls, plates and

chopsticks. The soutl'rern part of the toom is the pantry,

separated from the kitclten by a partition. Most of the

foodstuffs were used up before the oni invaded. Wrat
rernains consists nrostly of pickled vegetables contained in

ceramic jars. The single ren'raiuing sack of rice l'ras been

ripped open and a giant rat hides within.

T9. Library.

The door at the bottou'r ofthe stairs has been ripped

off its hinges and lies just inside the archway. The

30'-diameter chamber beyond is dark stinks of damp

fur. Of the hundreds of uiches in the wall, only a few

hold manuscripts. hlstead, the precious scrolls and silk

tapestries have been pulled from their places and lie in

a ripped and soiled jumble ou the floor. Sotne kind of
beast has rnade its lait'here, as evident fi'om the clots

of fur and bloody bones mixed with the manuscripts.

Much of the hoarded lore is ruined. The salvageable items

include a silk-in-gold painting of Kashikoi-kani, scriptures

of rnany major religions, scrolls containing history of many

lands, folklore and poems. One rarity is a bound book -
an epic novel about love and hate, honor and deception,

and three genemtions of a noble family. There is even

somettring written in the language of the Gajin. Anong the

manuscripts still in their niches is a scroll holding a spell

(GM's choice). Aoi's personal tl'easure is mixed in with the

bedding, consisting of gold coins, a chunk of obsidian, and

a broken, porcelain bowl decorated with scenes of sea life.

If Aoi is not in the temple (see Temple of Kashikoi-kaui

above), he retums now. If present, he has heard all but the

quietest intruders and prepares an atnbush. He hides be-

hind the stairs and jumps out to grapple with the intruder,
intent on meeting the individual bold enough to invade his

lair. Only if the PC annoys him will Aoi atternpt to kill. In
this case, he fights with a huge wooden mallet, believing

that arrned conrbat shows he has a measure of sophistica-

tion. However, he has a curnulative 20'o,6 chance per round

of becoming fed up with the weapon and revertiug to

fighting with teeth and claws. Aoi moves the battle to area

T2 so he may use his powers to greater effect.

Savage and stupid eveu for a lesser oni' Aoi's face is a

ptzzle of bulging eyes, protruding tusks and other homid

features. He is stooped, twisted, covered with thick, mat-

ted hair and wears only a wolf-skin loincloth. Aoi has been

ridiculed by fellow oui for his lack of sophistication. Aoi

came to the temple of Kashikoi-kani in the belief that a

cleity of education would have the best chance of teaching

him civilized behavior. Since Aoi cannot read, he sleeps on

the manuscripts. So far, he has not learned anything.

When he leams that the PC is cultured (e.g. "Uh.'.nice

clothes...speak big words"), he demands to be taught how

to act cMlized. Through role-playing or spells the PC

should attempt to guideAoi on the path to cMlization. Aoi

is easily upset so this could be difficult. The CM sllould rnilk

this encounter's absurdity for all its worth. If the PC suc-

ceeds in his task (to the CM's satisfaction, at least), Aoi

leaves the ternple with a sense of superiority, if not actual

cultnre.

Aoi (lesser onrf: A barbaric, dull-witted oni with the

ability to fly, shape-change, and become invisible;

he is very frightening to behold; Aoi speaks a number

oftribal languages.

Concluding the Adventure
If Kao-akai accompanies the PC, his curse tnust be at-

tended to. Ifthe stolen scroll (perhaps still in the Posses-

sion of the shukenja) is retumed and a shukenja petforms

a purification ritual, the korobokuru's face returns to its
original tanned cornplexion. Kao-akai is supremely grate-

ful and becomes the shukenja's most loyal follower.
The returnvoyage nraybe as simple as saying'You return

to Yoake after teu days of swift sailing" or played out in
full. Back on the mainland, the PC must donate the manu-

scripts to a temple or (better yet) build a new tetnple to
Kashikoi-kani. IfCakumon is preseut, he can take over the

adrninistmtive duties and let the PC get or with other

adventures. However, it rnay be fun for the PC to choose a

suitable sPot to build the temple' sancti$r the land' seek a

patron to fund the coustruction, and so on. Another job

wllich may take months to complete is the salvaging of
lore. This includes rewriting some of the more mgged

manuscripts, carefully washing the tapestries, and otller
such duties. Again, this can occtlpy as much time as the

player aud ganremaster wish.
The PC nraywish to study fi'om the texts he has spent so

much tinre and energy searching for. Enough rnaterial

exists for a character to learn many different skills: her-

aldry, calligraphy, poetry, religion, navigator, paPer-

maker, variotts wt'itten languages, and perhaps others. C
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Can you spot the player character?

If you picked the man being strangled, you're wrong!
Lost Souls is the firsf role playing system for
'adventures in the afterlife. Now you too can rise from
the grave as a rvight seeking revengel

Not into vengeance? Then lry a fun loving poltergeist
out to scare the living. Or how about a phantom
prowling the Outer Planes? Only LosI Souls lets you
return from the dead as your choice of 22 ghostly types.

"Lost Souls is an extremely satisfy'ing product. Ils Look
premise is unusual, its characters exciting and ils
mechanics fun . . . I heartily recommend this game."

-Lester 
Sntith, Drag on'8- flIagazine

re$ sg#h;"
On Sale Now!

Fully revised and expanded.
for it at hobby and game stores everywhere.
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Treatures of the
fiar East

L Collection of Rsre ond Exotic
Treasures for onq Oriental Compoign

Bq lbthyLuzzi
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ffitru following is a table of 100 items for game lnasters

I who want to roll up treasures uuique to the far easteur
I world. These will help provide a variety of items for any

Oriental Adventure campaign. The CM should feel fr-ee to
alter any of them to suit his or her own campaigu.

Most ofthe items in this table are non-magical. Those that
are magical are indicated iu the Trade Value column of the
table.

The following sources were used to create this article:

Osborne, Harold. The Oxford Companion To The Decorative
Arts. Oxford, 1975.

Shoten, Kadokawa. The Pictorial Encyclopedia of The Ori-
ental Affs. New York, 1969.

1d100 tion of ltem Trade Value

01 lncense Burner.7" high x 12" long, copper in shape of a crouched dragon with blue-green '105 gold

zircon eyes (50 gold pieces each), hinged back lid, holds block of jasmine incense (1 silver piece

04 Scroll Tube. Carved ivorywith scene of leamed men looking at scroll, 10" long x 3" diameter (2

gold value). This sacred scroll contains a treatise illustrated with ink drawings of various diseases

12

13

14

lssuc #tz fhc Scroll 2'

-

and their cures, Careful readinq of the scroll will require two weeks.

Horse Trappings. Bridle and hamess of white leather, omamented with gilt edged designs and 2400 gold

inset red gamets (seven in bridle, twelve in hamess, 100 gold value each). ln good condition.

BowL Carvedbrownjade,5"diameter, centerdesignof adragon incloudswithaborderof trailing 250 gold

07

08

Lufe. Five strings, made of carued red sandalwood wrth mother-of-pearl inlay.

Tsuba (Sword Guard). Gold, 3" round, openwork design of a crab,

500 gold

150 gold

5250 gold

17 Sword Handle. Carved of v*rite jade in shape of horse's head (195 gold value), turquoise inlaid 2725 gold

eyes (10 gold value each), with bridle of inlaid gold wire (5 gold value), and 50 tiny rubies (50

value each), mane of inlaid silver wire (5 oold value) decorates horse's neck.

20 Bowl. 6" diameter carved white jade flecked with green, with four feet, shallow carved relief 400 gold

design of a cap.
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1dl00 Description of ltem Trade Value

Cabinet. For books, with brass handles, gold lacquered design of a 1000 gold

pine tree with soanng hawks, drawer contents determined by GM.

Yabate. (Portable container for writing equipment), gold foil over

lacquered wood in design of entwined snakes, with gold silk cord

and tiger head netsuke of gold (netsuke worth 5 gold, inlaid eyes of

Covered Vase.gVz" tall of white jade, two elephant's headed-ring 1400 gold

handles, one side shows low-relief carving of woman playing the

lute. Crest of a prince (two phoenixes) carved tnto the foot of the

vd5E.

29 Scroll Tube. Black lacquered wood with gold cap ends, containing 10 gold

scroll o{ color wood block prints and wrltten text of bushido (the code

Hanging Lantern. Erass, 10" tall x 18" diameter, pierced with four 40 gold

barred apertures (one hinged for placement of candle), dented;

33 Libation Vesse/. Pale green jade, 12" tall, decorated with climbing 5500 gold

dragons in high relief, one forms handle.

34 Saddle. White leather and wood, without stinups. Saddle leather is 5 gold

Chesf PIain wooden with brass handles and htnges. Contains:

Noh-play robe of silk for female roles with design of pine and butterfly

roundels on white ground (5 gold value), Noh-play mask of painted

paperformale role (1 silvervalue), carved painted wood play masks:

one for ugly-woman roles, one for drunken attendant roles, and one

for young woman's roles (3 silver each).



38 ,,, Bor. Sllver !n the form of a toitoise, with two trger eye=inlaid eybi , ,. , 25 9016
.....(10goldvalueeach),9-long,6i:.tallatcrownpoint.:ofshel|,.,:..:

,,,,..:Removablesheltcovei.,:

1d100 of ltem Trade Value

37 Ewer. Glazed ceramic, phoenix head, with splayed feet supportrng 55 gold
a pear-shaped body decorated on both sides with dancing
phoenixes. A loop handle attaches phoenix head to body. 13" tall,

3" diameter at mouth

39 Quiver. White leather over wood, with gilded design of pheasants, 30 silver

;4*,,;,,:;1,11,

::t:'::::::::::::::::::

:::]::::::::::|:::|:i:

45

Box. Carved emerald green malachite in form of lotus flower. 25 gold

Crown. Gold with pendants of gold and carved green jade (65 jade 27,500 gold
pieces, 5 gold value each) 22" tall.

47 Sfafueffe. oi; ;;;kuy,';arveJ ot urown iJ", s' turr roo g;rl

50

51

52

53 Coaf. Gold and ulver silk brocade on pale blue ground. 180 gold

55 Writing Box. Gold-lacquered wood, cover decorated with design of 5 gold

boats among reeds. Box contains: ink block, brushes and inking
s!one,,, 

,

55 ' , ',.,.Hait. ,for.maieine, red:tacquered wood over gtiii,'f i 
tarr.Wlih 

' ,,,, 10 sitvet

lssuc #tz Thc Syoll 2t



26 T'lrc Scroll lssuc #tz

1d100 Trade Value

Box. Small, made of beaten gold with ring on top lid (1000 gold

value). The box contains a set of six thin gold tablets, held by tiny

gold hinges. Each tablet is inscribed with one magical spell (GM's

choice). When spell is memorized from one tablet, and then cast,

the inscription vanishes forever but the tablet will remain intact.

However, only an extremely powerful wizard can attempt to have

each tablet inscribed with a

Chest. Plain wood, with two brass handles and hinges (5goldvalue). 605 gold

Contains Three silk kimonos embroidered with gold and silver

threads: one with design of flowers and birds of the four seasons on

white ground (250 gold value), one with design of flowers and birds

in panels at shoulders and skirt only, on white ground (200 gold

value), and one with design of flying herons on dark blue ground

62 Bowt. Glazed porcelain with chrysanthemum design, 4" diameter, 10 gold

2" high

63 Bonsai.12" tall Japanese red maple, in red glazed ceramic bowl. 50 gold

iifuror. Polished bronze with low-relief castrng on back, displaying 325 gold

design of two cranes and cherry blossoms. 10" diameter. A
perforated knob at center back allows for hanging.

67 Pearl Necklace. 30" long, with green jade pendant and gold clasp. 250 gold

70

71

72

Comb. Mother-of-pearl, inlaid with pieces of coral and pearls. 10 gold

Kabuto. (Helmet), Gilt bronze, engraved with filigree designs. 100 gold

Bangle Bracelets. Apple-green jade (2 - 20 4' diameter jade 10 goldeach

75 Lantern. Red paper over melon-shaped wood frame, with brass 20 silver

hanging ring and red silk tassel. When candle is lit - inside - a

concealed map fragment is revealed.

76 Fur-Trimmed Robe. White silk with phoenix design, embroidered 420 gold

with gold and silver threads, in frayed, age-stained condition.
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1d100 of ltem Trade Value

77 Mfuror. Polished bronze, back lacquered with silver paint and inlaid 115 gold
with mother-of-pearl. Back design of lotus blossoms, on one petal

is an inscribed love poem. 12" diameter.

78 Isuba. (Sword Guard). lron, square with rounded edges, engraved 75 gold

Cabinet. Red-lacquered zelkova wood, with gilt bronze hinges and 1625 gold

nine drawers. Cabinet painted in gilt design of swallows flying in the
rain. Top, middle drawer has lock with key and contains a love poem

written by a courtier to a court lady. Cabinet measures 29" x27" x

83

84

lhtana.26" long, inlaid silver flame patterns along the length of
blade. Black lacquered wood scabbard with silver-inlay dragons.

Fan.7" long, carved strips of sandalwood, has yellow silk tassel.
L4/hen the fan is opened and waved, the air fills wth sandalwood

80 gold

3 silver
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Scroll Tuhe. Carved rhodochrosite, contains two scrolls of
illustrated poems of flowers and birds of the 12 months

Jewel box. Wood, painted with gold lacquerand inlaid with mother-
of-pearl in the design of a nightingale in a plum tree. 5" x 8" x 6".

Contains: hairpins (set of seven, 20 silver each), of carved coral with

Chopsficks. Carved ebony with mother-of-pearl inlay and gold 1 silver
filigree.

Umbrella. Paper, with painted designs of orange chrysanthemums. 10 copper
Dirty and water-stained, but wood parts are in good condition.
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1d1 Trade Value

96 Chariot's Frontispiece. Hawk's head of carved and lacquered 30 gold

wood, painted gold.

99 Snuff Boftte. Carved laprs lazuli in form of a swimming couple nsing 20 gold

from waves.

00 GM's lnvention. A unique magical item, arttfact or relic. Roll again Varies

and alter the item as the GN4 chooses (example: The item could be

magical in some way, or be charged with spells). Or the GM can

srmply ignore rolls of '00',
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Part 4
firti^on By Ken St, Cyr

trr Story So Far; Petty crooks Gollien crnd the Baron

had heen making, a nice haul intpersonating the

dreaded CoL assassins ctf the Cult of Clister, until Lhey

were discovered hy the LiLtle Hill city wutch. \fter being
qttocked by unnatural creatures seeking a glowin1l gent they

v,ere arrested and accused o.f a series qfbrutol nturclers. The

owner o.[ the gem hds realized it has chunged hands and

continues his e.fforts to.find it, while Captoin Cunt oJ'the watclt

seeks the real nturderers.

Curn carre to visit a roonl in the Wild Elcas that had

been turned into a cross between a hospitaland a holding
cell. Callien was couscious aud quite alert when the
Captain of Little Hitl pulled up a stool beside ltis couch.

Curu staled at the little nrau a ferv momerlts without
speaking, settliug comfortably on the stool. He felt nruch

rurore at ease talking with corunrou meu like Gallien than
under the pressule of his ar-istocratic patl olls. Here he hacl

the upper hand. Still, he kept in mind that Gallien was
indeed a wily logue. When he had finally oldeled his
thoughts together he cleared his throat and posed his first
question. 'Your attackels, Gallien, did you get a good look
at thenr?"

The rogue shrugged and legarded his interrogator
warily. "They were lnonsters. Hideous ghouls."

"You don't see those wandering about the city much,
eveu at night, do you?"

"But they wore dark lroods and lobes, so at a distauce
they looked like nren. TrLrthfully, you corrldu't tell them
flom any other gang of hoodlunrs iu Bouldonue, heh.
That's what I thought tl'rey were until one of them stuck
his face at me."

Curn lested his fist on his thigh aud staled at the floor.
He glunted.

"Hard to believe, but not rurheard of. There has

always been cultist activities in Bouldoune, many
of them criminal." He had a hunch about the 'Ah, but I'ur not a thiefl" Callien replied.

particulal cult iuvolved and what As Gunr left, Gallien retneurbered

othel activities theywele up to, but so farwhat aclditional
iuforrnation he had gotten only complicated tltings fur'-

ther'. He ueeded to know what the cult was up to.
"Let nre tell you sornething, Gallien, in the hopes that

uraybe it help you to help me. I believe these creatules
ale part of a plot to abduct the young wouren of Bour-
donne's ar.istocracy. To what end I canuot say, but what
I ueecl to know fronr you is why they would attack you."

"Eh, do ghouls need a reason?"
"Did they want sornething flom you? They certainly

didn't nrake sure you were dead, so obviously they did
luot wal)t to kill you."

Callien shlugged orlce nrore.
"tFthey wantecl sonrething," he said, "they migltt have

taken it. Hattedran knows auyoue could have cut with
everything I was canying as I lay uear death. I'm only
lucky I wasn't canying rnuch."

'And I arn surprised at that," Gur-n said as he rose.
"But uraybe the reasou you al'e such a good
thief is tlrat you aren't too careless."
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having secreted an object in a safe spot before oo.
leaving the Wild Elcas on the night of the assault.

Despite the pain of his wounds, he dragged himself
acl oss the floor and with trembling fingers eagerly dug

orrt the hole he had made in the wall at the foot of the
couclr. Then he choked and beat his fist against the floor.

