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JLLUMINRTY

The Fast, Exciting, New PBM Game
Of Intrigue And Strategic Contlict

Now you can become the absolute master of one of Earth’'s most
powerful secret organizations. Your agents eagerly await your
orders. Your mission is nothing iess than Total World Domination!

JOIN THE PBM CONSPIRACY

Twenty-four players per game

Full diplomacy — make and break alliances
Send messages through the computer
Every player’s position is different

Every player has a unique secret power

Clear rules with excellent examples
Simple, easy-to-complete turnsheet
Detailed reports on all results, in English
No turn deadling, no missed turns
24-hour turnaround guaranteed

Completely computer-moderated

Professional management

Over 4,000 turns processed

$15 (U.S.) for setup, rulebook, and 3 free turns
Only $4 (U.S.) per turn — never an extra charge
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“‘Great rules, great action, just an incredibly great
game!”’ —Jeff Ferris

“HIGHLY RECOMMENDED’” —Gaming Universal
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F For information, write to:
JE5%%, dventure Systems

e S, Voss, Suite FF-F
Houston, TX 77057

ILLUMINATI and the all-seeing pyramid are trademarks of Steve Jackson Games.
ILLUMINATI The Play By Mail Conspiracy is a licensed version of SJ Games’
_ILLUMINATI boardgame. All nghts reserved. Fnord.
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" Featured Review |

Larry Niven’s

gworid

teve Peterson

President, Hero Games

Larry Niven's **Known Space’” novels and
stories, one of the great science fiction series,
have been tumed into a roleplaying game by
the Chaosium. Being an old fan of Known
Space (and the Ringworld novels in particular},
I waited eagerly for Ringworld to appear. But
being a game designer and publisher myself,
I've watched several companies try to create a
bestselling game by wrapping a license around
some junk: I wasn’t so sure | wanted to sce
Ringworld.

Appearance

Despite my misgivings, Ringworld arrived.
My initial impression was weight — with over
200 pages inside. this game is heavyv. The
cover art is by Ralph McQuarrie. the same art-
ist who did preproduction artwork for the Star
Wars movies. The Chaosium paid him a prince-
ly sum for the cover painting, which, unfortu-
nately, is nice but not exceptional. Inside,
however, most of the artwork is supplied by
Lisa Free, who has done a terrific job. This is
the best interior artwork I've seen in any gam-
ing product — a beautiful blend of style and
subject matter. The art by Michael Blum (most-
ly of gadgets) just doesn’t come anywhere near
the quality of Ms. Free's. Overall, though, the
graphic design and artwork work very well
together, with the excellent production values
we've come to expect from the Chaosium.

The Known Space stories cover a lot of
ground {or space. if you will), but much infor-
mation important to roleplayers wasn’t dealt
with in the stories. John Hewitt and the other
authors had to create an immense amount of
data to fill in the gaps. So much material was
added that it just wouldn’t fit in one box (hence
the Ringworld Companion (see the accompa-
nying capsule on page 4).

Character Creation

The game system is another variant on
Basic Role-Playing (or the ‘*Chaosium Sys-
tem,” as Greg Stafford calls it). Character
creation is handled in much the same manner
ds in RuneQuest — roll dice for your basic
characteristics of Strength. Mass (replaces
Size), Constitution, Intelligence, Power. Dex-
terity, Appearance, and Education (borrowed
from Call of Cthulhu). However, you must
also roll your Home World (different gravities
make a difference to your characteristics),
your Defects (from Albinism to Hyperspace
Blindspot Phobia), and your Chrenclogical
Age {since boosterspice is available, this is

usually different from your Physiological
Age). The Defects seem a bit much, with a
70% chance that your character will have at
least one Defect; [ don’t remember quite so
many defective people in Niven's stories,
especially not among explorers.

Skills

Skills in Ringworld are acquired initially
by spending Occupation Peints; how you can
spend them is determined by your Pursuits.
You get Occupation Points three different
ways: from your Education. vour Pursuits,
and your Special Interests. The problem with
this generation method is that the possible
range of Occupation Points goes from 120 to
8,000 or more! What this means is a tremen-
dous disparity between starting characters in
terms of their Skills. (Also. evervone wants to
be a Dilettante, so you can learn any skill you
want to; otherwise, you're limited to the skills
available to your Pursuit.)

There are 50 or so skills in Ringworld,
ranging from Athletics to Reactionless Drive.
The number of possible skills is infinite, since
skills are set up so you can create specialty
skills as needed. This is a very useful touch
which most games ignore. You get to choose
skills with restrictions based upon your back-
ground. Then you invest Occupation Points in
making the skills better than the starting per-
centage. Skills can be improved later through
training. experience, or research.