The little 

"t: 
stone*was 

10n"' . *.

Captain Gum made a call upon the house of Lord
Arenes the next nrorning. The aristocmt was having
breakfast, before getting into the business ofthe day, but
he eagerly accepted Gunr's presence into his salon.

Gunr stood uucornfortably near the door, opposite
where Lord Arrenes sat silhouetted by the sun-less light
ofdawn coming through a window. The aristocrat invited
hinr closer, but did not offer a seat.

"So what brings you here so early, good captain?"
"This is merely the first item on my agenda, Iordship. I

like to get an early staft."
"Hnrnr, so I see." Lord Arreues chewed on a piece of

bread and washed it down with wine. "Well, go ahead,
then."

'Ah, yes, sir. Due to the laws ofthis city, lordship, I have
been unable to track down the whereabouts of your
daughter. It falls into the jurisdiction of other watch
colnpanies as well, and in particular a certaiu rival corn-
pany of the Forum."

"l see," replied Lord Arrenes. "So you require rne to pull
some strings for you? That is not difficult captain. But
what is troubling you? You look ill."

"l have doubts as to the successful resolution of this
afhir, your lordship."

Lord Arrenes grunted as he bit into a small fi'uit, its
juices flowed over his jaw and dripped into the bronze
dish he held beneath his chin. He licked his fingers and
handed the dish to an attendant, exchanging it for a

towel.
"Those," said the aristocrat, "do not sound to me like

the words of a captain of the watch."
Gurn balked. "l must apologize, your lordship, but I

believe you have a rival plotting against you and ceftain
other menrbers of the Antegene." He ganrbled, ftrmbled,
made up sentences. 'A greedy lnalt, unscrupulous in his
dealing and ruthless with those who stand in his way. He
is the head of a secret cult of demon-worshipers that I

have been investigating for sonre tirne now. They have
been relatively quiet until lately, but I am sure it is them.

And if I am correct as to who is behind this affair, then
this rnan's criure fall on a level well above my

Just past midday the Baron lay upon the cold
pallet ofhis cell, his fingers laced across his chest, his
eyes half closed through boredom or langor. Then a

sound snapped his eyes awake and he rose as four
guardsrnen ofthe watch eutered the dungeon ofGarrex
Tower and approached his cell.

"lt'll be tirne foryou," said one of them, the first speech
the Baron had heard since being locked up.

The lead guardsnran uulocked the cell door and tl're
other three escofted the Baron fi'om his cell. As soon as

he had left the bars behind, the Baron leapt into action,
tossing one watchman against the wall and stnrggled with
two others as they attempted to subdue hirn. He slipped
free of their grasp and bounded up the stairs toward
freedonr. A leveled crossbow nret hinr at the door.

It was Conrnrander Dide Caldean who held the weapon
and spoke to him coolly. "Come peacefully Andalorian,"
he said. The Baron submitted, aud the watchmen es-

corted the man onto the ground floor of the tower,
followed by Commander Cardean.

The tlortherner was greeted there by a dchly dressed
man who auuounced hinrself as Scavis Arrenes, aristocrat
of the Paladean. The Baron eyed him suspiciously.

'You don't look like an executioner," he said. 'And
besides, I thought the Grivellians handled capital punish-
ments."

Arrenes laughed merrily, spreading his arms wide.
'As a lnatter of fact, it has been known for the Paladean

to handle executions in certain special cases, but I have
not come here to discuss decollation or the specifics of
Sadarian legislation."

Lord Arrenes coufideutly regarded the massive fi'ame
ofthe Baron. Even though Arrenes was tall for a Bourdou-
nese, the Baron topped him by a haud's breadth.

"l have seen you fight, Write Lion," he said casually.
"Never lost a bet on you. Captain Gum told me you could
be trusted."

"My honor bounds me to be trustwofthy, but I must
warn you, any deals you rnake with nre are nlade through
Gallien first. It's an arrangeulent we have and never
break."

"l have ah'eady spoken with your convilescing f iend,"
said Lord Arrenes, eyes brightening. "So this is in full
agreement with his wishes."

The Baron could have asked to see Gallien first, and
hear it from him, but he lealized that Lord Arrenes, too,
had a sense of honor. He decided not to risk affr'onting
the nran,just as Lord Arrenes strode up close and looked
him in the eye. The Baron grimaced under the aristo-
crat's a[ogant smile.

"l have soure work I rvant you to do for ure."
The Barou fr.ornned.

authority."
"Hurnph," said Lord Arrenes. "l see your

probleur. Well, let's see what we can "What kind of work?"
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"The kind of work I suspect you have soure

experience at. Less than legal work."
The Baron shrugged. 'You must nlistake nre for

someone else."
"Oh, tro, Curn was quite clear in his descriptions ofyou

and your alleged activities."
"What is it you want exactly?"
"We will discuss this in private."
Lord An'enes comuranded the guardsnren to escort hinr

into one of the upstairs offices and to leave them in
pfivacy, save for a guard at the door. Ouce inside Lord
Arrenes nrade his intentions clear.

"l want you to assassinate an aristocrat."
The Baron started, his mouth agape in shock. He started

to spuft sornething out, but Amenes waved him down.
"Let me explain, and perhaps you will understand why

I have chosen to take such an extrelile action. My daugh-
ter has been kidnaped, as well as the daughter of a

merchant fi'om another city, we believe they were taken
by the same cult responsible for your friend Gallien's
present condition. These cultists l.rave apparently tapped
into a source of potent witchcraft, which they are using
to break all the rules we play by. Hence the pair of you,
who will serve as our rule-breakers."

Lord Arrenes explained the details, how the Baron was
required to deal with the ghouls, aud above all, deal with
Lord Merides.

"Wry not just hire an Assassin from the cult of Clister?
They're the expefts at this sort of thing."

"My fi'iend! I offer you freedom in return for your help.
The murderous cultists of Clister would nrerely take nly
wealth. And for all I know, they could be behind this."

'Then you have myword, Lord Arrenes," said the Baron.
"l shall do as you wish."

The Baron wandered out of Carex Tower as if seeing
daylight for the first tirne in his life. Having spent so many
years confined or enslaved, fi'eedoln always felt new to
him. As he strolled towald Burdivane North he realized
there was much infornration Lord Arrenes had not told
him. Muttering his discontent with the Bourdonnese
officialdon'r, the Baron resolved to recruit Sailor, Gallien's
childhood buddy.

Sailer could always be found loitering witl.r one or two
ntenrbers ofhis large gang around Burdivane's busiest -and therefore nrost profitable - squares and rnarket-
places. Sailer and the Baron were acquaintauces, not
fi'iends, but Sailer could always be counted on to help out
a fi-iend, even by proxy. And indeed, Sailer proved to be
verywilling to assist the Baron with the skills of his trade.

The Baron bayed farewell to Callien, who smiled feebly
. and waved them off.

The two entered the temple at night, when the
Forunr was deserted and the streets were quiet.

Unbeknownst to either of them, however,

was the presence of Dedrinti, who had been
keeping surueillance over the tenrple and now
tailed the two as tlley passed into the depths. And
behind hirn, wrapped in dark cloth and heavy ban-
dages, liurped a sn'rall drooling man whose desperate
eyes saw a little yellow light at the end of a tunnel.

The entrance from the surface led to a Iong tunnel
which wound its way between shadowy alcoves filled with
the ancient dead. The Baron aud Sailer passed through
quickly, finally coming to a lighted chamber where sat a
blind old crone. The charnber was conrfortably furnished
with a bed, a couch, seveml stools, aud a chest of drawers.
Two otl'rer doors led fronr the char.nber. The crone, sitting
upon the couch and wrapped in a woolen shawl, busied
herself with a needle and coarse thread. As the two
entered she spoke aloud.

'Vithi, is that you?" she asked. "Have you come with my
birthday gift after all, rny dear little one?"

The Baron and Sailer cautiously edged around the
room, keeping silent. The crone raised her face as if to
smell the air.

'Ah, there are stranters here..." She threw her head in
the direction first ofSailer, then ofthe Baron, then back
at Sailer. Then she smacked her lips and seemed to smile.
'You may pass...and your fi-iend too, since you are to-
gether. Hurry along now, through that door."

Sailer looked at the Baron and shrugged. The Baron
nodded and both proceeded through the door the crone
had iudicated.

Monrents later Dedrinti was surprised when she sud-
denly ttrnred upon hinr. Rising fi'om her chair, she spat
out vile venom frorn between her teetl'r, a toxin which
burned the skin of the rnercenary lieutenant. The old
womall spat once rnore, cursing the agile Dedrinti, who
tried in vain to escape through the far door, The acid
spittle struck the wall behind hin and stuck there burn-
ing. She finally uetted the man with her shawl and teth-
ered him to the foot of a large amphora. Theu she pulled
a velvet cord beside her chair. Swiftly respondiug to her
sumurons, a seryant entered through a side door and
bound Dedrintiwith silk cord.

"Take this fool to your master," she commanded. After
the seryant left came the drooling wounded man. He
smiled at l'rer and she smiled back.

As the Baron and Sailer continued to creep through
the underground passageways, a bell boomed deeply
fi'om somewhere above tllem. Instantly the two
thieves darted to either side ofthe passage, hoping
to conceal thernselves as much as possible.

Continued on Page 52
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i\f,/ / Send us infoluration on your latest re-

UY -/ leases and we will print a notice as a

M, Public seruice.

Anglicon VI
May 14- 1,6, 1993
Sea-Tac Radisson
Fees: $35 until April 1,

1993; $40 at the door.

The Noffhwest's annual
British media convention
ruus its sixth show next
year. This year's conveution
will feattrre Dr Who's Colin
Baker, video galore, cos-
tutles, ganling, and a ca-
sino. All proceeds are
donated to public televi-
sion in the Seattle-Tacorla
area.

For more inforn'ration
contact Anglicon M at PO

box 75536, Seattle, WA
9812s. (206)74s-2700

Adventure Game
Fest'93
Portland, Oregou
Oregon Convention Center
May 21-23,1993
Fees: Pre-r'egistration $15

for 3 days, $ 12 for 2 days,
and $7 per day.

This con features tour"na-

ments and open play in
boardgarnes, roleplaying,
and rniniatures. h'rcludes
the dreaded Silly Cames
toumament! It also featur-es
a miuiatures painting con-
test, dealers (including
Sage Lore) and a garne auc-
tion.

For more infor-uration
contact: Adventure Garnes
Northwest, 6527 NE Al-
befta, Portlaud, OR 97218,
or call (503) 282-6856.

GamesCaucus II
Oakland, California
Oakland Airpom Hilton
May 28-31, 1993

This large convention
features tournaments in
AD&D, Champions, Star
Wars, Call of Cthulhu and
many more. For more infor-
nration, contact Tercarning
Associates at PO Box 4867,
Waluut Creek, CA 94596-
0867, or call (510) 798-
7152.

D-Cubed'93
Pensacola, Flodda
Pensacola Civic Center

June 5-6, 1993

Contact Allied Caming In-
terests at P.O. Box 37186,
Pensacola, FL 32526-0186,
for rnore inforrnation ou
this convention.

Andcon'93
Independence, OH

Holiday Inu Independence
Septenrber' 24-26, 1993

For more information,
contact Andcon '93 at PO

Box 142, Kent, OH M2q-
0003.

Planning A
Convention?

We ore hoppy 1o prinl your conveniion
inlo for fre. Pleoe *nd info ot leost 4
monlhs prior io lhe event 10 ossure
ploemenl. The Scroll, PO Box 14616,
Porliond. OR 97214.
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Fasa Corporation
Available: February
Paranormal Animals of
Europe

A sourcebook for Shad-
owrun, with many creatures
and 16 pages ofcolor art.

Available: March
Battletech lntelligence
Operations Handbook

Before the smallest skir-
mish takes place in the In-
ner Sphere, spies wage a

fierce war for information.
Inside information on the
intelligence agencies of the
five hrner Sphere Houses
and ComStar. For Bat-
tleTech and Mech Warrior.

Dark Angel
When the only known re-

cording of a late, great
street urusician appears iu
the hands of a major record
company, it's up to the nrn-
ners to find out the truth. A
new adventure for Shad-
owrun.

Atlas Games
Available: ,4pril
Thicker than Blood

A nrother wants help get-
ting her child back in this
Cyberpunk adventure.

Unauthorized Broadcast
OnAl-Ama{a a newdmg

broadcasts the user's inner-
most thoughts to all
around. The PCs fir'rd theln-
selves iu the center of the
chaos in an adventure that
is definitely Over the Edge.

Palladium Books
Available: March
Rifts World Book Three:
England

Rifts England is a magical
place covered by towering
forests and inhabited by a

nrenagerie of strange and
nragical creatures - human
and inhurnan. Lots of uew
material for any Rifts cam-
paign.

Sage Lore
Productions
Available: Now
Lost Sonls, 2nd Ed.

This expanded 2nd edi-
tion includes over 6094 new
material. In this game, play-
els play ghosts of the newly
dead and seek to gain
karma so as oue day to be
reborn a higher being thau
pond scum.

Available: Spring
Dens of Iniquity

This package coutairls 12

seedy establishments ready
to come alive in your fan-
tasy towr.
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Mo 29,29 &30
Held ot the Monorch Hotel in Clockomas, Oregon in lgT lll

Below: The IDEAL location for a gaming convention. The
Monarch Hotel is located right across Sunnyside Road
from Clackamas Town Center, and is adjacent to the
Clackamas Promenade (remember: Oregon has no sales
tax). Just off lnterstate 2O5 and 82nd Avenue, this hotel
affords easy access to those who travel from the city of
Portland or arrive from outlying areas. Air travelers
receive free shuttle service form portland lnternational
Airport.

Above: Michael and his wife, Darcie Milburn; who is
Director of Registration; prepare Northwest Gamefest
organizational plans with Derek Ray, the NRMR
Representative. There is surprisingty littte blood shed as
late nights fray nerves and deaden coherent thought, not
to mention common courtesies.

' -" 
- 

;;";i;1+A' -ii; - -;n-' ili;;j6'6' A-rcn;'

Enter your nome ond oddres in the
spoces provided to the riOht. lf you desire
informotion regording NorJhwest Gomefest
volunteer needs ond requirements, then
check the box oppropriote for you. lf not,
simply sign this form, then moit it ond SlS.m
to the NRMR oddress listed ot the bottom
(pleose noke checks poyobte to the
Notionol Registry of Medievol Roteployers).
If you should photocopy the btonk, to'send
os your (or onother's) form, pleose trim it to
the holf-poge dimensions.

C ona ention Registratian F orm

Ctrcck the boxes lf you would like informotion on the following:
f eome Mostering f, VoUnteering-Registrotion/Courtesy

By signing this form, you ogree to the following terms. Northwest Gomefest willplgvrdg o gominq conven-fion for the ogreei pre+egistrotion tee ot $jS,OOwlrcn r{i To be sent, occomponied by_this form, postmoiked no loter thon April]5. 1993. while ottending Northwest Oomefest, iou ogiee not to-oe disi"iuctive
or disruptive in .ony mgnher, ond to do so will iesutt in tne immeoioie tos of
!99srele_d-nqT?er$ip to the convention. you understond thot weoporrs olonyIorm; whelher reol, costume, postic, or otherwise; will not be 'ollowed oiNorthwest Gomefest, ond you ogree to bring nohe. et[ tneie-ooreeo+o
meosures ore.necessqry for the mufuol enjoyment of oll registered ou6sts ondyou wtr oDrde by ihem in o conscienflous monner, pleose $gh ond doJe below,

send to: NRMR P O Box 6068 Solem, OR 973Cp?Qail ?nul



Northwesf Gomefesf,,,
Presented by The Notionol Registry of Medievol Roleploye,rs (NRMR)

Left: Michael R. Mi/burn,
Conventi on Coordi n ator c o nfe rri n g
with Laurie Stiponi, Catering
Director and Brian Bough, Catering
Assistant for the Monarch Hotel
about the convention space. The
6,000 square foot Paciflc
Ballroom, shown here is one of
the three rooms used for
Northwest Gamefest. They have
meticulously developed a viable
floor plan to cover all foreseeable
contingencies. The hotel has been
very helpful in developing a
healthy working relationship with
the intet)t of providing a unique
and exciting convention
experience. They have extended
to all Northwest Gamefest guests
a special room rate that makes the
two-night stay both affordable and
attractive.

Now there is o true goming convention coming to
the Pocific Northwestl lt is nomed "Northwest
Gomefest" ond it is o culminotion of monihs of
plonning ond reseorch. Northwest Gomefest brings
the best ospects of other conventions, both locol
ond outlying, together into one omczing gothering
o-f gomers qnd goming. There is nothing else quite
like it in the Greot Northwest!!

This convention will be held beginning on
Memoriol Doy Weekend of 1993; the octuol dotes
ore Moy 28, 29, ond 30. Thereofter, Northwest
Gomefest will be on onnuol event, occurrino every
Memoriol Doy Weekend. This yeor's convenYion wiil
begin Fridoy, Moy 28 ot 6:ffi p.m, for entry ond
gome registrotion; gomes beginning of 8:@ p.m.
The convention will run its course ond end Sundoy
night ot 8:0 p.m. ofter 50 stroight hours of goming
ond reloted events. A complete schedule of
gomes ond octivities will be mode ovoiloble during
the registrotion or pre-registrotion process.

Northwest Gomefest is designed to be THE
convention of goming, including gomes ronging
from the troditionol to the cutting edge of modern
role ploying. The convention schedule colls for 24
hour-o-doy octivity with o minimum of sixty
orronged gomes ond odventures, Additionolly,
other octivities will include: o costume contest,
tournqment competitions, q video orcqde, ponel
discussions, seminors, demonstrotions, door prizes,
ond o deoler's room ottended by the finest
suppliers of goming occesories ond reloted items.
Even still, work is yet underwoy to double the
number of scheduled events.

For the interested gomer, Northwest Gomefest is
meont to be very offordoble. Prospective guests
moy pre-register by moil for only SI5,@, which will
ollow full occess to the entire convention (o
registrotion blonk is locoted below). The some
occess will cost Sl8.m ot the door, olono with o woit
in the registrotion line. Anyone looklfig to trode
seMces for entry into the convention might like to
opply os eithei o gome moster or o- function
volunteer. For shorter visits, ot-door doily rotes will be
Sl0,m for ony of the single doys 6f Northwest
Gomefest. Pre-registrotion deodline is Aoril .l5.
.l993,,.so pleose Eon't put off hoitingi youi
registrotion request!

Ihe convention will be held ot The Monorch Hotel
in Clockomos, Oregon; locoted off lnterstote 205 ot
exit 

.l4. 
There is free porking, ond plenty of it! For

those who wish to rent their own hotel room,
reservotions moy be ploced by colling this toll-free
number: l-80G492-870 (be sure to mention the
convention for speciol rotes). Pleose coll the hotel
ot (503)652-1513 should there be ony questions
obout rooms or costs. Remember thot the ideol
convention experience includes o hotelstoy!
lf more informotion on Northwest Gomefest is

needed, pleose write to the NRMR ot the oddress
listed on the bottom of this poge. Also, those
gomers interested in volunteerlng or deolers
interested in renting booths con request informotion
ond/or the oppropriote opplicotions ot the NRMR
oddres.

Pleose do not let this opportunity for on unique
experience poss you by... pre-reg ister tod oy ! !



The Promlse Rtng
An Advenhrre for

and
Io" WilHams

,7

rcst Souls
lhis adventure is designed for the Second

Eclition of the Lost Souls gan-re, but is easily
conrpatible with the first editiou.

Central Character
This adventure leqnires the centlal playerto be

an Alcaue Scholar whose cause of deatlt was:
"swallowed unknowu elixir to see what
would happen." His uufinished business is:
"Unable to finish book you just checked out

frour the library." The other playels cau take
auy characters they ciroose. The central player

receives a copy of the following background
stoly.

Background Story
Life always seemed uncomplicated to you. An only child,
your mother doted upon you after your father was killed
in a hit-and-run accident. Since you barely retnenrber
him, the loss was not such a tragedy. Perhaps your nrother
was a little over protective while you were growing up,
but nonetheless, you were happywithin the small seaside
towr of Baycloft.

One day was pretty nluch like another until just a few
months ago wheu you graduated from Baycroft High
School. Your nrom cried at your valedictorian speech.
That rnadeyou proud, sinceyouwere a little unsure about
the paft concerning the aliens fi'om outer space and the
lessons we could leaur from thern. Aftetwalds, you had a

pizza partywith your fr-iends. You decided to live a little,
so you didn't get home until after rnidnight, the smell of
lemonade and pepperoni still on your breath. Sneaking
into the darkened house, you were surprised to hearyour
nrother's soft voice beckoning you fr-orn the darkness.

A uearby lamp illunrinated your mother and a small
ratty cardboald box. "l've uever spoken tnuch about your

Bv
Kathleen tVittiams
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father," she began slowly, "since his life's work always
emban'assed me and kept us poor. But after listening to
your speech tonight I realize that you are truly his child,
and it would be wrong to keep his legacy from you.

'Your father was a brilliant scholar, in his way. His
specialty was in the area of urban legends, folklore, and
the occult. His problem was that he was just too naive -he'd believe anything he heard, and that made hirn the
laughingstock of the scientific cornmunity.

'Anyway, your father moved us to Baycroft when you
were quite young in order to write a book. It had some-
thing to do with the history of the area. I really didn't get
involved. Unlike his other projects, he kept this one very
quiet. H e kept saying that this book would open up a whole
new epoch in psychic research. I thought l're'd gone crazy,
so I wrote to sorne of his old colleagues to try to talk him
out of his delusion. Professor Boris Banner, his old history
teacher, came to visit, and spent an entire night talking to
him in the study about his theories. But Raymond just
wouldn't listen to reason. After Banner left, Raymond got
worse. He began to nrakeveiled references to a conspiracy
and how his life was in danger. He even accused nre of
working against hirnI

"When he completed his book, he was so worried that
someone would steal it, he insisted the printing be done
here in town where he could superuise every detail. It was
a small mn, only a hundred copies, which he intended to
send to his clonies. Wllen the first book canre offthe press,
your father scooped it up and told the printer he would be
back in just a few minutes, after he had hidden the book
in a safle place. He never returned. On his way back to the
prir.rter, he was killed by a hit and run driver."

She sobbed quietly. "They never caught the man who
killed your father. Maybe he did have psychic powers, for
he was right, I did betray him!"

Bewildered, you asked her what she meant. After a few
moments, shewerrt on.'All his lifeyourfatherwas laughed
at, and I didn't want you to grow up with that kind of
stigrna. The sarne day he died, I had every copy of his book
burned, and the plates destroyed. The only copy I couldn't
find is the one he hid before he died.

"But who knows? Maybe his Iife's work was something
great, something really important. Now all that is left is this
box of notes. I want yon to have it."

You opened the musty old box and discovered a buncll
of loose papers. Picking up a few you begin to read. It
seenred to be written in sonre soft of code, with a few
scribbled notes here and there. Excitement coursed
through your veins. Maybe your father did unlock the
secrets of the universe! You started pawing through the
box a little more fi'autically, and your hand brushed against
sourething cold and hard. Pulling it toward you, you dis-
covered a small ring set with a clystal. A chain was threaded
through it to form a necklace. Noticing your interest, your
mother said, 'That was your father's. He called it his lucky

chann and wore it alound his neck. He said it was his
inspiration to write the book. I don't lorowwhy he liked it
so much. It couldn't be vely valuable. He bought it for only
a few dollars in one of the local antique shops."

You decided to wear the chain to inspire you. Maybe it
would help you follow in your father's footsteps.

After a sleepless night, you started your researcl'r, but
your father's notes made little sense to you. One page
listed residents of Baycroft, mostly fishermen, but they had
all since passed away. Another listed historical sites in the
area. You found yourself spending more time in the Bay-
croft library than on the sunny beach. You read so much
about the occult, mysterious creatures, and other dimen-
sions, that your head began to swim. Miss Certmde, the
librarian was qn'npathetic. "l used to work with your fa-
ther," she said in herwhisperyvoice. 'And I knowwhat his
work meant to him. I'll help you iu any way I can."

Weeks went by, and you were no closer to interpreting
your father's notes. You decided to try a new tact. you
wrote Professor Banner, the last rnan to talk to your father
about his theories. Banner was more than eager to talk to
you. He an'ived in town the next day, and you told him the
story your mother had related. He suggested you try to
find the one book that had been spared. Since it hadn't
been found at the scene ofthe accident, your father rnust
have deposited it some place safe, and since he had only
been gone a few rninutes, it must still be in Baycroft.

Professor Bauner wasn't able to enlighten you any fur-
ther on whatyour fatherwas working ou. However, he and
your mother hit it offfabulously. He swept her offher feet,
and after a whirlwind courtship, rnanied her in the little
chapel on the beach. You were a little won-ied about this
sudden romance, but morn seemed happy so you promised
to giveyour new stepfathera fair shake. Itwas a littleweird
having a veritable stranger in the house, but you got used
to it. Sort o[.

In any case, there was little tinre to wony about your
mother, so consunred were you in your search for your
father's book. You posted wanted signs on nearly every
telephone pole in Baycroft, but to no avail. Finally, just as
you were about to give up, Miss Certrude called. "l found
it! Your father must have thought the bookwould be safest
surrounded by other books. It's been in the stacks all these
years." In a twinkling, you jr"unped on your birycle aud
pedaled to Baycroft Library. Sure enough it was your
father's book: Mysteries of the Past Explained Today. Flip-
ping through it, your eyes fell upon this sentence: " . . . and
so, the nrost important secret of the occult world was
revealed to rre otr Peach Tree Island." Suddenly you re-
membered vacationing od nearby Peach Tree Island with
your family when you were quite youug. You and your
father used to comb the beach looking for . . . what?

Thanking Miss Cemrude, you hun'ied home, the book
clutched to your breast. Your thougllts were far awaywhen
Boris interrupted them. "Congratulations!" he boomed
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heartily. "l see yott found your prize. Tltis calls for a

celebration. Conre ittto rny study, arld let tue give you a

little sorr-rething." Although you desperately wauted to
read the book, you weut iuto the roour with Boris. It
wouldn't hurt to be nice to the guy.

"[ know yort are utrlike urost yotlllgsters, aud uever

indulge in a drink," Boris went ou. "Bttt I reallywould like

voLl to partake iu a toast with me. After all, yotl al'e

eighteen, and legally able to have a drirtk now and then,

hnrur?" Bolis poured a strange green liquor into two sntall

glasses. He handed one to you, aud you noticed the glass

seenred \/ely wanr to the touch.
"l propose a toast to yotl and yottr futtrre," Bot'is wetlt

on, raising his glass. "Mayyou find exactlywhatyourfather
found." And with that he drank. You looked dowr at the

drink iir t'our haud. What could it huft? Itr oue gulp you

domred the drink. Instantly, yottr throat burned and yottr
stomach heaved. As you slunrped to the floor, the last thing
you sa\\'\\,as Boris ripping opeu yottrbackpack and extract-
ing 1'our father's book, laughing ruauiacally all the while.

Possible Vows
In order to retunr to eatth, the certtral player mtrst urake a

ghostlr' \'o\\, not to rest turtil contpleting a task based otr

his backstorv. Here are solue suggestions:

. I u.ill not rest until I find otrt why Boris killed me.

. l urll uot r.est until I save ury tnother from Boris.

. I u'ill rlot rest until I find ottt tlte secret of Peach Tree

Island.
. I u.ili not rest r-rntil I retrieve nry father's book.

As part of his gear, tl.re centlalcharacter has art ectoplasmic

cop-v of the Irecklace-ring he was wearing at tlte tirne of
his death. Since the central character ktrows Baycroft, he

should be able to find his way at'oturd the town and Peach

Tree Island. However, he does ttot kuow abottt the cetne-

tery on Lookout Mouutain.
Tlie otlier characters have beeu sittiug arourtd Limbo,

discussing the merits of t'ap music and watching le-rtllts
of The Brady Bunch, wheu tlteir tttetrtot' uslters in the
ceutral charactet-. "We have a llew guest," the ureutor
explains. "He's looking fol a little help to fulfill a ghostly
volt,. Auy takers?" By the ntentot''s totte, the other charac-

tels kuow it's in theil best intel'est to agree.

The Banner Residence
The players find themselves in the living looru of the
centlal character's ltort're. The sttu shittes thlotrgh the
cracks in the firmly drawu shades. It's six o'clock, about
two hours fi'otn suuset, on a vely sttutry afteruoon. The

house is uttelly silent. Sheets have beett drapecl across the
furnitr.rre and the closets are bare. A ttote to the 1>art-tinre

rnaid is attached to the refrigerator. It reads: "Dear Peggy'

Mrs. Banner is so distnaught over the recent death ofher
son I've decided to take her away for a few weeks. Please

corrtinue your chores and folward our mail to The Wind-
swept House, Peach Tree Island. The number is 555-1313'
but please call only in case of emergency. Boris Banner."

The central character's roorll is mostly intact, but his

father's book, notes, and necklace-ring are all missiug.

The phone is still in working conditiou, so if the charac-

ters wish to use a supernatural power to call, tl'rey may' lf
the caller is successful, he will contact Boris. Tipping Boris

off at this tirne could prove disastrous, allowing him to
plepare for the character's pursuit.

A pile of letters is scattered under tl're rnail slot. The

name "Miss Gertrude Pickles" is barely visible in the upper

corner of the bottom most letter. To extract and open it,
the chatacters will have to use a supernatural power. Her

letter reads: "Dear Mrs. Bauuer, I was so sonyto hear about

the death in your family. The suicide of your son was a

terrible thing, but yotr cannot blatne yourself. When I found

a few torn pages frorn your dear husband's book in the
back of a bookcase, I knewyour son mttst have discovered

the book I had giveu him was incon'rplete. No doubt the
strain of learning his long search had been in vain caused

hinr to snap. The pages make no sense to rne, but if you'd

like them as a lasting remenrbrance of your dear husband

and child, just stop by the library any evening before seven.

Sincerely yours, Gertrude Pickles, Librarian."
If the characters wisl'r to leave the house, they will have

to use their supernatural powers to uulock the doors or
pass througl'r a wall. To reach the library before it closes at
7pm, they will have to conteud with blistering sunlight
outside.

Baycroft Library
Baycloft Library is about 15 blocks ft'om the Banner home.

It is a small building run solely by Miss Pickles. Ifthe players

mauage to arrive before closing, they may be able to slip

in along with a patron. Other-wise, they will have to use

their powers to gain entry, atrd Miss Pickles will not be
present to assist thenl.

A few nrinutes before 7pm, Miss Pickles announces over
the intercorn, "The Library is now closing. Thankyou." She

will lock up and leave unless prevented from doing so by
a supernatural power. Miss Pickles keeps the two pages

she found from Raymond's book in a filing cabinet inside
her tiny office.

The office is guarded by a barghest, who sits atop the
filing cabinet. It will attack arry ghost who enters the room,
or else it will try to steal the pages if they are taken fi-om

the filing cabinet. The barghest has been sent by Boris

Banners to find the urissing pages ofthe book.
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BAREHEST
Type: Evil entity. Consistency: Incorporeal. Defense:

Good.
Skills: Good Strength, Poor Intelligence, CreatAlertress.
Appearance: A fierce dog standing 3 feet at the shoulder

with shaggy black fur, fiery red eyes, and a set of six inch
horns protruding fronr its folehead.

Personality: Barghests are vely hostile towards spirits of
all sorts.

Motivation: To track down and drag ghosts to the nether
legious.

Combat: Barghests rnay attack with either their bite or
horns, but not both on a single turn. Their bite does
(Defense vs. Passable) x 4 darnage. Their homs do ouly
(Defense vs. Poor) x 1 daurage, but if the victim'takes any
damage, he will also be paralyzed for (Stanrina vs. Poor) x
2 turns. The barghest will then try to clamp his victim in
his jaws and telepoft to the infemal regior.rs. lt takes one
complete turn to do this, and ifthe barghest takes daurage
during this time it will drop the victim and teleport alone.

Powers: Three times per day, a balghest's howl can
summon a hell hound. The hour.rd will attack the balghest's
enernies to the death. See the Lost Souls n'ranual for
information on hell hounds.

Tr?ISS EERTRUDE PIEI(IES
Type Cood person.
Consistency: Solid.
Defense: Inferior.
Skills: Inferior Agility,

Poor Strength, Superior ln-
telligence.

Appearance: An older
won)au wearing hel long
gray hair in a bun at the back
of her neck. She is a little
deaf and never speaks
above a whisper.

Personality: Helpful and alert. Although Miss Pickles is

a little old and slow, she is very aware of her surrouudiugs.
Motivatiou: To make herself helpful.
Combat: Miss Pickles has a hat pin iu her purse, and will

ruse it to inflict (Defense vs. Poor) damage in hand to hand
combat. She cannot harm ghosts.

The Torn Pages
Inside the filing cabinet, they find a file rnarked "Mysteries
of the Past Explaiued Today," and in it are two pages

nrarked: "Chapter l0: The Secret of Peach Tree Island."
They read:

"l originally calne to Baycroft to study the oral tradi-
tions ofthe seagoing folk. It seemed as though the allswer
to all my questions could be found in a local legend. Old

tiurels speak of the days when Peach Tree lsland rvas

settled by thieves and pirates. They lurked there knowing
that ships had to pass close by on their way into the bay,

and that the treacherous waters often caused theur to
sink. These settlers were expelt sailors and would go out
in their dinghies to rneet those who rnanaged to stay
afloat. Alas fol theur, their rescuers would quickly strip
thern of theil goods ancl leave thenr to dlown.

"Oue day, a great passenger ship sank in a storur. A
beautiful lady rvas swept ashore and was floturd by one
of the citizens of the island. Looking up into the cut-
throat's eyes, the wourau rrnst have foreseen her fate
fol she tlied to folestall it: "Cood sir', please do not
hann rne, for I conre florn a fanrily of wealthy couftiels,
and I can pron.rise you riches beyond your dreanrs if ye
spare nry life!"

"The pirate nright have listeued to her-, but when
she held up her hands to beseech him, he saw a urag-
nificent stone on her'finger'. Cleed ovelcaure hinr and

he sliced her finger off to gain the ring! The woman
shlieked and his next llrove was to cut her throat. It is
said that the ghost of this woman still hauuts the island,
lool<iug in vain flor hel lost finger.aud treasuled ring.