Combat

Combat is basically the standard Chaosium
system, with a combat skill for each weapon
expressed as a percentage chance; rell that
chance on percentile dice, and you hit. Once
you've hit, check the hit location of the blow
for any special damage results. The important
difference in Ringworld is in the combat
sequence. Here Sherman Kahn has introduced
a continuous *‘impulse’” system. Each impulse
is one second long. -All explorers have an

Larry Niven, one of the most popular
authors in the science fiction field, pub-
lished Ringworid in 1970. The novel went
on to win Hugo and Nebula awards and
eventually spawned a sequel, The Ring-
world Engineers (1980).

The two novels form a capstone of sorts
to Niven's voluminous *‘Known Space’’
sequence. a loosely-arranged chronicle of
humanity s exploration of space during the
next thousand years, Stressing imaginative
backgrounds and far-future technology . the
half-dozen novels and numerous stories of
Known Space are adventure tales of a sort
familiar to any roleplayer. Niven’'s fasci-
nating universe of stasis fields, hyperspace,
transfer booths. boosterspice, and bizarre
alien races can be found in World of Prenvs
(1966), Neutron Star (1968), A Gift From
FEarth (1968), Protector (1973). and Tales
of Known Space (1975), among others.

For the uninitiated . . .

Ringworld deals with a mind-bogglingly
vast structure, a solid ring a million miles
wide and six hundred million in circumfer-
ence. which orbits a distant star like a
wheel rotating on its hub. The inner surface
of this mysterious artificial habitat, larger
than a million Earths. 1s populated by tril-
lions (at least) of creatures of various
races. both human and alien — but most
are degenerate savages descended from the
makers of the ring, whose civilization fell
(literally — they lived in floating cities)
thousands of years ago.

The novel raises many intriguing but
unsolved mysteries. The Ringworld Fngi-
neers provides partial answers — but cre-
ates still further enigmas. These evidently
will never be resolved: Niven has no plans
for further books in the series. Of course,
that's what he said after Ringworld . . .

—The Editors
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RINGWORLD COMPANION (Cha-
osium, Inc.); $10. By Jon Hewitt, Lymn
Willis, etc., etc. One 8% x 11°* 80-page
booklet. Additional material for Ring-
world. Published 1984.

This book contains material that was
left out of Ringworld because of space con-
siderations, plus some new material. A set
of errata for the Ringworld rules is also
provided. More aliens (including martians,
orcas, pierin, and thrintun) are included,
along with many Ringworld animals and
plants, more gadgets, a General Products
#3-hull-based starship (the UNSS Unpro-
nounceable), a discussion of hyperspace
travel, Ringworld vehicles, two scenarios,
and more.

Don't be fooled by the hideous cover —
the Ringworld Companion is a good sup-
plement. (Please, don’t ever let Lisa Free
work in color again') The authors have in-
cluded some valuable material that really
should have been in Ringworld, like a map

of Known Space, a sketch of the Ringworld,
and a map of the Great Oval Ocean —
though why they saw fit to change the dis-
tances and geographic relationships Niven
created is beyond me.

The contents are a brilliant addition to
the material in Ringworld, despite some
problems. The scenarios are (or can be)
connected to the one presented in Ring-
world, and are just as plain. They have
nothing to do with the kind of activitics or
excitement in Niven's novels, The art and
graphics are very good, although for some
reason two different typestyles and formats
are used in the book, which is rather con-
fusing. Perhaps an hommage to Griffin
Mountain?

If you've got Ringworld, you really
should have this book, even though it
brings your total investment up to $35.
Such is the high price of having fun these
days.

—Steve Peterson

Action Ranking based on their Dexterity: the
Action Rank is usually a number between 3
and 6. Minor actions (like firing a ranged
weapon or falling) take one impulse. while
major actions (like drawing or aiming a
weapon) take the explorer’s Action Rarnk in
impulses w perform. The GM starts the im-
pulse count at | when the first character starts
to do something, and then just marks off im-
pulses until combat finishes.

This impulse system works very well; in
fact, I like it better than the three or four other
ways the Chaosium has come up with to se-
quence its combat. The impulse system could
be adapted without much trouble to Call of
Cthulhu or RuneQuest, though Superworld
might be a bit of a problem. The important
thing to remember is that the impulse system
makes guns very deadly. since once you've
aimed it (a major action). firing the gun is only
a minor action. You can fire without aiming at
one-fourth your normal percentage. which has
a curious result: The slower you are, the better
snap-firing is for you. since you have more
chances to hit.