"When I heard this story, I knew I was close to my
goal. I bought a vacation horne on Peach Tree Island in
oldel to facilitate nry sealch. I knew the ring must have

beett found and lost mauy tiures over the ceutulies,
until its significance would be all but forgotten. Fina[[y,
I tracked it down to an old wonan in Baycroft, who
willingly sold it to me for'fifty dollals.

'All the pieces began falliug into place. Now all I

needed to prove my theory was to find the locatiou of the
thresholcl, and the 'Legeud ofthe Raven' which had started
ure on this quest in England, would be shown to be based

on fact. My excitenreut kuew no bouuds as I asked Max
to fer-ry l))e acloss ol)e ll)ore tinre. If nry calculations rvere
con'ect, the auswel would be found at the . . ."

The second page ends here.
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The Legend ofthe Raven
h.rfonnation on this legeud can be fottnd at the liblary in

any nnrnber of books on English folklore' lt is also meu-

tioned in Raymond's box of uotes.

"The Legencl of the Raven is the story of a priucess who

fell in love with a raveu. The king disapploved of their

relationship, ancl plotted a way to stop it. One night, the

raven saicl to tl're prir.rcess, 'Your father is couriug to itn-

prisou rre. But we will fool him. Use this key to release me'

ancl together', we will rule the kingdom'' And he gave the

priucess a silver keY'

'Just as the laveu had predicted, the king sent his sol-

diei-s to lock the raveu in a gilt cage. Thel'e the raveu waited

until the princess calne one night to free hiur. Sl're tttrued

the key in the lock and the raveu flew ottt' 'Free, fi-ee at

lastl'he cawed.
"But the king was old and wise. He saw the key still in

the lock and he threw it into the cage. The raveu saw the

glitter of silver attd, as was his llattlre, he flew down to pick

i-t up. The cloor slaurlned shut behiud hirn, locking hin'r and

the key insicle, where his key could uever do him any good.''

Max the Ferryrnan
Peach Tree tsland is a st'nall vacation resolt a few miles out

to sea. It can only be reached by boat or feuy' Max Cline

has been ruuniug the feny to Peach Tlee Island fol nearly

50 years aud has developed a reptrtatiou for being a

croichety old tlarl who driuks to excess' Max lives in a

hovel ori the clock. lf the players speak withirl his liearing,

Max Cline will atrswer. If asked why he has this power, Max

will say, "started happening to n're right after the war" Had

a steei plate put iu. I cau pick up ladio statious too'" lt will
become evider.rt tl.rat Max believes that he is listeuing to

the voices of aliens frour other worlds rathet' thatt ghosts'

If askecl about Raynoud, Max will begin to t'emitrisce'

"Sule, I rettteutber the Professot'. He was real interested in

my ability to hear voices. Loaned me old copies of Fate

Magazine. A real prince of a fellow. It was a shame that he

died so soou aftet'his discovery."
If asked about it, Max will only shrug. "l duutlo what it

was, only it made hinr real excited. One day lte caure back

from the island and he said' 'Max, I finally figured it out' At

exactly three iu the aftenroou, I weut up to the place where

the cleacl can't rest, and you'll nevel' gtless what I saw: the

allswer to all rny ricldles. Who would have thought that the

darkest secret of the afterlife would be found only in the

blightest sturshine? But I urustu't tell you atly urore' My

knowleclge could easily destroy all life as we know it" I

never dicl get the rest otlt of him." Max chuckles.'And they

call me nutty."
Max will agree to feny the playels across.

I{AX CTINE
Type: Cood persolt.
Consistency: Solid.
Defense: Passable.

Skills: Passable Intelligence, Cood Strength.

Appearance Crazy old duffer.

Personality: Cenial, thougtr a little uutty. Enjoys chatting

with tl'rose he ferries to the islaud, or to the voices in his

head.
Motivatiott To do his job.

Conrbat: Max cannot hann ghosts.

Lady Mary Sweetchild
Soon after ianding on Peach Tree Island, the players will

see a vaporous woman dressed in white standing upou the

beach. This is the ghost of I-ady Mary Sweetchild'

"Kind folk, you are my only chance to find rest' I have

been trapped on this island for three centuries' When I was

alive, I was falsely accused of witchcraft. The magistrate

banished nre fi'om my hotne in England and sent nre to the

colouies with little more thau the clothes on my back' The

only valuable I owued was a riug rny betrothed had given

,r". My ship sank in a storm offthis tirry island, but I was

rescued by a tnan natned Rufus. When I pleaded for mercy

he cruelty cut off my rirtg finger and left me to die' I shall

,r"u"l. ,".t until the riug is returned to me. It is the only

[reulento I have of my lost love."
Ifthe central player offers her the ring on his necklace,

she will exclaim, 'Yes, that's itl" She eagerly places it on

her finger, and then scowling in apparent disappointnrent,

she takes the ring offand hurls it against the ground' "This

is just an ectoplasmic copy of my ring! You rnust help me

find ury real riug!"
If it's pointed out that she wouldn't be able to wear a

plrysical ring, she wilt curse soundly and say,'Just help rne

find my ring, and I will worry about the rest."

After her conversation with the players, lady Mary van-

ishes into a cloud of slowly dispersing mist. "lfyou find nry

riug, I shall retum to retileve it," she ptomises. "Bless you

all for your kindness!"

LADY MARY
Type: Evil lost soul.
Consisteucy: Ittcorporeal.
Defense Cood
Skills: Superior Cunuing, Su-

perior Charm, Creat Fate,

Awesome Occult, Good Intelli-
gence, Good Agility, Poor Dex-

terity
Appearance A wotnan of

about 24. She is dressed in the
high fashion of the mid seven-

teenth centuly. She has an eng-
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t

lish accent and is missing the ring finger from her right
hand.

Personality: Vety sweet and ladylike until thwafted. The
characters will be lulled into believing that she is a helpful
NPC.

Motivation: To retrieve her dng so she can oPeu the gate
that keeps her demon lover Malphas imprisoned.

Combat: kdy Mary carries a dagger which does (Defense

vsPoor) x2damage.
Powers: Compel (Uses : 4): Compels the victim to per-

fonn a simple four word action, such as "drop your
weapon," "jump offa bridge," orwhatever. Thevictim must
perforrn the action for (lntelligence vs Great) turns.

lmprison (Uses : 1): The victim is in'rprisoned in an

inescapable coffin for (Fate vs Good) x l0 minutes.
Darkness (Uses : 4): Inky darkness surrounds Lady Mary

for 8 minutes per use.
Hallucination (Uses : 3): The target sees an army of

ghostly pirates bursting from the sandy ground. The illu-
sion lasts for (Sanity vs Great) x 3 tums. Only the target
sees the hallucination, and the hallucination cannot really
harm him.

Reverse Intentions (Uses : 4): The target does the exact

opposite of what he inteuded to do that turn, and will
continue to do so for the duration. It lasts for (lntelligeuce
vs Cood) turns.

Rufus
As the players explore the island, they hear a low moaning.
Upon investigating, they find a hunched figure canying a

large sack across his back. The weight of the sack must be
tremendous, for the figure stumbles wearily along the
path.

This is Rufus, the ghost of the pirate who chopped off
Lady Mary's finger. He cannot stop walking, and lnust
always cany his ectoplasn'ric sack. If someone tries to take
it away from hirn, he will fight to keep it. "l must carry it
forever," he moaus, "to atone for rny evil ways."

If the players ask him about his life, he will sadly elabo-
mte. "ln life, I was a pimte, preyrng upon the unfoftunates
who wrecked off Peach Tree Islaud. Oue eveuing, a beau-
tiful woman was swept ashore. I didn't kill her - at least,
not right away. I was smitten by her beauty! She begged
me to keep her safe fionr the other ruffians in exchange
for. well, considemtions. So I did. Then she confined iu nre

that she was a witch who had knowledge of the dark arts,
and if I helped her, her demon lover would reward me. I
didu't actually believe her, but I did as she asked, for urore
earthly favors.

"She had me swinr out to her suuken ship and find the
body ofthe priest. I brought him ashore, and she drained
his blood into a bowl. Then she nrade me build her a
pentagram, while she painted synbols with the priest's
blood. When I was done, she laughed and said she didn't

need nre a[ymore, her denron lover would soon be by her
side. She pointed her finger at me and started mumbling
an incantation. I didn't hesitate - I cut off her finger in
one swoop. She shrieked and came for me, so I killed her.

I buried her in the graveyard, but kept her ring for rny

troubles.
"But her half-finished incantation didn't stop with her

death. Wthin a fewdays, I also died fi'our a wasting disease

that left me lookiug like this. But that wasn't the end of
the witch's curse. I found I was fated forevennore to carly
nry sins upon my back."

If the players ask Rufus where the pentagratn is located,
he answers, "Wry, that's easy. It's right here on the island.
It'son..."

Rufus is cut off by a swarm of funeral butterflies that
alights on his ectoplasmic body, while another swarn'l

attacks one ofthe players. He drops his sack in order to
battle the butterflies. Rufus will be reincarnated before the
players can rescue hinr. He sclealns hon'ibly, assumes his

new iucarnation as a maggot, and vanishes. Upon his
reincarnation, the funeral butterflies nray continue to at-
tack the players or fly away, at the referee's discretion. The

buttelflies were sent by Lady Mary to silence Rufus.

Even after Rufus is reincarnated, the ectoplaslnic sack

remains behiud. If the players peek inside, they discover
the sack contains a number of gravestones painted, in old
blood, with arcane synrbols. The character who first
touches the sack will be cursed, his face erupting in open
sores. As long as he carries the sack in one hand, the sores
will get no worse. But should he set the sack down, the
pustules will bubble and he will lose 1 WTL, plus an

additional 1 WTL every 5 urinutes until the sack is again in
his haud.

The only way to break the curse is to reiucarnate Lady

Mary. Since she is the one maintaining the sack, when she

is reincarnated, the sack will vauisl'r.

RUFUS
Type: Neutral lost soul.
Consistency: lncorporeal.
Defense: Good.
Skills: Cood Agility, Great Strength, Poor Intelligence.
Appearance: A seventeenth centuly pirate. He caries a

cutlass and wears a patch over one eye. His skin is decayed
and dotted with open sores. His back is bent under the
weight of a bulging sack.

Personality: Cunning, rather thau clever. Rufus is a bit
of a coward.

Motivation: Ruftls is still trying to atone for his sins in life.
Combat: Rufus prefers to attack helpless creatures, and

will run away if he cau, though his sack slows him. He
defends himself with his cutlass for (Defense vs. Poor) x 3
darnage.

Powers: None.
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FUNERAL BUTTERFTIES
Type Evil creature.
C.onsistency: Unnatuml.
Defense Passable.
Skills: Good speed.
Appearance: Small white butterflies which coure out

only at night.
Personality: Mindless insect.
Motivation: To reincamate Rufus by nibbling away his

ectoplasrnic flesh.
Combat: Funeral butterflies travel in swarms of a hun-

dred. A swam is only affected by area affect weapons.
Killing individuals does little to reduce their numbers. A
swam has 20 WTL. For every WTL lost, five butterflies are
considered to be slain. The WTL of the swann determines
the damage it is capable of doing:
WTL Damage per turn

01 - 05 (Stamina vs lnferior)damage.
06 - 10 (Stamina vs Poor) damage.
11 - 15 (Stamina vs Passable) damage.
16 -20 (Stamina vs Good damage).

Windswept House
This is a smallvacation cottage on the far side ofthe island.
It is near the ocean and is well secluded frorn other houses.
Inside, Mrs. Banner is lying in bed, clearly in a stupor. It is
apparent that she has been dmgged. The living roour is
strewn with nraps of Peach Tree Island, books on the occult

and papers full of occult synbols. A tape recorder lies
pronrinently on a desk next to two empty tea cups; a tape
labeled "My Struggle to Attain Greatness" is lying in the
recorder. Ifthe players use a power to play the tape, they
will hear Boris Banuer's voice:

". . . Raynond thought to ontsmart me by tearing
key pages from the book. If they're at the library, my
barghest will find them. The wretch nray have foiled me
for now, but there is one significart passage he missed.
It reads: "l have discovered the gate to the afterlife,
which was built sonretime in the early 1600's. I nrust
keep the secret fi'om people who would misuse it, but
I like to muse upon my discovely, so I have a little
merlerto of it at ury vacation honre. I gaze upon it and
laugh at all those poor scientists who will have to eat
clow once I've published my book. I must find the clue.
I will stop at nothing. After all, the murder of two men
was uothing to ure . . ."

His voice is intemrpted by Mrs. Banner's voice. "Boris, what
are you doing? What do you lnean, you nrurdered two men?"

"Let rne explain over a drink," Boris replies, oozing
charm. And there then tape ends.

Mrc. Banner
If Mrs. Banner is revived from her drug induced stupor, she

will relate the following infornration, provided the players
can talk to her without frighteuing her out of her wits:
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"l was such a fool to love that lna[, and to let him use
me so. Now I knowwhat a beast he really isl When I came
into the room, he was talking into that recorder he always
cardes with him. I heard him rnentiou something about
murdering two people. He said he could explain, and he
was so calm that I expected him to amuse nle with a

reasonable explanation. I sat down and sipped the tea he
offered me as I listened to his story.

"He told me that when he learned of Raynond's impor-
tant discovery, all those years ago, he went rnad with
jealousy. He couldn't stand the thought of one of his
students achieving greatness iu excess ofhis own, and so
he came secretly to Baycroft and mu Rayrnond down! He
didu't care about learning Rayrnond's secrets. He only
wauted him out of the way.

"lt wasn't until my son called him to ask about Raynond's
work that Boris again started to dwell on Raynond's dis-
covery. He decided to let my son continue his research, and
then steal it from himwhen thetirnewas ripe. To gain close
access to the boy, Banner courted me. I, the lonelywidow,
was easy prey for the cultured professor! I had no idea of
the monster I was allowing into out'household.

"By this time, my mind was growing confused and foggy.

-L

He must have put something in mydrink. I don't knowwhat
would have happened to me if you hadn't rescued me!"

If asked about where Boris went, she will say, 'The last
I saw, he was standing by the mautel, looking at one of the
pictures. Then I must have passed out."

The Memento
Outhe mantelpiece isa picture ofRaynond. He is standing next
to a small stone gmve marker that looks to be over a two
huudred yearc old. He's smiliug broadly, ar open can of paint
at his feet. The name on tl'le stone reads, in fi'esh paint, "Here
lies MarySweetchild. Mayhersecret restwith her." hr the upper
comer ofthe picture is'3:00 p.nr." faintlywritten in pencil.

In the backgrcund, other gravestones are visible, along
with a glimpse of the sea, and far beyond is Baycroft on the
distant shore. By checking the maps on the lMng room floor,
the players will discover there is an old cernetery atop Look-
out mountain. This discoverywill corne at2:45 p.n'r., leaving
the players just enough time to reach tl.re cemetery.

Lookout Mountain
This is actually a srnall ridge running down the center of

/4i1 ,,y;,;,

lssue #tz, T'lrc Scroll 4'

/



the Island. A small summer canrp is on one side and
vacation homes on the other. Campers often ride horses
up the trail that leads to the top of the Mountain. There is
very little foliage, and during the day, it is quite bright aud
sunny.

Ifthe characters go to the top ofLookout Mountain, they
will see below them valley overgrown with hardy brush.
Aurong the undergrowth, out ofrange ofany supernatural
powers, they see an ancient cemetery where victims of the
pirates were buried hundreds ofyears ago. The wind blows
constantly along tl.re valley, blowing the sandy soil fi-om the
tops ofthe graves and causing the grave urarkers to wiggle
as though those buried below were struggling to escape.

The stones in the center of the cemetery are laid out in
a pentacle. At three in the afteruoon, runes drawn on the
pentacles will glow faintly. An Arcane Scholar will recog-
nize it as a gate to the nether regions.

From the ridge, the players see Boris standing outside
the pentacle, the dng on his finger glowing brightly in the
sunlight. His fist is raised, and the runes shimmer with
increased brilliance.

Next to Boris is a clorrd of pitch blackness. Inside the
cloud is Lady Mary Sweetchild, the witch. Unable to wield
the material ring in her incorporeal state, she has enlisted
Boris' aid by proruising him unsurpassed greatness hereto-
fore unknown to nrortals. She whispers the incantation to
open the gate, and as Boris repeats the words in his
boorning voice, a whirling dimensional gate appears within
the peutagram of tombstones.

Boris Banner and Lady Marywill fight the players to keep
the gate open. After a few turns, Lady Mary's deuron lover,
Malphas will step from the gate. His dernonic troops will
soon follow hirn, pouring out of the gate at the rate of one
every other turn. The onlywayto close the gate is to throw
the physicalring (not an ectoplasmic copy)into it. Not only
will this pennanently close the gate, but it will also suck
Malphas and his demonic troops back to the nether re-
gions!

BORIS BANNER
Type Evil person.
C.onsistency: Solid.
Defense: Good.
Skills: Passable Agility,

Good Strength, Creat lntel-
ligence.

Appearance: Suave man
in early 50's. Tall, with just
a touch of gnay at the tem-
ples. Appealing to womeu,
most nten find him a little
too arrogant.

Personality: Boris has
been involved in the occult
for nrarry years. Ouce a rea-
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souable researcher, he has slowly grown urad ovel the
yeal's.

Motivation: To attain greatlless by perfornring a great
work of magic.