Gadgets

The authors (Sherman Kahn, mostly) have
written up all the items found in the Niven
stories in precise detail. The technology of
Niven's universe is very highly advanced: in
Traveller terms, it's at least Tech Level 18 or
above (in other words, right off the scale), The
size, weight, cost, and manufacturer of each
gadget is described, along with some of the
“*science’” behind their operation. A very nice
system for writing up batteries is presented.
since all gadgets have their power use listed.
(By the way, most weapons can be easily set
up to have an infinite number of shots without
reloading by using a fusion generator.) The
way these gadgets are described should be a
mode] for all roleplaying games that use gad-
gets.

Unfortunately, the authors felt it necessary
to invent some gadgets of their own. Some of
these are ludicrous, like the *‘pneumopistol.™

which shoots pellets of compressed air (!). or
the “‘frictionless armor,"” which supposedly
protects you because attacks slide off. (Sorry,
guys. force is still transmitted regardless of the
friction coefficient of the surface.) These gad-
gets don’t feel right next to the other ones. but
this is only a minor flaw; you can leave them
out without affecting the pame,

User-Friendliness

The source material provided is very well
presented. John Hewitt's essays are rerninis-
cent of Niven's writing. providing a very en-
joyable read. The history of Known Space is
covered thoroughly. with descriptions of the
various human worlds and their cultures. Each
alien race is thoroughly described, with its his-
tory, physical characteristics, skill percen-
tages, psychology. and such all provided.
Many native creatures and plants are also
described. The descriptions are very thorough,
so any of this material could be used in another
science-fiction game with some work. The
only lapses concern the Ringworld itself —
there's no drawing of the Ringworld anywhere
in the game! You have to read the novels or
buy the Ringworld Companion to find out
what the Ringworld looks like. Also, no map of
Known Space is included in the game. Couldn't
the Chaosium have left out a critter or two and
put those things in the game?

The advice to the gamemaster on how to
run this game is nearly nonexistent — 4 pages
out of 204. You get mostly negative warnings
— **don’t allow players to smash and grab
‘cause it’s not fair” type of things. There’s a
wemendous amount of information provided
about creatures (both sentient and nonsentient)
on the Ringworld. This information, while
very complete and nicely presented, seems not
very worthwhile when a character wearing im-
pact armor and carrying a flashlight laser can
walk over almost any threat (despite what they
say in the rules). And who cares what the
native plants are like, when whatever you stuff
into your autochef turns into edible food?

i

A Missed Bet

Really. the Ringworld universe is not an
especially good roleplaying situation in the tra-
ditional sense. Most of Known Space is too
civilized for true action and adventure. The
Ringworld itself is **uncivilized'" enough, but
the technology of the explorers is so much bet-
ter that they can walk right over most native
threats. Think of starting out your D&D
adventurers in a first level dungeon, only the
adventurers are armed with +35 armor and
vorpal swords, You'd quickly get bored.

However, the Ringworld game is a good
simulation, because the characters in the
storics were much more powerful than the
natives. But the challenges of the Ringworld
stories arose from situations that couldn't be
handled with a flashlight laser or a variable
sword. Those neat weapons didn't mater
when the whole Ringworld was falling into its
sun, as in Ringworld Engineers. The charac-
ters had to solve problems with their heads,
not with their gadgets.

Unfortunately, the authors of the Ring-
world game miss that point entirely. They
come heartbreakingly close when they include
a section on Ringworld mysteries — they dis-
cuss many of the very important questions left
unanswered in the books. But they fall short
when they don't tell you how to use those mys-
teries to create scenarios,

Plotlines

The Ringworld campaign ['d like to run
would be a ““third novel’” in the Ringworld se-
ries. I'd bring the characters to the Ringworld
once again, with some ARM or Kzinti or Pup-
peteer plot behind the expedition, and then
reveal some of the Ringworld mysteries (while
creating more questions, of course). Then the
characters have to deal with some universe-
shaking problem. like the return of the Slavers
or the arrival of the Protectors. Ringworld is
the perfect setting for such epic plots. How-
ever, the scenario included in Ringworld (only
one!) is very pedestrian — characters spend



two years getting to the Ringworld, get shot
down by the meteor defense, and are stranded.
The big excitement comes when they get to do
a research project to find out they can't fix the
hyperdrive. Ho hum.

More to the point, nowhere does the game
discuss events that happened in Ringworld or
Ringworld Engineers. The events in those
novels have a tremendous effect on any future
Ringworld expeditions, or adventures in
Known Space, for that matter. Ringworld
adventures that don't take those events into ac-
count don’t make much sense — they feel hol-
low. Where's the writcup for Louis Wu or
Chmee, who are still on the Ringworld and
would centainly interact with the characters?
What about the UN government or the Patriar-
chy? Wouldn’t they be interested in another
Ringworld expedition? These are annoying
*'Ringworld mysteries.™’

Consumer Report

All of these complaints can be fixed with a
little work on the part of the GM. Overall, the
authors have done a very good job making a
roleplaying game out of Ringworld. The tech-
nology is suitably deadly, the background is
well detailed, and the creatures are thoroughly
described. The Ringworld game is definitely
not for beginners. though. With a $25 price
tag, it's not much of a bargain unless you're
prepared to do some work, or unless you're a
real Niven fan. The technology is so advanced
that you really can't use it in Traveller or
Space Opera or Star Frontiers, but the aliens

Niven himself is not an experienced
roleplayer; he’s seen the Ringworld game,
but *‘some of it is too technical for me.
What I understand, I like.'* Niven spoke
with Space Gamer long-distance from his
home in Tarzana, California.