Courbat & Powers: Boris is wearing a pair of Mystic
Classes wllich allows him to see (though not touch or-hear)
ghosts. Lady Mary has enchanted Boris' walking stick,
turniug it iuto a rnagic wand with these powers:

S/ow (Uses : 4): The tat'get can only act every other.turn
for (Agility vs Great) x 2 turns.

Freeze (Uses : 2): The target is paralyzed for (Strengrh
vsPassable)x2turns.

Magic Bolt (Uses : 6): Sends a bolt of magical energy at
the target, doing (Defeuse vs Poor) x 3 daurage to material
or incorporeal beings.

TTTATPHAS

Type: Evil entity.
Consistency: Dual.
Defelue: Superior.
Skills: Passable Agility, Superior Strength, Superior

Charru.
Appearance: Normally appears as a eight foot tall knight

dressed in black plate mail. A plunre of raven's feathers
tops his helm, and his shield bears a raven cr-est. He carries
a two-hauded sword.

Motivation: To keep tlre gate open so his dernonic
troops can enter the physical world.

Personality: Malphas is a notorious liar. His lies will be
believed unless (Empathy vs. Great) is achieved. Woman
are particularly attracted to Malphas. Any female character
must roll (Will vs. Creat) or fall in love with hirn.

Combat: His two handed sword does (Defense vs. Creat)
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x 7 damage. Malphas prides himself on his warrior abilities,
and would rather fight than use magic.

Notes: If an Aura of Powerlessness power is used on
Malphas, he will revert to his true fonn, that of a giant
raven. His armor and swold vanish, reducing his Defense

to Great and his damage (from his beak) to (Defense vs.

Great) x2. However, he gains the ability to fly. He can be

tricked into assuming his raven fom by a beautiful woman
who makes a Superior Persuade roll.

As a demon, Malphas can easily see and interact with the
living and lost souls. Malphas is not harmed by sunlight,
and knows that lost souls are.

DEI?IOME TROOPS
Type Evil entity.
Consistency: Dual.
Defense Passable.
Skills: PoorAgility, Good Strength, Poor Intelligence.
Appearance: Squat, troll-like beings that walk with a

rolling gait. They have meat hooks for hands and curved

fangs that extend past their chius.
Personality: Brutal and violent.
Motivation: Theywill fight to help Malphas, and to keep

the gate open.
Combat: They fight with their claws, doing (Defense vs

Passable)x 3 damage. Onedemonleaps from the gate every
other turn. There is a virtually unlimited nunrber of de-
monic troops.

Rewards
With the destruction of Malphas and the gate, the danger
to the world is over. The players receive the following
rewards:

* 1 karma for destroying the barghest.
+ 1 karma for reincarnating Boris Banuer.
*2 karma for reincarnating I-ady Mary.
*5 for closing the gate, thereby banishing Malphas and

his demonic troops.O

DIVISION OF MO\ARCH A\IALO\. INC
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May 21-23

Tournament, Competition, and Open
play of Board games, Role Playing,
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painting contest. Pre-registration:
$15/3 days, $1212 days, $7ll day.

To be held in the Oregon Convention
Center 777 MLK Jr. Blvd (Union Av)

Adventure Games
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Portland, OR 97218
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(206) 574-GAME
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Strand Varsler The Scroll #12 Monster Selection

CLIMATE/TERRAIN:
FREQUENCY:
ORGANIZATION:
ACTIVITY CYCLE:

Any
Uncommon
Solitary
Low tides

SIZE:

MORALE:

XP VALUE:

M (5'-6'tall)
Fearless (19)

270

Description
Although apparently safer that the high seas, shallow coastal
areas can be just as dangerous to an overboard sailor if he

cannot swinr. Strand varslers (also called Beacll Combers aud
Coast Guards) are the undead spirits of unfortunates
drowned within sight of [and, forever doomed to prowl the
shores they hadn't been able to reach in life, seeking new
companions fronr among the living.

More than auything else, Stmnd Varslers resemblewater-
logged zombies that slowly walk out of the surf to stand on
the edge ofbeaches wearing rotted and rusted exanrples of
the clothiug and weapons of sailors or coastal dwellers ofthe
region in which they prowl. They do not speak, but they are
often heard mumbling meauingless phrases or sounds that
aln'rost lnake sense in the most comuron Ianguage ofthe at-ea,

Cornbat
Wrile they look sonrewhat zombie-like, Stmnd Varslers are
much more active in combat, attacking with both hauds in
clutching attacks that cause 1-6 poiuts of damage fron'r cold
so intense that it leaves "burn" urarks on thevictim's clothing
or flesh.

In addition, when a Strand Varsler scores a hit, it attempts
to drag its victim into the water from which it came fi-otn.

The drag attempt is successful if the victim fails to roll his
strength or less of 1d20, with a penalty of -1 being applied
to the target nurnber for evety successful sttand varsler

NO. APPEARINC: 1-8

ARMOR CIASS: 7

MOVE: 12

HIT DICE: 3+3
THAC0: 12

attack made on hirn in that routtd. For exanrple, if one Strand
Varslerwas successful in both ofhis attacks against a STR 12

rlran, while another Varsler hit the salne lrlan once in the
same round, the uran would have a penalty of -3 on his save.

He would need to roll 3 under his strength, a 9 or less, to
avoid beiug dragged by his double-teaming opponeuts. No
nratter how many strand varslers are joining together in a

dragging attempt, only one saving roll is nlade by the victirn
in a rouud.

The result of the drag is to pull the victirn a number of
feet closer to the water equal to the amount he failed his
strength roll by. Worse yet, unless all the strand varslers
attacking are defeated, or unless he has a special success on
a strength roll by rolling less than hafhis strength, the victim
will find that he cannot retread fi'om a position he's been
dragged to; he can advance towards the water, or move
sideways along the beach, but he cannot retreat to safety.
Thus, if the victim is first hit while standiug 8 feet from the
water's edge, the Strand Varslers must drag him for a total
of 8 on his failed strength tolls before he will touch water.

Strand Varslers are tied as strongly to the sea as they are

to the Negative Material Plane, and so are not able to go
further from the water's edge than the high tide mark ou the
shole. Similarly, auy victim clragged to the edge of the water
will find hinlself in the Strand Varsler's realm; iu the round
that they touch the sea, the victim will be able to tnake oue

MAGIC RESISTANCE: NiI
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last save attempt (with no ntiuuses, as the Strand Varslers
will no longer be attacking him), failure of which means the
victim is plunged into the sea, to drown if no one can fescue
hirn (for he will not be able to do anything to save himself).

As undead, Strand Varslers are iurmune to the effects of
sleep, chan'n, and illusory spells, as well as hold aud cold
spells. Because of their water-logged bodies, they take only
half darnage from fire-based spells (no damage if a saving
tllrow is made). And because of the diluting effects of the
water already impregnating tl.rem, small anrounts of holy
water have no effect on thenr. If one were completely
immersed in holy water, it would peacefully die, allowing
the Strand Varsler's tonnented soul to fiually find rest.

Strand varslers can be turned by clerics as ifthey were
Shadows, but with one twist. As they cannot leave either the
sea or the tidal shores, a turn perfiormed by a cleric standing
seaward of them will not drive them onto dry land, but are
trapped instead. The tmpped Strand Varslers will take darn-
age equal to the cleric's level every roturd tl-rat they are
trapped. (For example, a 5th level cleric inflicts 5 points per
turn.) As they will not be able to approach the cleric there is

little chance of them surwiving this attack. Of course, the
cleric in the water will be in considerable danger if nrore
unaffected Strand Varslers happen to attack hinr fiour be-
hind.

Habitat/Society
Stmnd varslers have no society to speak ofi they collect in
groups only if they were drowned in the sarne area. In
particularly perilous waters, a pack of Strand Val'slers could
mnge frorn the newly-drowned (it takes about seven days
for a drowned sailor to become undead) to tl'rose drowned
in the sanre area hundreds of years before. Unlike urany

The Scroll Monster
Selec,tlon

Every issue features a new monster written and
designed by our readers. Presented in the popular
Compendiurl Fonnat, they are easy to cut out aud
add to your existing mouster collection notebooks.

We encourage our readers to submit mollsters
for publication in Ifie Scroll. Send your favorite
monster creation to:

The Scroll
Attn: Monsters
P.O. Box 14616

Portland, OR 97214

other fomrs of undead, those the Strand Varslers kill do not
become undead themselves. Thus, the population of Strand
Varslers in art alea incleases only by way of water-bor-ue
incidents; flom a few every decade in sliglrtly hazar.dous
watels to possible influxes of dozens in the afternrath of a

naval battle.
Being nearly mindless, strand var.slers do uot conruruni-

cate with each other. They have no emotions and do not
fight over pley; if two Strand Varslers approach the sarre
victim, they will wolk together to dlag the victinr to his
death more because they fail to notice each othel than
because they consciously practise group tactics. A Strand
Varsler hasn't enough of a rnind to retain memories of its
living existence (including any skills or spells it may have
possessed in life) and precious little memory of events since
its death.

Ecology
Strand Varslers have uo neecl fol food, nor do they selve as

food fol other creatures. The unappetizing taste of their
flesh is shunned even by the least of undelwatel' scaveugel s.

As most Stlaud Valslers are poor sailors, and the possessions
of those they drown quickly lot in theil salt-watel enr.ilor.r-
rnent, only the nrost lecently caught "pley" will have anv
treasure to speak of. This can be found eitlrer on those
bodies that wash to shore hours or days after their death.
ol uuderwater in the weeds and rocks that trap sonre of tlre
corpses, and which the Stland Varslers lurk in duling the
high tides when they cannot loaur the beaches.

Credits
The Strand Valsler was created and writen by Spike Y. Jones
and Illustrated by Devin Vau Donrelin.
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30 new and unique mon-
sters, complete with stats
and illustrations! Presented
in the popular compen-
dium forrnat ready to enter
your campaign. Are your
players ready for the evil-
Kara-Cur, the Long-armed

Squarn, the deadly Clogmoss, or the undead
Adorite Waniors? Send for your copy today!

Send $5.95 + $2.00 fol shipping & handling to;
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Use ghostly supernatura-l powers to adventure through time and dimension, help or
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Things To Do lYhen Dead

Come back as one of 22 ghost types -
from an apparition to a wraith

Return to haunt your killer

Battle demons on their own terms

Confront chain rattlers, crypt lurkers, and
other evil spirits

Explore bizarre planes of the dead

Wield an assortment of over l5O super-
natural powers

cx

ox

Lost Souls, 2nd Edition. A complete roleplaying system for only $19.95
Ask for Lost Souls at your local game store



Cat Play
Continuedfrom page 31

They checked to make sure both ways were clear, then
dashed another twenty or thirty feet up the corridor. A
sudden scream, coming from directly behind thern, froze
their steps for the briefest instant before both meu broke
into a headlong sprint into the darkness.

Two robed and hooded seryants escorted Dedrinti into
the presence of Lord Merides. The lieutenant of the Fomm
Cuard paled and his hands shook as l"ris guards pressed hin
to his knees.

"Good evening," said the aristocrat. Lord Merides smiled
at the mercenaly officer and offered him a driuk. Dedriuti
accepted the bronze goblet neruously and took a loud sip.

"lt is flrom my own cellars," said the host. "Distilled fi'onl
the blood of a half dozen noble virgins. Would you like
some nrore?"

Dedrinti bent over suddenly and spewed liquid over the
fine carpet of the salon. Lord Merides looked upon hirn
disapprovingly and iudicated to his servants that they
should help the man to his feet. Having done so, Lord
Merides gave a cold stare to the man.

"What were you doing in the catacou'rbs?"
"Following," Dedrinti replied. He coughed twice, paused,

then continued. "Following two crooks. They passed
through a rooln where an old blind woman sat. She cap-
tured nre...."

'And what of the two crooks? Did they not also tneet lny
aunt?"

Dedrinti started. 'Your aunt?"
'Answer nry question.
Dedrinti swallowed hard and shook his head. "l did not

see them after that."

\Mren the Baron and Sailer could run no further and
collapsed on the stone floor to catch their breath, torchliglrt
emanating frour an open archway ahead caught their eye.
In several minutes they had recovered and tiptoed toward
the light.

Concealing thernselves on either side of the archway, the
Baron aud Sailer peeked into the chaurber to scan its
co[tents. They had come upolt a large chamber where a
gathering ofcloaked and hooded figures were engaged in
urgent preparations. For what grand event neither the
Baron nor Sailer could guess.

Present and overseeing the others was a tall lean nran
dressecl comfortably in the fashion of a countly aristocrat.
The Baron and Sailer wrapped thernselves in their cloaks
and concealed tllenlselves within the gathering. They

watched the proceedings with some interest and slon4y
began nraking their way toward a side entrance.

Shortly theleafter Lord Merides entered the chamber. H e

was followed by Dedlinti aud a guard escolt. Merides was
pale and stiffand looked upon the gathering coldly.

"Lord Brevis," he cried, "l see you ale uraking good
pr-ogress. And I, too, have not been idle." He indicated
Dedrinti, who was sulking under the confines of two strong
guards. "He managed to penetrate far into the catacornbs,
befole n.reeting Auntie."

Dedrinti looked upon the congregation with horror. He
had heard repol'ts aud ruurors aborrt the existence ofsuch
gl'or.lps, but uever had he imagined himself witnessing a

true cult gathering.
"Release me," he pleaded. "l am an officer of the Folunr

guardl"
'You are but a mite to us," Lord Brevis laughed briefl1,

before his smile faded abmptly and he attained a more
commandiug posture. "Please be quiet."

Lord Melides strode forth and held up a hand. Lord Blevis
bowecl and n'rotioned all activities to stop. All the lobed
figures put down their work and look upon the head of the
IOOlll.

"There ale thieves au)ol)g us," said Lord lvlerides. "But
they are not here against onl wislies."

The aristocrat snapped his fingers and spoke an eldritch
syllable. From behind him eurerged foul hideous creatures
which appealed as men the color of death, brrt their eves
rolled with delight and yellow faugs extruded from be-
tweeu climson lips. They shuflled forward quickly, sniffing
the people around them grinning feverishly aud lickiug the
a ir.

There was a conrnrotion at the far end of the charr.rber,
when the ghouis were directing theil explorations there. A
hooded figure hacl beguu to run toward the lear exit, rvith
the ghouls close at his heels.

Lord Melides ficlgeted about, craning his neck to see the
action under the flickeliug shadows.

"Have they got hinr? Where's the other?"
Lold Blevis, tired of watching, pushed his way thlough

the clowd of his underlings. Mornentarily, the fluny o[
robes waxed in intensity and then, as Lord Blevis enteled
the fray, the flulry died sudclenly. The country aristocrar
shouted to Lord Melides flom behind a pillar'.

'Ah, hele we have hinr!"
Blevis and the ghouls eruerged into the torchlight escort-

ing a blond-haired nran whose disguising lobe had been
torn away. Lord Melides thought he recognized the rran.

"But rnilords," cl'ied Lieutenant Dedrinti, "there is au-
otlter'!" He frantically searched the cowled faces until his
eyes spotted Sailer', who bychance had pulled back lris cowl
to bettel see. "He is there!" shouted Dedrinti, pointing
wildly. Sailel broke iuto a lun.

Continued on pg. 62
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Northulgst Ganring
Nevus

By Clark Musser

An Interview with David Miller of GMA
\\f lren I fir'st nret Dave Miller iu November of 1992, I

\ [ / traa already heald urauy good things about his prod-
Y Y uct, lnterstellar Elite Con$at (lEC). IEC is a science

fiction roleplaying game systen) of iurmense proportions
witlr an infinite nuurbel of story lines, characters, and

rolepiaving situatious possible. Sadly, I hadu't had the
chance to see ol play the gaure nryself, thouglr colleagues
and fi.iends had been raving about the look and feel of the
ganre since retru'rliug fr.om the Dlagouflight'92 Convention
in Seattle. \1r'standard excuse: "l don't have the game so

I can't plav it" u,as destroyed when Dave delivered a copy
and sriggested I look it over, test it, and te[[ him what I

thought. Oh. the life oIa r.eviewer'...
\\'hen Dave and I nret in my office at TFC Interactive

Adveutur.es back in Novenrber, we discussed nrany things
abotrt lrrirrst:ilr Elite Contbat, as well as the Pilot systellr
tunciel developr)rellt by CMA, the Universe garne systern, the
condensed iriuratur.e battle game, and the possibilities of
a secoud edition of IEC. We also discussed the long telm
marketabilin of sci-fi RPCs and the possibility of cleating
a nrouthlv neu,sletter flor new as well as loyal custourers of
GN'IA, pr-oducts. It was the candiclness of our'fir'st nreetiug
tltat pr.onrpted me to call Dave for a second intervierv and
to utite thrs issues column.

Dat'e \lillel began his association with science fiction
back in the 60's, 'Vhen space was a big deal", through
books, encyclopedias, aud any other nratelial that hooked
into his expauding inragination. "l was looking at pictules
ol space in encyclopedias befole I could eveu read," lre
stated pr.oudly. "[ was definitely a child of the 60's," [re aclds

u,ith a laugh, "l leally got into sci-fi."
Flonr his love of science-fiction, Dave developed an idea of

his owu universe by the tinre he leached Jr. High School. "[

wanted to produce a movie, but Star Wars alrived iu theaters
(1977) and luine<l the market, I couldu t compete with Lucas."