Are there any features of the game he
especially likes? ‘I haven't studied it —
but I can see I've been studied. I know for
about a year people [the designers] would
come up to me at conventions with ques-
tions about Known Space that would take
up an hour or more."”" And was it worth it?
*“I don’t know. I haven't played the game.
[But] the LASFS (Los Angeles Science
Fantasy Socicty) has a group that games
once a month; [ gave it over to them to test,
and they tell me it plays well.”’

What if the Chaosium wanted to publish
a Ringworld scenario giving an explanation
for some Ringworld or Known Space ‘‘mys-
tery”’? Would Niven allow it? *““They

What Niven Thinks About Ringworld

bought the rights, so I certainly couldn’t
stop them. Anything they guess at is their
own problem.”” He himself, though, would
not feel bound by anything a game scenario
established.

This brought up the obvious question:
Will Niven write any more Ringworld sto-
ries or scenarios? ““To the best of my
knowledge, there will be no more Ring-
world books — and no Ringworld sce-
narios written by Larry Niven directly, But
sometimes my subconscious plays tricks on
me; who knows?’' At any rate, it seems
Niven isn’t quite done with the Known
Space universe; he’s thinking of buying
rights to Ringworld background author
John Hewitt’s essays on the Kzinti, and
assigning the information to other writers
to produce a series of stories on the
Man/Kzin Wars. Stand by for further
developments.

—The Editors

and animals presented will work well in any
science fiction game with some adaptation.
My recommendation: Niven fans should buy it
for the essays and background maternials. Role-
players should be prepared to do some work
on scenarios; but if you do, you’ll have some
terrific roleplaying in a beautifully detailed
world. Science-fiction gamers who want to use
it for source material probably won’t get their
money’s worth,

RINGWORLD (Chaosium, Inc.): $25.
Designed by Jon Hewitt, Sherman Kahn,
and a host of others. Four 8% ' x 11"
booklets, a Reference Sheet, 27 standup
cardboard figures, 2 twenty-sided dice, 2
six-sided dice, 1 eight-sided die, boxed,
Playing time and number of players indefi-
nite. Published 1984, =
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(A game of ship
to ship combat
in outer space)

SPACEY GAMEY  is a .
revolutionary new game that puts
simplicity back into strategy
gaming. This fast paced action
game lets you create your own
ship and then battle with other
ships designed by friends. TO
THE VICTOR GO THE SPOILS and
if your ship wins it will grow
stronger to play again.

The game comes complete with
six (6) different polyhedral dice. a
game map. and rule booklet.

ONLY THE FIRST THOUSAND
GAMES WILL BE NUMBERED.

So order now.
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As one of many gamers who thought Meta-
gaming's Fantasy Trip was the only really
playable FRP system, 1 was pretty upset at the
demise of Metagaming, and worried more
than I should have about whether there would
ever be any new TFT material. Reluctantly, I
began looking at other systems. I had already
tried many of them and gotten no satisfaction,
and most of the ones I found on store shelves
scemed no better. Then I happened on Tun-
nels & Trolls, and realized my luck had
changed.

T&T and TFT have an awful lot in com-
mon. Both require only ordinary, six-sided
dice. Both are easier to learn than most other
systems. Most importantly, both systems pos-
sess a logical framework which makes ir easy
to apply a simple procedure — the saving roll
— to any number of tasks in the game world.
T&T is even more free-form, however, than
TFT: There is no need for a playing board 1o
regulate movement; it is easier to attempt
tricks and original stratagems in combat; and
the monsters can be easily adjusted to the
powers of the player characters. Now that I
have some experience as a GM, I can accept
this freedom as a positive value, and realize
that in T&T I have found not a TFT substitute
but a system with many unique virtues of its
own.

When I first wrned to T&T, though, 1
realized that my players would be more likely
to try it if I allowed them to use their favorite
TFT characters, so I had to work out a method
of converting TFT stats to T&T.

At first sight, this task might seem simple:
TFT characters have ST (Strength), DX (Dex-
terity, and IQ (Intelligence); why not just roll
for CON (Constitution), LK (Luck), and CHR
(Charisma) in order to complete their T&T
profiles? This method did not strike me as fair.
Imagine an experienced TFT character with
ST 20 rolling a 5 for CON. In TFT, the char-
acter might have been used to charging reck-
lessly at his foes, confident he could take on
almost anything. But in T&T he would be as
afraid of facing trouble as a feeble old blind
beggar. Clearly, he would not be the same
character.

TOM RILEY

The method I finalty settled on was to base
CON, LK, and CHR on the average of a 3d6
roll and one or more TFT attributes. Thus a
character’s TFT strengths (and weaknesses)
would be carried over into T&T, but attributes
could still diverge markedly. as they are sup-
posed to in T&T. I base CON on ST because
ST in TFT serves the same purpose CON does
in T&T; I base LK on DX and 1Q because a
nimble, clever TFT character tends to be
luckier than his or her cohorts: and I base
CHR on ST and IQ on the theory that fit, witty
people are more attractive than out-of-shape
dullards. (Most people who say muscles are
ugly — on women or on men — are just plain
envious.) With a few more adjustments for
race, possessions, and magic. this system
achieves a fair and accurate translation from
TFT to T&T.

The steps in the adaptation process are as
follows:

1. Find the number of attribute points the
TFT character has gained since entering the
game by subtracting his or her beginning at-
tribute total from the present total. From the
result, subtract 2, then 3, then 4, etc.., until the
next subtracted number would bring the result
below zero. The last number you subtracted is
the character’'s T&T level. For example, a
TFT human with attribute total 45 is a 4th-
level character in T&T,

2. TFT ST, DX, and IQ equal T&T ST,
DEX, and IQ respectively,

3. T&T CON = (TFT ST + 3d6)/2.
T&T CHR = (TFT ST + 1Q +
2(3d6))/4.
T&T LK = (TFT DX + IQ +
2(3d6))/4.

4. T&T adjustments for non-human races
are now applied if the TFT character belongs
to one of those races. However, in any case
where the ratio reduces an attribute, and where
that attribute, in TFT terms, is less than 11,
the difference between 11 and the TFT attrib-
ute is added to the T&T attribute after the ratio
is applied. Likewise, in any case where the
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Tatio increases an attribute., and where that attrib-
ute, in TFT, is greater than 10, the difference
between the TFT attribute and 10 is subtracted
from the T&T attribute after the ratio is applied.
Finally, after applying these adjustments. the
GM should calculate minimum attributes for
the T&T races concerned, and make sure none
of the character's attributes fall below these
minima.

(TFT Reptile Men are treated in T&T as
permanent were-types, except that they retain
their normal DEX and can still use weapons.
Friendly Reptile Men should be extremely
rare in the T&T universe. TFT Prootwaddles
can safely be kept out of T&T altogether.)

5. T&T characters receive AP appropriate
to their level, plus any TFT EP they have
squirreled away.

6. Possessions are translated into T&T as
nearly as possible. A magic staff in TFT is
equal to a T& T staff ordinaire. A TFT staff-of-
power is a staff deluxe, but as yet possesses no
spells its owner does not have.

There are few weapons in TFT that cannot
be found in standard T&T. One exception is
the boomerang, but it is not hard 10 come up
with a T&T equivalent for it. In TFT, a
boomerang requires a ST of 11 and does as
much damage as a light crossbow. If the GM
assumes that a boomerang is similar in effect
to a light crossbow in other ways, he might
decide that in T&T it does 4 dice damage, re-
quires ST 11 and DEX 10, weighs and costs
about as much as a baton (20 WU, 10GP), and
has about the range of a javelin (40 yds.). This
is just an example, and GMs may have other
interpretations (especially if they are more
familiar with boomerangs than I), but it should
not be difficult to come up with fair assess-
ments.

GMs may translate TFT magical items into
T&T as they see fit — or simply declare that
the magic in the item has worn out.

7. A wizard whose DEX or IQ, inherited
from TFT, is 100 low for a wizard in T&T has
low attributes adjusted up to the T7&T mini-
mum: DEX 8 and IQ 10.



Alien Worlds

Every world is a universe.

Every world is a unique and com-
plex environment, and there are
thousands in the Traveller universe.
Traveller boxed modules are designed
to demonstrate the immense scope
for adventure of a single world,
described in detail. The world of the
first module, Tarsus, has a gigantic
axial tilt and a year only 70 days
long, a diverse population with a
lengthy history, and much more.

Alien Minds

In Traveller, aliens aren’t just
people in funny suits.

They're different in the way that's
important to a roleplaying game:
they come supplied with their own
highly unusual thought patterns,
customs, and civilizations.