He began to reminisce abotrt the past and explained his
eurerging idea for the ganre industry. As he tells it, Dave
was discouraged with the nrovie industry but still wanted
to do something in the field of science fictiou. His desile
found a new outlet in a couple of new games cleated by

TSR: Dungeons & Dmgons and Canrma World. "l found
these garnes inadequate," he tells me candidly, "aud I was
conring up with my owrr mles to fill the holes."

Through the years, Dave added marry of his own vari-
ations to the rules of TSR's games uutil finally, iu High
School, he developed his own (unpublished) gaure system
by the name of Torpedo Fighter. Over several years, with a

growing group of players (mostly friends of Dave's), the
game began to evolve and changed significantly.

During the evolution of Toryedo Fighter, Dave was read-
ing evelyhing in the field of science fiction as well as any
work dealing with our reality as it would effect his new
universe. He was reading magazines about both real and
fantasy creatures, studies of zoological specinrens, and
scientific textbooks ofall types. The iufonnation he gained
through research helped to turu his universe into some-
thing more realistic and enjoyable for evelyone.

As the game grew on scratch paper, note pads, and
melDoly cells, Dave was gathering a $oup of role players

interested in developing the history and background to his
universe. Frorn these sessious and nreetings theywere able to
extrapolate and collate the ideas into the pr oduct I epresented
by luterstellar Elite Combat. 'All of these guys were involved
in the trausformation ofTorpedo Fighter into Interstellar Elite
Combat," Dave is quick explain. 'The idea of having an Asso-
ciation of Came Masters wasn't how GMA originally stafted."

Frour the expansion of Torpedo Fighter, Dave (with his
fathers backing), built the foundation of the company he
now heads as president and produced the first of many
products: Interstellar Elite Combqt. With the untimely death
of his father, Dave incolporated the cornpany and added
sonre of the closest collaborators of Iuterstellar Elite Com-
bat as part owners. Flonr this group of four, the Canre
Masters Association was fornred, and a new publisher of
gaure rnatel'ial finally rnatured.

Dave loves to chat about IEC and seems determined to
touch on every detail I nright need to know about his gaure.
With candidness, he answers all of my questions with
straight forward responses, leaving little to be read be-
tween the lines. But there ale rnany people that don't know
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anything about Interstellar Elite Combat, and for those
people I had to ask one major question.

'Though Interstellar Elite Combat has been selling fairly
well," I began the question in my best interuiewing voice,
"it is a reiatively new gaure system, barely out of its infancy.
Tell me, what is Interstellar Elite Combat?"

As we begin the ritual dance of the interview, Dave's voice
seerns to get a little more serious, "Literally, lnterstellar
Elite Cornbat is the culmination of 20 tomes of raw infor-
mation condensed and extrapolated into a comprehensive
yet simple system to play."

Silence prevails as I atternpt to digest the staternent and
return another intelligent and rneaningful question.

"But what exactly does that rnean?" I blurted before I

could control the words.
After an hour ofquestioning (aud a couple days ofreadiug

through ttre game rnaterial he supplied back in Novernber)
I was finally able to write about the game and its design
team with a little more knowledge.

Interstellar Elite Cornbat is a r oleplaying game systern based

in a universe far more advanced than our own. The setting is

an area of disputed space, divided between the Neutral Zone
and the Imperial Zone wrought with areas of heaq, combat
between warriors decked out in ultra-tech suits of annor and

weapoury. Beyond the clurnsy days of the n'rechwarrior, the
elite waniors of this ganre are quick, agile, and increasingly
deadly. It is no place for a lnere Eafth-type rnortal, he'd be
vaporized in the flash of a laser bearn.

But Dave assures me that this isn't just an ordinaly space
fantasy game of 'Buck Rogers' heroics and 'Star Wars' ef-
fects, "One thing where we differ is that we have a lot of
real science in our products. Ron Teeter (An engineer fi'om
Rockwell hltemational) has helped with the technical de-
signs ofour space craft aud equipnrent."

Because ofthe extensive scieuce backglound in reality, the
overall feel of the weapons, equipment, and space craft in
Interstellar EIite Combat are very realistic. Much can be attrib-
uted to the thorough research and developn'rent of the CMA
team. Dave is very ploud (and rightfi.rlly so) of his products.

This is not to say that IEC is overly complicated, in fact,
besides the character genemtion (which l found a bit tedious),
the game has been simplified and explained in laynen's temrs.

"We've got a simplified game system but we refuse to
falter in our science technology. You wou't find a universal
tool doing everything we can't explain. We use hard science
fiction in our products (meaning they use scientific theory
to explaiu the unexplainable)."

CMA's product line so far has but two entl'ants, Interstel-
lar Elite Combat and Interstellar Elite Arctic Combat, but
the future of the Interstellar Elite game line is divided into
the three categories: 'Combat', 'Battle', and 'Pilot', with
'Universe' being the cornbination of all three (these may
chauge wllen actually released). Interstellar Elite Conrbat
was marketed iu a vinyl binder and a plastic ringed spine,
which Dave is quick to point out as a first for any game

corrpany. Arctic Combat is a pefect bound book.
'"The vinyl bindery was a great idea," Dave tells me, 'but

though the quality is higher, it became cost prohibitive and
the shrink wrapping kept the gamers fiorn opening the
game to see the inside. Our fluture products shall be perfect
bound books which have become standard in the industry."

The first Interstellar Elite category to be developed has been
the 'Conrbat' line, devoted to a microcosm of the universe.
"Roleplaying is the core of the game and shows the grid in
depth," Dave explains about his first product. "lt shows the
reality of the society we have chosen to highlight."

He quickly points to the differences between the Neutral
Zone society and the Imperial Zone society which bare a

striking resemblance to the differences between the two
superpowers of the 1980's on Earth.

The Neutral Zone is an expanding, denrocratic monster
of a capitalist society, chewing up the surrounding star
systems in the name of fi'eedom and financial gain. Money
buys everything that might be in demand: freedour, power,
happiness, drugs, weapons, etc. The rnilitary is bought and
sold as nrercenaries by corporate warlords who postulate
against one another to test their strengtl.r and power. As
the enrpire has expanded to marry new worlds, the central
banking system has fallen apart and lost rnuch of its original
power. It seems that only the n'rilitary system, high technol-
ogy, and the opposing theories of the Imperial Zone keep
the civilization together.

The In'rperialZone is expanding about as fast as the Neutral
Zone, but mther as a hybrid of imperialisrn and courmunism.
The people must fit the mold of their society or they are
eliminated fiom public scrutirly. All citizens are expected to
serye in the military, and in fact everyone is considered a
soldier ofthe emperor. When born into a farnilyofthe Empire,
the life of the child is predestined to follow in the family
footsteps (be that as a garbage collector or a royal heir).
Everyone has social status, fionr the worker bee to the queen
bee, and anyone of higher rank nray kill a lower mnking citizen
without fear of reprisals. There isn't any free thought or free
speecl'r iu the eurpire, and perhaps it is this that causes them
to attack (on occasion) fhe Neutral Zone.

With a sage-like voice of wisdom and knowledge, Dave
tells me of the long history in his alter-universe, 'The time
line for'Combat' starts in Neutral Zone 4,000 years in the
past, highlighting histoly until 4340 where the mini-module
Hem-Shalam takes place." The 'Combat' history continues
in the first module, Arctic Combat, which highlights a single
planet in Neutnal Zone, and succeeds in adding the next 16

years of history to the uuiverse. Arctic Combat' also ex-
pands the game with a few new items of interest including
vehicles, weapons, new nrles, and a combat system for
donres and arctic climates.

"lnterstellar Elite Combat is a persona based roleplaying
game where a game master sets tl're stage and one or more
people intemct with the personality of a persona," Dave
explains when I ask him about the general premise behind
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the use of 'Conrbat' in the uaure of his game. "The game can

also work as a battle systern ou its own or iu coujunction
with other galnes. Interstellar Elite Combat was created
witlr combat iu urind and possesses a refitred, accnrate, atrd

sinrplistic percentile based combat system."
When pressed, Dave revealed a bit of the futut'e, "We're

working on the simplified 'Battle' ganle which will include
nriuiatures flom RAFM, a short hand versiou of our'Courbat'
pelsoua sheet, and the abilityto incorpot'ate persoua's ft'ot't't

other systems. The nrain designel of the battle game is

Shau,rr Cibbs and he's using the saure (though revised)
conrbat rratrix and rules for the miuiature battle system as

in the original RPC."

The fir'st release of 'Battle' will be Interstellar Elite Alien
Invasiou in June of '93. "The release date is vety depenclent
upon R{F\I u4ro is ploducing the miniatures for all of our'

products. \Ve plan to include some of these nriuiatules in
the Alien Invasion box set when it is released. Othel nrini-
atules shall lollow and be sold in gatne aud book stoles that
normallv cattv these products. All of our uiuiatttres shall be

22nrrr scale and the 'Battle' game has beeu designed to
integrate nrinrature play."

The question ol con'rpatibility between the 'Battle' and
'Conrbat' gaures rr'as squelched by Dave u,hen he relieved
rny leals u'ith his next stateurent, 'Alien Invasiou is a stancl

alone rriniattir.e battle gaure with refereuces to Iuterstellar
Elite Conrbat. There can be much crossover between the
tu/o systeurs and in fact we encourage it. Pelsona's ft'our
any of our product lines will be able to jump into Alien
Iuvasion wrth little difficulry."

And u,here does Alien lnvasion fit into the Universe you
have cleated?

"Alien Inva sio n rvilljuu-rp a few centuries offthe tinre line,"
I hear Dave sn.rile as I jot dowu lny llotes, "lt takes place
during 1762it't a conpletely different area of space, with a

lot of changes to the Zones. The entile game is dealing with
a neu, lizar.d-like race called Zephrix, and their atternpt to
invade a secret garden planet ofNeutlal Zone."

Dave nas quick to add that the UltraTech Handbook is also

tuudel pr.oduction and should be released soou after Alieu
Invasion. The UltlaTech Handbook takes the persona's deep
into the developrnent of the highly technicalequipurent ofthe
nvo Zones. The bookwill iutloduce new technology and nrore
of the Sen.ri-neutrino impervious equipurent called UltraTech.
The UltraTech Handbook should do fol the lntelstellal Elite
tuniverse what the Q branch did folJanres Bond.

Also in the works is Iuterstellal Elite Pilot. This is the
enhanced uuivel'se ofDave's creation, or "the uracrocosur" as

he puts it. Pilot shall add a few centuries to the history of the
runivelse and bring the time line just short ofAlien Invasion.

"Pilotwill open the universe aud add uew proflessious aud

the pilot pel'soua to the game," Dave tells ure. "lt will be a

stand alone gane systenr like'Combat' but won't go as far
into pelsoua creation. Pilot will add rnore definition to the
ganre, including pilots, uew space craft for both zones, and

new civilian professions."
The largest addition to Interstellar Elite that Pilot will

make is in its depiction of the known universe. It will add
star systems aswellas travel between stars, newtechnology
fi'om different races and old long dead civilizations. And
Dave stresses that the aftwork will be wonderful.

"Pilot will gloss over the new alien races by giving thern
backgrounds and neat pictures. The main stress will be the
developurent of the enhanced capabilities of the people.
New persona classifications afe stressed, including new
officers for warrior related classes and new techs for the
technician related classes. To highlight the new persona
classifications, we're adding new professions and marry
different outlets for characters to expand."

This brought forth another question that I remembered
from our first nreeting, "\Mrat about cybernetics?"

Dave gracefrrlly danced around the question, 'We've been
working on an idea that will add black market cybernetics to
our gaule system, but we're a small company and we try not
to becorne to ernbroiled in one direction. We've got to follow
the n'rarket, if one product line becomes successftll, we'll
prcduce rnodules for it and delayour otherprojects. However,
I can foresee a ftiture with CyberElite on the market."

"What about a second edition of 'Combat'?"
"Well, we'll have to wait and see," Dave responds with a

voice that has grown wearyafter our long interyiew. "Com-

bat was our first ganre and we've found a few things we'd
like to change, but we've decided to wait until after Pilot
has been released before we begin to do rewrites."

As I look over my notes I ask Dave if he has anything else
to add.

'To tell the truth, you've draiued me dry," he says as we
both chuckle, "and I think you know my whole life history."

I thank him for his time, hang up the phone, aud stare at
the scratches I've made ou a note pad. Perhaps I've come
to know Dave Miller prettywell over the past hour, we both
have dreams, ambition, and a desire to open our nrinds to
the world for inspection. But then again, with a mind able
to contemplate an entire alter-universe, can arryoue truly
know what he is thinking?

I contemplate this as I begin to arange the notes. Perhaps

Dave's alter-universe is a key to his spirit. Perhaps he is just a

nran witl.r a drcanr, a designer with a vivid inragination, or a

businessman who had the dl'ive to put a new product into the
hornes of every anrerican sci-fi gamer. Or per haps Dave Miller
is just a uran with a vision, atternpting to share with a world
that at urost tinres just doesn't care. As I stare out the window,
it begins to snow and I realize that it doesn't really matter.

As I begin to write this article I realize that Dave Miller is
an imporVexport consultant fi'om Troutdale, Oregon who
has followed a dream and designed a gan're in his spare time.
I ouly know that I feel better for haviug met and talked with
a man that has laid open his mind, handed the public his
heaft, and through the fog of a vision; has boru hinrself a

bright new future upon the horizon. O

lssuc #tz Thc Scroll ,)



&AMNru& DAAffi
Ghost Rid."= on Lhe

Sto"m
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A 96-page epic-length adveutule. Charactels journey into the
past, visiting three different per-iods of history, only to r.etuln
to fight a desper-ate battle to save the plesent from uuspeaka bie
evil. Contains utany uew NPCs and lnonsters, a new plofessiou
type, and tons ofsuppolt nraterial!

(Dens of )niquity
More city shops for your growiug collection. This package oF i 2
conrpletely desigued seedy establishments ale leady for yoLrr.

next city adventure. This package introduces our uew implor,ed
fornr design! Each shop contains a detailed description of the
business, NPCs, the building, and complete inventory oIgoods
aud services availiable. Dens of Iniquity focuses on dark lairs and
features such places as Dead Man's Coluer', Debtor's Prison, The
lnstitute for the Poor aud Destitute, and 9 others. Conrpleteiv
conrpatable with Sage Lore's Clty Sfio ps (cat # 1021aud Snra// frr rr,r;

Shops (Cat #106).

Look for these
new Sage Lore

products at your
favorite game

shop!

r@PTUflG ffiUNTEP/
Roleplaying in the Desperare Years!

The Turbulent Thirties! The rise of the Nazi's, tl.re quests for
artihcts, gang wars in America, zeppelins in the skies, the Great
Depression, prelude to war. Climb into the driver's seat of a 1932
Cadillac or jurnp a tranrp stearner and journey into adventure!
Vampires in Trausylvania, the Maltese Falcon, the Ar-c of the
Covenaut, the urystic rnonks of Tibet. A fantastic world of
adventure awaits you in Fortune Huuters! A complete roleplay-
ing game featuring the long-awaited SACE systelD. Don't uriss
the exciternent. Available this Suurmer!
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9{ow to kal ascrottfuaiew
The following rating numbers apply to the review boxes with eacl.r afticle:
1. POOR. This aspect ofthe ganre is fal below the average expected by

most gamers.
2. BELOWAVERACE. This aspect is sr.rbstandard but not hopeless.
3. AVERACE. Nothing exceptional but nothing poor. The Standar.d ganre.
4. ABOVE A\ERACE. Sonre very exciting aspects of this ganre are presellt.
5. EXCEPTIONAL. Unique, new, exciting, and far above the avelage ex-

pected by most garrlers. A rnust play gamel

The following categories are rated: EASY TO LEARN indicates how difficult
the game is to learn to play, where a '3' r'ating represeltts 2-3 gaming
sessior.rs. RULES PRESENTATION indicates howwell the text is wt'itten, how
easy it is to locate matelial during play, etc. COMPARES WITHIN CENRE
rates the gan're with othels of the same geure. VALUE FOR COST addlesses
whether the reviewel feels the game is worth the cover price.

The kroll tokes greot core in electing gonre reviewers os io lheir experiene ond oedibility in the gonring connruniry.
We ue both in-hou* ond fr*-lone reviews. However, the opiions ond rotings preented in the Creotive lustie
*clion ore tho* of the reviewer ond not neessorily of The Sa.oll Editors.

verybody asks "What would hap-
pen if history had gone differ-
ently?". Usually the answer does

not iuvolve a utopia. Instead it in-
volves a nightnrare. The future in
Creative Encounter's game Reich Stor
is a prime example of such a night-
lnal'e, set two huudred years after
Adolf Hitler posthumously wins the
Second World War. I must admit the
thought of that sort of background
urakes nre a bit uncomfortable. But
many gamel's think Space Nazis are
good villains to have around in a

roleplaying game, and love fighting
impossible odds if it is "the good
fight". This entire game is built
around the Space Nazis, with a large
generalized background but few de-

tails. The basic idea is that you throw this
nighturare world at your players aud have
them fight to change it. But this world is
so horrible, and the forces ofevil are so

eutrenched, tl'rat nrany players are likely
to get shell-shocked very quickly.