Each Traveller alien module
describes one race in detail, in-
cluding extensive explanatory
material, a complete character
generation system, and an alien

Alien Mystery

The Secret of the Ancients:

Who were the mysterious An-
cients? They appeared suddenly
300,000 years ago possessed of
unguessably high technology, ruled
the known universe for a few thou-
sand years, and then destroyed
themselves in a great war which left
behind the shattered remains of
worlds. They carried humans to the
stars, created the Vargr, and left
behind a few puzzling artifacts. Each

TRAVELLER-

BeltStrike is the newest module; its
subject is the sparsely settled Bowman
asteroid belt, a lawless collection of
{potentially valuable) rocks. It in-
cludes detailed information on
Bowman’s history, inhabitants,
and mysteries, plus extensive
rules for prospecting and mining the
asteroids. Also included are a map of
the asteroid settlement Koenig and four
folders with scenarios ranging from a
claim-jumping attempt to an archeo-
logical dig. Each boxed module is $12.

adventure. As/an covers a race of carni-
vores, with males and females divided
nearly into separate cultures: males
are warriors, fighting ritualized clan
wars, while females take care of
almost everything else. K’kree (or
Centaurs) are militant and aggres-
sive vegetarians, their society strict-
ly controlled with a complex caste
system. Their social unit is not the indi-
vidual, but the ““family’’ with members
of several castes; each player controls
a ’‘family’”. Each alien module is $6.

known Ancient site is different, as if
there were hundreds of independent
super-races, each with its distinctive
technology, but everything fits the
hands and bodies of the Droyne,

an unassuming race inhabiting

a few worlds in the Spinward
Marches. Who were they? Why did
they disappear? A band of adventur-
ers has the chance to find out as they
discover a functioning Ancient base.
The Secret of the Ancients: an adven-
ture for Traveller. $5.

Game Designers’ Workshop
P.O. Box 1646
Bloomington, lllinois 61702-1646

GDW

Write for our free catalog.



8. If TFT wizards have spells similar to
higher-level T&T spells, and if they have the
DEX and IQ to cast those spells, they are
awarded those spells free of charge. Likewise,
any heroes with spells in TFT become T&T
rogues, and get the equivalent spell they al-
ready possess if they have the DEX and IQ to
use them. Wizards naturally inherit all the
Level 1 TFT spells, but rogues do not.

9. TFT herces without any spells must
choose whether they will be warriors or
rogues in T&T. The GM may allow qualified
heroes to become warrior-wizards.

Now that the guidelines are spelled out,
let’s take a typical TFT character and see how
he converts to T&T. Our convert is Arkebus,
an Eivish Wizard.

TFT Character Record

Name: Arkebus.
Race: EIf.

Type: Wizard.
ST 12

EP = 52

Spells and Talents:

DX 12 Human, Elvish, Literacy; Light-
IQ 14 ning, 4-Hex Illusion, Glamor,
MA 12 Curse, Sleep, Summon Bear,

Reverse Missiles, Dazzle, Fire,
Aid, Staff, Detect Magic

Possessions: Labyrinth Kit, 2 Rations, Staff, 2
GP, 30 SP.

Step 1: Arkebus started with 32 attribute
points. Henowhas 38.38 — 32 =6.6 -2 =
4,4 -3=1,1—4 = -3 Since subtracting
4 brought the total below zero, we disregard
the 4 and go back to the 3 subtracted before.
Arkebus is a 3rd level character.

Step 2: Right now, Arkebus has TFT ST
12, DEX 12, and IQ 14,

Step 3: Arkebus rolls 11 on 3d6, then
averages this rofl with his ST for a CON of
11.5. Rounded up, this gives him a CON of
12,

Arkebus rolls 3d6 again, and gets a 4. He
multiplies this by 2, adds his ST and IQ, and
divides by 4. Result: CHR = 8.25. Rounded
up, CHR = 9.

Arkebus rolls 3d6 a third time and gets a
12. He multiplies by 2, adds DEX and 1Q, and
divides by 4. Result LK = 12.5, rounded up to
13.

Step 4: The TFT Peters-McAllister ratios
for Arkebus’ Elvish heritage are applied. ST
=12,1Q¢=21,LK = 13,CON = 8§, DEX =
18, and CHR = 1&. However, because Arke-
bus’ TFT IQ was already 4 points over 10, his
T&TIQ = 21 — 4 = I7. Likewise, his DEX
=18 -2 = 16.

Step 5: Arkebus’ AP total = 3,000
(because he is level 3) + 52 = 3,052.

Step 6: In exchange for his labyrinth kit,
Arkebus might be given the standard T&T
clothes and pack. His two rations might be
worth two days’ provisions. His magic staff is
a T&T staff ordinaire. And he has 2 GP and 30
SP.

Step 7: Not applicable to Arkebus.

Step 8: In addition to his Level 1 spells,
Arkebus might be given Blasting Power (L3)
for TFT Lightning, Rock-A-Bye (L3) for
Sleep, Curse You {L2) for Curse, and Mirage
(L2) for 4-Hex Illusion. Although he has the
DEX and IQ to leam L4 spells, none of his
TFT spells parallel them, so he doesn’t get
them. (And if he wants to buy them, he’ll have
to increase his assets considerably).

Step 9: Not applicable to Arkebus.

The final result:

T&T Character Record

Name: Arkebus. Type: Wizard.

Kin: Elven male. Level: 3rd.

STI12 1Q17 LK 13 CONSB

DEX 16 CHR 18 ADDS 5

Weight Possible: 1200

Weight Carried: 132

Gold: 2 GP, 30 SP. AP: 3,052

Weapons: Magic Staff (Quarter-Staff, 2D,
Costs 10, weighs 50).

Armor: None.

Languages: Elvish, Common, Dwarvish,
Goblin (the last two rolled randomly from the
Language Table).

Magic: All L1 spells, ptus Mirage (L2), Curse
You (L2), Rock-A-Bye (L3}, and Blasting
Power (L.3).

Other Possessions: Clothes and pack (10
WL}, 2 days’ provisions (40WU).

Arkebus’ height and weight can easily be
rolled up without reference to his TFT exis-
tence. And if his brother Arbelest, a warrior,
wants to keep his TFT skills, they can easily be
adapted into T&T with the skill system from
Mercenaries, Spies, and Private Eyes. (Any
TFT skills without specific MSPE equivalents
can be treated as Special Interests). 1 think
Arkebus and Arbelest will enjoy their adven-
tures in the T&T universe, and I believe they
can carry on their careers from TFT with a
minimum of system shock. Moreover, I do not
think the two Elves will be alone in their new-
found gaming pleasure. O

—9_

* O & And
Adapting Them
Back Again

Characters who have found and enjoyed
adventures in the T& T universe may none-
theless not want to stay there forever. Per-
haps they left friends in the world of Cidri.
Perhaps they have a favorite Microquest
they're dying to get back to. Or perhaps
things are just getting too hot in a world of
MR 270 Flame Demons. Whatever the rea-
son, players may want to convert their
characters from T&T back to TFT. (In my
campaign, for instance; I am using T&T
for PBM encounters and both 7&T and
TFT for face-to-face play.) The reconver-
sion is not difficult at all.

An important difference between the two
systems is that T&T tends toward bigger
numbers. Weapons do more damage, armor
stops more hits, magic costs more 8T, and,
once characters have begun to advance, at-
tributes increase to much higher levels. ST
60 characters are quite common in T&T; in
TFT, the suggested natural lid on the ST of
human characters (30 pts.) is rarely need-
ed, for few characters even get that strong.
(The T&T character will need this extra ST,
and it can be argued that ST 60 in T&T is
actually equivalent to, say, 8T 25 in TFT).
The point is that, once a character reaches
the higher levels of T&T experience, high
attributes cannot be transposed unchanged
into TFT.

The fair thing to do is to keep a copy of
your TFT character sheet once you have
finished translating into T&T. Every time
your T&T character goes up a level, add
one attribute point to his or her somnolent
TFT counterpart. If T&T level bonuses go
to ST, DEX, or IQ, add the point to the cor-
responding TFT attribute; if 10 CON, add
to TFT 8T. If to LK, add either to TFT DX
or 1Q (player’s choice); if to CHR, add
either to ST or IQ (again, player’s choice}).
The basic rule is that after some time in the
T&T world, one T&T character level
equals one TFT attribute point — a conver-
sion factor which allows a fair balance
between systems. (And if you choose the
T&T option which allows you to add to ST
and CON, be careful to add only one point
to your TFT ST.)

Conversion of property, spells, and
skills from T&T to TFT requires the old
gamer’s standby, common sense. Just re-
verse the guidelines in the main article.
T&T Adventure Points and TFT Expe-
rience Points may be considered roughly
equivalent, so points gained in a quick ad-
venture in one system may benefit the char-
acter in the other system.

So be the first warrior on your continent
to go through both Deathirap Equalizer
and Death Test. And don't be surprised
when the innkeeper says: *‘There’s some-
thing strange about you, traveller.”