In the Reich Srar world, the Cermans
won the war by dropping atomic bombs
on London and New York in 1944. This
bold stroke secured the world almost
instantly even after reverces in Russia
("Stalin? Who's Staliu?"). Hitler was pre-
vented from tunring on Japan when the

Japanese also obtained the bomb fi'om
American scie[tists. Over the next two
centuries a cold war and technology race
developed between the two superpow-
ers, and otre of the discoveries was a

stardrive. So Germany and Japan started
colonizing all the habitable worlds they
could reacl'r, subduing the alien inhabi
tants as they went and nevel facing seri-
ous oppositiou. By the time of the game
the Nazi enrpire covered rnost of Erde
(German for Earth) and about a hundred
other star systerns. The Japanese also
have a thriving space ernpire, which gives
the two powers nrole to feud over. The
two powers walk a tightrope, each trying
to gain advantage without toppling into
a disastrous general war.

Even with the passage of two hundred
years, the Nazis are still nronstrous. They
still n'reasure everything and everyone
based on tl.reir owu twisted racial phi-
losophy. "lnferior" l'aces are routinely en-
slaved (a category which includes blacks,
who are bound to servitude in the founer
United States) or destroyed. But the Nazis
have still been unable to totally obliterate
their targets. And underground resis-

REICH STAR

Designed by Keu Richardson

Published by
Creative Eltcounterc, Inc.

CENRE: Dark Sci-Fi
EASYTO LEARN:3
RUTES PRESENTATION: 3.8
COMPARES WITHIN GENRE: 3.5
VATUE FOR THE COST: 3.5
REVIEWERS OVERALL MTING:

3.5
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tance flourisl.res and grows, as groups
labeled as "terrorists" by the state-
controlled media strike back however
they can. Sonteone was even able to
assassinate the current "fuhrer" a few
years ago. Internal rivalries within tl're

Cennan and Japanese governments
can also catch people in the middle as

leaders struggle for power. The vast
and potent mechanisms of the totali-
tarian state are still unable to totally
silence the cry for sanity and freedom.

Reich Star has a panoramic back-
ground that would fit many different
types of campaigns. The content of
these backgrounds is, r'raturally, dis-

turbing. This is "the nightmare future
that might have been". Player charac-
ters, even if they try to isolate thern-
selves from it, will always find the
governrnent willing to do horrible
things to them. Eventually theywill be
forced to stand and fight. The back-
ground is the selling point for this
game, and mechanics are secondalyto
nrood and effect.

The character creation systenl is
nothing spectacularly new. 180 points
are first dMded among the nine basic
attributes. This is standard stuff -

strength, intelligence, willpower and
so on. Most checks against attributes
are rolled on 2d20,A pool oflifepoints
is figured frorn three of the charac-
tedstics. Typical characters are in the
15-20 Life Points range, and au attrib-
ute over 30 is really irnpressive but
rare.

After this is done skills are selected
from a list. Each skill has its own cost,
and the number of skills a character
can take is determined by his intelli-
gence. In this garne being strong is not
nearly as important as being stnart and
cunning, especially when the shock-
troopel's come after you. Skills go up
by level, and one can buy a skill multi-
ple tinres to get better at it. Skill levels
are added to the attribute used in a

skill check, so the maximurn skill level
of 5 adds five to the roll needed to
succeed. There are 72 skills ofvarying
utility. One interesting one is "Sileut
Kill" - if you sneak up to a guard and
make your roll, he dies without a

,8

sound just like in comnrando nrovies.
A set of "plofessiot'ts" are provided,
but they don't have specific things to
build a chatacter around - only sugges-

tions of what that soft of character
might have. Any reasonable character
conception forthis background can be
doue with few restrictions. Advan-
tages and disadvantages are also avail-
able to provide edges or extra skill
points. There are also psychic powers
available; all psychics are "dmfted" by
the military and tattooed, so psychic
PCs are probably deserters (giving the
Gestapo one mole reason to httnt
down the party - as if they needed
another one).

Combat iu this garne is complex,
probably a bit more complex than it
needs to be. Initiative always goes to
the fir'st pafty aware of a situation,
gMng attackers a nrassive advantage.
Chamcters firing ranged weapons al-
ways have the choice of aiuring for a

specific spot or "just shooting". A spe-

cific shot takes three seconds to airn,
giving a waly target a chance to act.
After a shot hits, hit location is deter-
mined. Wren 'Just shooting" the loca-
tion is random, but an airned shot will
go to the general area or the specific
talget. Sonre areas of the body are
critical and serious. Any shot to a

"critical" area (the head, heaft and
lungs) that does damage will be even-

tually fatal; if it does two or more
points it is an instant kill. Hits to seri-
ous areas incapacitate the target per-
manently. Player characters can
expend "luck points" to move hits to
less irnportant body parts or reduce
damage. Still, a sniper in arnbush has

a pretty good chance at killing his
target with one shot. Melee and hand-
to-hand combat wolk in similar ways
with the sar.r're hit location rules apply-
ing. For'the hard-core combat wombat
with visions of scores of corpses at his
feet this systenr will serve the purpose
quite nicely. Weapons in this game are
quite deadly, but tlre personal armor
frequently woru by shocktroopers will
absorb some daurage. Not that it's
going to stop shocktroopers fi'onl
dropping like flies if it suits the CM's

pul'pose. In addition to the standard

slug-throwing gun there are plastna

and gyrojet weaporls that do lots of
damage, along with grenades aud ueu-
ral whips and implants (used by slav-

ers). A satisfyingly large selection of
weapous is provided.

There are a lot of futulistic things
thrown into the nrix. Robots are t'ela-

tively comrnon, aud guat'd dogs often
have cybernetic attacl.ruretrts. For
sonre strauge reason robots outside
the rnilitary in this game always follotv
Asimov's Laws of Robotics (rnaking
them incapable of directly harming
humans). Starships are available to
characters ifthey can afford them and

sorrehow l)ranage to keep them; the
coustrtrction lules are complex bttt
samples are provided including the
main star'figlrters of both superpou.
ers. Starships fight like characters,
with the first aware ship getting initia-
tive and with a complex hit location
systel)r.

Only a few star systellts outside
Earth's ale laid out irr the ganre, btrt

they do show soure ofthe patterns of
"space exploration Nazi style", includ-
ing wars of conquest followed by slar'
ery and extertlination. Alieus u,ho
hear about this are likely to think o/l
hunraus act that way - which can lead

to selious problenrs for PCs. Several

top leadels in both regirues at.e de-

sclibed alorrg with the cunent in-
trigues. Several sarnple characters are

plovided as NPCs, including geueral

stats for the tyrical foes likely to be

faced. A sarnple advetrture is pror.ided,
and the book does offer sonre hooks
which can be used to advantage in a

carnpaign. The nrost interesting is the
recellt disappearance of atr eutire
Reich fleet; what did it uleet trp rvith?

hr all, this ganre has been put to-
gether fairly well. It has a specific ob-
jective ancl has beeu sotnewhat
successful in achieving it. I am still
botherecl by the subject l]1atter, espe-

cially since some people will want to
lun Cestapo canrpaigns and the like.
To their cledit, the designers do uot
pull punches on just how hollible
these regiures al'e or how their crr.relty
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affects daily life. And to their credit the
PCs are supposed to be fighting back.
But I am still uncomflortable gaming in
a world in which nrany of nry friends
would be enslaved or killed because of
theil skin color or who their grandpar-
euts were. And the Northwest has had

serious problerns with real-life Neo-
Nazis iu receut years, adding to my
anxiety. Reich Sror's dark future is

linked to the horri$zing reality of our
past and present. I sor.uetimes wonder
what it is really meaut to be - a "nrere

gan1e" or a warning to a geueratiou
that has not experienced the horror
for then.rselves. O

ust when you thought it was safe

to play AD&D, the denrons are
back.

One of the most coDrulon coul-
plaints about the first edition ofAD&D
was its handling of demons. Any fun-
darnentalist who wanted a sure target
in popular culture had only to look up
the Monster Manual and find a large
assortment of demons with detailed
descdptions of Hell and their powers.
This plobably wasn't the direct cause
of the anti-ganring attacks we have
been subjected to for the last fifteeu
years, but it did provide ammunition.
Even to this daythe game is described

lssue #tt

as "an indoctrination tool into the oc-
cult", a tag it certainly does not
deserve. Well, TSR's final embarmss-
ment was so strong that they took
demons entirely out of the second
edition. And so it has been until now,
as Mayfair has used their most arnbi-
tious Role Aids product yet to put the
demons back. Look out, Pat Robert-
son! The Demors campaign pack offers
Iots of demou characters, along with
new character classes and spells which
can be fit into any campaign. Whether
the typical campaign needs this pack
isn't clear. Some DMs might be able to
handle it properly, but there are a lot
ofthings that can go wrong. It is crea-
tive in a twisted sort of way, but there
are some serious problerns.

Before anyone gets upset, I must
point out that these demons are not
the hmiliar Christian demons (such as

Satau). They are all (hopefully) fic-
tional. They are also powerflul, schem-
ing, and really nasty. These demons
are built entirely around one specific
role that doesn't appear often in cur-
rent AD&D: they are tempters, tlying
to lure rnoftals to their doom. Wry do
they do this? As Mephistopheles told
Faust, "Misery loves company''.

To fit these creatures into the typi-
cal campaign, a backgroturd has been
given; eons ago, the demons lured the
gods into fighting alnong themselves.
When the destruction finally settled
down, the gods banished the deurons
to "the Infernr.rs" for their crirnes. But
eventually they reached a compronrise
with them, in the form of "the Com-
pact", under which the demons cau
still seek the power of mortal souls.

Underthe Compact, demons cannot
allow thenrselves to be seen by mor-
tals aud cannot force mortals to "sin".
But they can use subtle influence to
tempt someone into sin, and fre-
quently do. All bets are offwhen some
amazingly stupid magic-user sunr-
mons them; although they nrust still
"bow to divine influence", they can
wreak all kinds of havoc in the nroftal
world.

The pack is in a folio, and the most
obvious feature is the selection of de-

mons in Compendium forrnat readyto
be placed intoyour binder. Each ofthe
dernons have one or two areas of in-
fluence tlley can use to tenrpt nrortals,
and all ofthem seek to pronrote cer-
tain flaws in human character. Just
about all of the traditional vices are
here. Ifthere is any bad thing charac-
ters rnight do, here are beings to
tempt them into it. The demon char-
acter sheets include their stats, all of
their character-class abilities, and an
overyiew of the dernon's personality.
All the inrpoftant ones also include an
"h'rquiries" section, stating whether
the demon lies or tells the truth about
certain subjects. Is this in case the PCs

are stupid enough to sunlnon one of
these creeps?

The dernons also have tl.reir owu
political hierarchy, and constantly
schenre to increase their power. There
is sonre discussion of where the de-
mons fit on this scale.

Not all the parts of the folio are that
useful. There is a play handout in the
form of the "lnfernicum Mallemaucia",
a book about demons that the PCs

might find. This gives the roster of
major demons to the players in a less
accurate fornr. It also includes a set of
spells of uncertain nature, described
as they would be described in a spell-
book with explicit casting instruc-
tious. I have no desil'e to check these
for accuracy! I have to presunre tl'rey
do not work. The infonnation in this
booklet is meant as much to deceive
the players asto inform them. Presum-
ably the PCs will find the spellbook in
one oftheir early adventures against
the dernons and the DM gives them
this booklet.

The GMs book offers the "true" ori-
gins of the demons and the Cornpact.
It also presents adventure seeds to
bring the demons into a long-runuing
can-rpaign, and three rather dire mas-
ter-plots that can fuel campaigns.
Since they involve saving the world
these are for high-power chamcters.

It also introduces two character
classes directly related to demons.
The Slayer is a paladin-style chamcter
who has devoted himself to destroy-
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ing demons. Slayers wander the world
seeking their eternal foes, and are not
universally welcome. This class has

the potential to be really powerful.
Thanraturgists are nrages who special-
ize in infernal magics. They know all
sorts of things about demons, and
have lots of spells relating to them.
There can be good tharnaturgists, who
devote themselves to protection fi'om
demons. But many ofthese characters
will be working for the demons or
trying to control them for their own
ends. This section also adds the race
of half-dernons, unfoft unate creatures
indeed who are linked to the dark
powers whether they want to be or
not.

The new spells form a school of
nragic to themselves, the lnfernal
School. The lower-level spells in this
school are summon, control, and dis-
nriss demons, as well as to protect
yourself from them. As a catalog they
are fairly efficient. Very few of theur
are spells most PCs would be eager to
learn or qast (and if they are, you've
got the wrong kind of campaign).

In addition, three ultra-powerful
spells granted by demons are given.
All three of these can be effectively
considered "kill campaign" spells, as

their casting always leads to total dis-
aster. Cenocide allows the caster to
wipe out an entire species instantly by
banishing them to an extra-dimen-
sional prison sirnilar to the Infernus.
Eternal Night is just what it says - it
means that the entire world is pluuged
iuto darkuess forever. Lesser Apoca-
lypse doesn't destroy the wolld, but it
does totally desfioy an eutire realm.
These spells can only be cast like they
were on scrolls by 27th-level magic
users. This is fortunate because I don't
know any DMs who would even con-
sider allowing a 27th-level magic user
in their campaigu. These are plotde-
vice spells, to be prevented or uudone
by PCs for a really high-stakes adven-
ture.

Tlle magic items included are pretty
standard stuff, and there is also a de-
scription ofthe current state ofaffairs
iu lnfernus.

60

To round out the package is a

poster-sized nrap of the Infernus. I

have no idea why anyone, whatever
their degree of sanity, would want a

map of a fictional hell on their wall. I
know I wouldu't.

Demons is called a "campaigu pack"
with good reason. The onlywayto get
full use out ofthe entire package is to
make the demons close to the center
of your campaign. They are meant to
be the foes your PCs devote nrost of
their tinre to thwarting. These are not
simple monsters to encounter. A canr-
paign that shifts to this is going to turr
dark and griur. If your campaign can

lrandle such a change then Demons is
an option. Othelwise I would pass it
by for now.

Demons is available for $20.00 plus
shipping frorn Mayfair Ganres at P.O.

Box 48539, Niles, IL 606,18. C

\ \f }Irat kiud of ganre do you waut
\ X /. make? Gin',e con',p.nies al-
VV *.y. seeur to be asking that

question, especially when tlley are
starting out. "Do we want a ganre that
will work anylvhere, or do we want to
concentl'ate oll oul' really unique set-
ting and build the game from there?".
Worldnlaster- Designs in Oklahonra an-

swered this question by releasing a

generic systeln in the forur of Adven-
ture Maximum. This is another game

that tries to be usable injust about any

setting ala GURI5, and no settings or
adventure ideas are provided. This
ganre is clearly meant to be a game for
experienced role-players. Unfortu-
nately, its appeal to those experienced
gamers is questionable. What I see

wlren I look at Adventare Maximum is
some good ideas executed clumsily
and some bizan'e design and produc-
tion elernents that reduce the game's
appeal. I see a first game, which shows
sorne poteutial but requires a lot of
work before it will become a viable
contender in the generic market.

Let me address first of all the two
best elements of the design. AM is one
of those garnes that uses a "Master
Chart" to detemine whether an ac-

tion succeeds. It is a cornmon ap-
proach that has several advantages,
mainly nlaking it simpler to figure out
the chances of success. The AM chart
refers to the rank of the ability being
tused against the difficulty of the task.
The higher the skill mnk, the more
likely success is. Most of the time the
table gives a nuntber that the player
must roll lower than on a perce[tage
die. This is always a number between
10 and 90. ln situations where an un-
skilled person attempts an utterly for-
ruridable task, only a critical will
succeed. If the character's skill is far
more than equal to the task, only a

fumble will fail. But there is always a

chance if the character is lucky.
Wrich brings nre to the most inter-

esting part of the design, the way it
haudles luck. In AM cdtical successes

and funrbles are based on the luck of
the character rather than the skill.
Each character stalts the adventure
with a Luck Score somewhere be-
tween 0 and 10 (three to five is sug-
gested), and the character gains luck
for role-playing his character well. He
can expend this luck in important situ-
ations, to renrain alive or to enhance
his perfonnance at a skill. The new
Iuck points the CM awards a cl'raracter
take effect immediatelyl This means a

character's luck will ebb and flow
based on what he does. Being lucky is
an essential part ofbeing heloic in this
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galne.
The luck award is not based on any

sort of tangible effort, like gaining a

luck point for sileutly fiuishing the
guard. Instead it is awarded for role-
playing the chalacter'. Wlten a charac-
tel is first created the player'
determines his attitudes on a variety
of topics. These attitudes are totally
inclependeut ofhis stats and skills, and
rauge from love of an idea to hatred.
Fol example, a W\M flying ace may
love Duty, tolerate autholity, and dis-
like foreignels. In addition the player
rnust also rate his character on a set of
enrotional traits such as greed, anger,
curiosity and pride. There are 33 such
questions in all, and the player gaius
Iuck when his charactel' acts in line
with his chosen traits. The flying ace

who flies into battle to destloy the
vital strongpoint even if it seems like
a suicide missiou will gain luck fbr'

role-playing liis traits. This is a good
idea, n4rich many games cotrld beuefit
flom, and defines the ganre. Ifonlythe
other elenrents didn't have such large
ploblems.

One big area of tlouble is chalacter
cleation. This is a game whele you
start with a character concept aud
build the character accoldingly, but
fol soure bizarre reasou you roll for
youl basic stats! There are ten basic
attributes, which you roll a percentage
die forwhile checkiug a table. This can
give you a staltiug score as low as l0
or as high as 40, and the lower the
pelcentile roll the better the stat you
got. This can be annoying rvheu the
V/V\4 flyng ace I want to play starts
out with a Dexterity scole of 15! In the
uext step you are given points to add
to the attributes, which cau repair the
damage fi'om bad rolls sorrewhat, but
you still wou't have the character you
originally wauted at the end of the
process. The relative ex1>elience of
tlte charactel', Novice to Expert, deter-
nrirres jrrst how rurrch stat le1;ail you
can do.

After the basic attlibutes are finally
deternrined a set of "Base Abilities" is

figured fr-om thenr. This irnmediately
brotrglrt Champions to nry nrind, as the

lssuc #',2

base abilities are what matter most
when skills are chosen. A set of resis-
tauces is also figured out. The "Learn-
ing" base abilityis the rnost important,
as its '1'ank" deternrines how nrany
skills you get in the next step. There
are fourteen specific steps in design-
ing a character, and early ones can

take a while.
AII of the attributes, abilities, and

skills work during play ou "Ranks". For
example, my pilot is shooting at a

Yankee spy at the aerodrorne. His Pis-

tol skill is 120. To actually play out the
shot, the last digit is discarded for a

mnk of 12. This rank is then checked
against the Master Chart along with
the difficulty of the action. The last
digit seems to be only a way to keep
tmck of how much experience you
need to get to the next rank - in play
it means nothing.

Each character's set of skills is cho-
sen fr-onr a list, not purchased witlr
poiuts. A charactel'gets a certain num-
ber of skills at a ceftain level. The level
is a numberwhich is added to the base
ability. Fol example, when the fighting
ace added 50 to his Movernent ability
of34 to get a final Stealth score of84.
This is marked as (8)4 on tl're character
sheet; he is at Rank 8, and needs six
more acconrplishnrent points
(awarded for adventuring as usual) to
reach Rank 9. When he was created,
he got four skills at +80, six at *50,
and eight at +30. He could choose
from any skill that was available at the
tech level of his caurpaign. The skills
cover a fairly wide range.

If I thought rolling for stats in a

generic system was odd, I was sur-
prised that character disadvantages
were rolled as well! ln the typical ge-
neric gaure such as G[/RI5, players
choose disadvantages for their charac-
ters to get point and build custoul
characters. In AM die rolls deterurine
how nrany disadvantages a character
gets and what they are. This can throw
the cltaracter conception into turmoil
if the wlong thing is rolled up. The
player does get to buy special abilities
for the character from a pool of points
based ou relative experience.

Actualplay of the game is hirly sim-
ple. The CM (called WorldMaster here)
assigns the difficulty ofeach task and
uses the Master Chart to figure out
what the player has to roll. A normal
task is fairly simple to resolve, but
combat isn't quite so sirnple. On each
attack the attacker and defender have
several modifiers to their nanks based
on the techniques they are using. It
isu't enough to simply state "l am at-
tacking". Each attack has a specific
technique, with the defender also
cl'roosing a technique to prevent being
hit. If there is a hit, the attacker must
roll a percentile die again to find out
wllere he hit, usually with some preci-
sion. It isu't just a general "l hit hinr in
the head - the loll also shows almost
exactly where on the head he was hit.
Howmuch damagewas done depends
entirely ou the location and ou the
weapon. Weapons have a Base Dam-
age Rank which is urodified by the hit
location. Damage that gets through
armor and the natuml toughness of
the target is applied to a Trauma Level
which is kept on the character sheet -
each rank of damage adds to that
level. Any character whose Trauma
Level has reached 10 is dead, and a

character with any tmuma at all loses
some skill, including attacks and de-
fense. Damage is of four different
types, and differeut types of annor
pl'otect from thenr. Cornbat with guns
is quite deadly, and courbat with sci-fi
weapons is really deadly. It is also a bit
slow froul the number of modifiers.

There are fairly detailed rules on
vehicles, and sections on such diverse
topics as magic and cybernetics. The
CM section maiuly covel's the tech-
uique of handling combat and the luck
system. Experience awards are a bit
stingy, and advancement is likelyto be
slow in a campaign. Neither the cyber-
netic enhancenrents offered or the
spells are particularly creative or han-
dled particularlywell. No example set-
tings are offered, nor is there uruch
comrnent on designing campaigns.
This is a rulebook, and just about
everything in it is rr,rles.

A word about the presentation of

I
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IFYOU H 'TPLAYFD
Mrr-.r-ENNruM's ENo,
YOUI{A\ZEIVTPI,AYED

Millennium's End is a game sysiem like nothing you've ever played.

Combat uses plastic overlays and "Body Maps" (diagrams of people,

animals, or objects as seen from the attacke/s point of view) lor hit

determination. lt'stast, flexible, and easyto visualize. A non-ablative (no hit-

point) damage system uses real-world results, like blood loss, shock, and

impairment (how a wound etfects a characte/s ability to act)-all derived

lrom asingletable. The hierarchicalskillsystem isflexibleand powerlul. And

the "Clue Tree" adventure format allows complex, challenging adventures

that don't railroad players' ideas or bog down play.

Millennium's End is a progressive roleplaying game based on today's fast-

paced techno-thriller fiction and movies, with an emphasis on plot, action,

society and high-technology. The rule book contains over forty pages of

campaign, adventure, and equipment background material.

"A creative blend of realiiywithiustthe right amount of

liction and technology... oflers as much as games

twice its price." -White Wolf

"The combat system dil-
fers... from the many skill

based nearfuture games out

ihere... The system is inter-

nally consistent and cohesive,

and gets a lot done with little

rolling ol dice." -The Scroll

"0ne area where this game stands

out from the rest is combat... it has

a neat feel." -The Gamer

lf you haven't played Millennium's End, you owe it to yourself to check it

out. You will be amazed that a "realistic" system can

be so fast, flexible, easy to play, and just plain fun.

lf you don'tsee lllllennlun's End at yaur
gane €10rc, ask for it. Ot contact:

Charneleon Eclectic
P.O. Box 10262 Blacksburg, Virginia

Entertainment
24062-0262 800.435.9930

this game is in older. The type is srnall and not very clear,

and the selection of interior aft is uniformly poor. The cover
is an especially poor example of its kind, with two women
in garb that must have come fi'om the fantasy-world and SF

equivalents of Frederick's of Hollywood. Better choices in
art would make the game much easier to sell, as right now
it just wouldn't look good on the shelves.

All in all Adventure Moximum is at best a mixed bag of
stuff, some good and solne pool'. It seems to have "first
game" written all over it, and if it's to cornpete for the
GURIS-style market substantial improvements will be re'
quired. Some ofthe ideas here are good, and the ideas of
the luck system are worth exploring, but the game as a

whole is dragged dowr by strange rules. It is an intriguing
failure that doesn't quite cany through on its promise to
"put pulse-pouuding ACTION and ADVENTURE into your
gaming", and right now there is vely little to this garne that
demands my dollar.O

Cat Play
Continuedfrorn page 52

A handful ofcultists uranaged to block the archway aud as

Sailer paused to redirect his flight, another cultist grabbed

him fronr behind and wrestled him to the grouncl. Imnledi-
ately others clustered around to bling the youth under.

control. The one who had fir'st nabbed Sailer emerged fr.onr

the group and held sonrething high.
"Lord Merides," he cried. "He was canying the cat's er e

talisman!"
Murnrnrs rose as the hooded figur-es palted to tnake rr'av

for the rnan who strode forth to return the gem into the
hands ofLord Melides. Euough people had cleared around
Sailer that the Baron could see the man's embalr.assed

shrug.
"l don't know how that got there," Sailer said, u,ith a

sheepish glauce to the uolthelnet'.
'You can save the explauations," shot back the Balon,

who then exploded into a berserk lage and tore through
the crowd and leapt toward Lord Merides. Instantly a dozen
cultists were upou hinr, pnurrneling him with fists and

boots. Dedrinti, seizing this opportunity for escape, began
sprinting for the far exit. He was stopped by Lord Brevis.
who dealt hinr a double blow to the back and slan'rmed hinr
against a wall. In the comnrotion, the wily thief, Sailer'

escaped and fled into the catacourbs. The Baron was even-

tually subdued into unconsciousness. Lord Melides stood
tunharnred, swinging the talisman from his fingers. C

Concluded Nexf /s-cue
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flLso s[il
Ey Vlichael HopcroFt

Othen Notewonthy Pnoducts
\\f l"il, it's been an interesting month here. Some long-

\ f, / awaited stuff appeared, and some of it came out
V Y pletty well.
The traditional three-release GURIS month had some

interesting stuff. A review of Fantasyll should be in the uext
issue. The other two releases were directly related to their
time travel campaigns. Time travel is a uatut'al GURPS

subject, as they try to have rules for just about any setting
you can imagine and a time travel campaign cau encornpass
everytl'ring (well, maybe it would be a bit hard to work in
the skwewy wabbits...). One very interesting book that a

lot of people will overlook is Timeline Don't overlook this
book if you're planning to run tiure travel. This is a basic
chronology of Earth history written with time travelers in
mind. Althougl'r the timetable of history is son'rewhat help-
ful, there are many adventure hooks presenting easily
usable plot elements and devices, and interesting places to
explore in history. Sonre of thenr are quite specific, such as

tinre-traveling bigots going back to America in 1809 to
destroy four people they are deeply offended by as infants
- Abrallam Lincohl, Charles Darwin, Felix Mendelssohn and
Edgar Allen Poe are tl're targets. Other hooks feature inter-
esting people tirne travelers might like to lneet, protect,
destroy or recruit; fi'om technical innovators and powerful
rulers to mystic charlatans and telepathic Neanderthals. (l
kid you not. Neanderthals had a bigger relative brain capac-
ity than we do. Theydidn't develop high technology; maybe
they didn't need to!)A creative GM could keep a time travel
carnpaign going for quite a while on what's provided in this
book.

For those GMs who need their adventures provided
wlrole, or even want a model to work frour, GUR//S Time
Trovel Adventures has also been released. This book con-
tains three fairly complete modules of varying quality. I

don't think anyone needs to askwhere "Titanic!" is set. The
adventure involves a Stopwatch incursion into the past to
you-know-where, which Timepiece agents must foil. It is
more a setting and a situatiou than a story, and there is vely
little plot to speak of. The chamcters get to the ship, look
arcund for a while and bide their tin're. Then the ship starts
to sink and all hell breaks loose, with both sides stluggling
to insure the suryival and non-survival of several passellgers

(and the agents of the other side). It's an interesting ap-
proacl'r, but not the one I would take. 'A Nile Elation"
involves a nuclear explosion in Egypt that is part of the PCs

past. But it wasn't supposed to happen! This is a more
traditional adventure featuring several red henings that
cau annoy players no et.rd.

The final adventure, "Sor.rlburner", is easily the most
interesting. This is written for the dimension-hopping cam-
paign rather than tl're time travel one, but since the two
campaigns are fairly interchangeable that shouldn't be a

problem. The story is simple; a dimensiou-hopper has been
trapped in an alternate universe and needs to be rescued.
The setting is the really interesting part. In this world, man
unintentionally brought rnagic back iuto the world in 1945,

when the first atonr bomb was detonated and Oppenhirner
accidentally started a ritual using that energy. From there
the culture and history of that world have made several
interesting alterations. Even when this plot falters - and
falter it often does - this world can easily become a setting
for other adventures. The carnpaign-specific nraterial is a

weakness in all three adventures; the first two are part of
a timewar, and the third is part of a dimensionalwar. Other
softs of carnpaigns won't find a lot here to feed offof. This
is a generic book that is not quite generic enough to work.

On the fantasy fr-or-rt, The next release in tl're Dongerous

Journeys line br-ings a stl'ollg saurple adventure. Necropolis
is a "campaign scenario" set in ztrgypt. The HPs start out in
a village with rninor league opponents and work their way
up to saving theTriple Kingdon'r. The adventurewas written
entirely by Cary Gygax, and is full of traditional Gygax

labyrinths and detailed locations, with specific monsters
that are found in these locations at any reasonable time. In
this case it's actually an advantage; DJ CMs and players
already have a great deal to absorb and this carnpaign is
relatively easy to run. This line is becoming nrore solid with
each new release. And CDWs secoud magaziue,Journeysr
is also becoming more solid gradually. This could be cause

for optinrisn'r.
With MegaTraveller liding off into the sunset in prepara-

tion for Traveller: The New Era, one final release has been
Diaspora Sector. This is a war-tour sector in the aftermath
of the Creat Rebellion (consensus result: the war is over and
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evelyone lost). It has lots and lots of planetary profiles aud
maps, with a few adventure seeds in the book. The sheer
volume of worlds and the relative sketchiness of each one
is in tlre Traveller traditiou. I used to be really fond of that
approach because it let me tailor each individual world to
the needs ofthe adventure. Now I'nr not so sure it's good
to have that little information. Ideally I'd have it both ways.

Mayfair has been keeping up .with DC comics, or at-
tempted to, and the new lrgion ofSuper Heroes sourcebook
shows some of the perils of this pursuit. The Legion is a

huge group of teenage heroes in the 30th century, who
came fi'om all over the galaxy to protect it. At their peak
they had thifty active members! Four years ago the Mayfair
sourcebook on them sl'rowed an optimistic, lively gloup of
characters with all sorts of neat gizmos and a lot of public
adulation. Superboy even showed up frequently (via time
travel) to help them out (although they never explained

what use the 20th celltuly Super.boy made of all the inflor-
rnation he must have gotten about the coulse of histon'.
including his own).

Now everything's changed. The universe has gotten a lot
uglier by the year 2995, when the sourcebook is set. Eartlr
has been conquered, the legion outlawed, aud urost ofthe
farniliar bad guys are changed dlamatically. To top things
off, duplicates of the Legion also recently showed upl The

result is very confusing. Sorueone who has been gobbling
up Legion conrics for the last four years might have a shot
at understanding this sourcebookwell enough to cattrpaigtt
with it. Others, like rnyself, will have serious trouble. But
thele are still lots of characters here that GMs might like
to bring into the 20th century (assuming tinre tlavel still
works, and at least one legionnaile is actually using the
20th century as a refuge). C

Srtea{lreaiew!
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Back Issues!
4 The Premere First Issue! Contains 'The Weapons of Leg-

I end" - 5 exciting weapons of great power with detailed
l-histories, 'Veuessa White's Ice Seryice" - A detailed city
shop for fantasy adventures, and more ($3.95)

'Arcane Wizardy'' (spells), "Romer, the Peddler" - an un-
ustral city shop, and other wonders. Great cover aft and
rgaming material ($3.49)

'X17" - a Megatraveller" Starship complete with deck

,plans, 'The Hall of Doors" - a worm-hole dimension for all
genres, and other delights ($2.95)

Trading in the AD&D" game, a Shadowrun'u adventule,
.'The Song of Hannonia" - a Legendaly Lives'" module,
and more ($2.95)

"Shadowrunner's Whos Who", 'The Graveyard of Ships
part I" -A mid-levelAD&D'* mini-campaign, more Legen-
dary Lives'n , and great reviews ($2.95)

Lost Souls" adventnre, Tips on beconrming a player,
"The Deputy Fulirer''s Dreaur" - a CURPS'- Time Tr.avel
adventure, a Shadowlun" adveuture, and rnore (S2.95)

Subssrtbel

2
j
1

,- "ShadowrunneL's Whos Wro II", 'The Gmveyard of Ships

l.-\R..t I[' - A mid-level AD&D'* urini-campaign, Legendary
\-/Lives, Quest of the Ancients'" , lrore ($2.95)

7'Shadowrunner's Whos Who III", ''the Graveyard of Ships"

f -the epic conclusion to theAD&D'u mini-campaign, Tips
L for new GMs, Legendary Lives'* , Quest of theAncients,u ,

aud more ($2.95)

ft Tips on na ming fantasy characters, A solo AD&D'* adven-
Ly'ture, A parrying system for the AD&D'" game, ,Theater

J ofBlood" - a grusome Lost Souls" adventure, and The
Scroll's monster selection begins in this issue ($2.95).

4 /1, Anewpoison system usablewiththeAD&D,' game,

I t J 'The Starlight Horizon Formula" - A GURpS', Illu-I \-/ urinar.rti adventure, "Dreamspinners Art Calleqy'' for
Quest of the Ancients" , "Halloween Horrors" for Lost
Souls'u , a new fantasy monster, fiction, and more! ($2.95).

Putting Myh back into Monster - a guide for creating
better monsters, Realistic One-Roll Combat for
AD&D" , Local Haunts: 8 Lost Souls that cau aid an

earthly Lost Souls adventure, The Next Step: From plalng to
roleplaying, a new fantasy monster, fiction, and more! ($2.95).

Add $ I .50 + $0.25 per issue postoge & hondling. lnternolionol orders odd $2.00. Moil io: Soge
Lore Produclions, Depi. 51 0, Portlond, OR, 9721 4. tree wtitei s guidelines ond cotolog o,oilioble
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Do yourself a favor. Subscribe today. It
only takes a minute to fill out and send in
the coupon below, and then, for a whole
year, you don't have to worry about trying
to find copies of The Scroll at game or
book shops. Each issue will be mailed di-
rectly to your door. So what are you wait-
ing for? Don't miss a single issue full of
adventures, gameing aids, fantasy mon-
sters, starships, and the best reviews
found in any game magazine today!
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