—Tom Riley




RIDING THE

aRUCKANAVE

ANALYSIo AND GTRATEGY
BY PHILIP RENNERT

Steve Jackson's long-awaited expansion set
for Ogre/G.E. V. has been published. It’s called
Shockwave, and it includes a bunch of new
units and scenarios (also a new map which fits
on any side of the G.E. V. map). The new units
introduced are the cruise missile, which comes
on a missile crawler (MSL CRWLR), the laser
and laser tower, the light GEV (LGEYV), the
GEV personnel carrier (GEV-PC), the super-
heavy tank (SUPERHVY), and marine infan-
try. There are also trucks and hovertrucks. but
these are unarmed and tend to be targets only.
1'd like to discuss how these new units interact
with each other and the older units, and offer
some strategy suggestions for the new scenar-
i0s. (And I'll be making a few comments on
Phil’s ideas here and there — Steve Jackson.)

NeEW URNITS

The first and most devastating of the new
units is the crise missile. They carry fairly
large nukes: They're what made the craters on
the Ogre map. When a cruise missile goes off,
everything in its hex is destroyed, and a shock-
wave is generated which attacks units up to 5
hexes away, depending on unit type.

It's easy to see that cruise missiles are
death on everything. and especially on hover-
craft. However, there is a defense: You can
shoot down the cruise missile before it gets to
you, When a cruise missile is launched, every-
thing stops while the missile is moved, a hex at
a time. If the missile passes within range of
defending units, each unit gets one free shot at
it. The odds aren’t very good, but if the missile
has travelled far, it's easier to track and hit. If
a cruise missile is hit, it's destroyed, but it has

a Y% chance of exploding in the hex where it
was shot down.
Some things can be seen from this:

1) Cruise missiles can be used in two
ways: Fly into the target’s hex and obliterate
him for sure (if you make it), or detonate just
outside his range and kill him with the shock-
wave. The first method will appeal to gamblers:
The odds will often be that your expensive
cruise missile will be shot down, but if you
make it, you can wreak great havoc. The sec-
ond method is more conservative: There's no
risk, but the damage will be less against
anything except hovercraft; GEVs are excep-
tionally susceptible to destruction by shock-
wave. It's clear that nail-biting decisions will
be made about whether to detonate now or go
for one more hex, Cruise missiles introduce a
not entirely welcome element of *‘the whole
game on one big roll” (actually a lot of low-
odd rolls) into Ogre/G.E.V., which has
remained relatively free of this until now.

2) The distance a cruise missile flies is ex-
tremely important. Infantry, for instance. is
twice as likely to shoot down a cruise missile
which has flown 11 hexes as one which has
flown 10. A laser tower will destroy 72% of
off-board cruise missiles the instant they enter
the map. If you plan to attack with the shock-
wave, it doesn't matter, but if you're going to
give anyonc a shot at your expensive cruise
missile, you must make every effort to launch
it from within 10 hexes of the target.

3) Infantry has found a new purpose in
life: shooting down cruise missiles. For the
price, nothing is as good at it as infantry.
Every big, expensive unit needs an infantry

WMiSSiLE CRAWLER
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screen around it to help protect it from mis-
siles.

4) For reference purposes, to have a 50%
chance of stopping a cruise missile you need:

® 8 squads of infantry or large armor
units

® A laser and 4 INF

® If the missile has gone more than 10
hexes. 3 INF, or a laser and 1 INF.

An intact Mark III Ogre has a 79% chance
of stopping a close-range cruise missile; this
drops to 60% if the Ogre’s missiles have been
fired. For a Mark V, these figures are 97%
and 77%. To turn this around, a close-range
cruise missile has a 40% chance of destroying
an otherwise intact missile-less Mark Tl Ogre
(23% for a Mark V) if no other units are
around to help the Ogre. A few squads of
infantry or some nearby armor can be a big
help here.

5) The shockwave/range ratings (i.e.,
how strong an attack a cruise missile can make
without coming into range of the unit) of vari-
ous units:

® AllGEVs 4-1
® LtTank 2-1
® Inf 2-1
® Hvy Tank I-1

Other units can’t be shockwaved from out-
side their range.

Cruise missiles are expensive, For the
price of threc armor units, you get a missile
crawler (defense 2. movement 1) carrying a
single cruise missile. When the missile is
fired, what remains is an unarmed crawler
{(movement goes up to 2) which you then try to
evacuate off your board edge, since the enemy
counts one armor unit (6 victory points) if he
destroys it. This strongly implies that the value
of a cruise missile is two armor units (12 vic-
tory points). I'd like to suggest a rule clarifica-
tion: It should be explicitly stated that whenever
you launch a cruise missile, your opponent
gets 12 victory points. (Yes — &J). Therefore
you must be sure to get your money's worth
from a cruise missile.

To shoot down cruise missiles, we have
lasers and laser 1owers. With the introduction
of lasers, Ogre/G.E.V. has losts its innocence
as far as lines of sight go: Lasers are straight-
line weapons with infinite range (well, 30
hexes) which are blocked by any raised terrain



{towns, woods, swamps, rubble). Since the
Shockwave map is somewhat more obstructed
than the G.E.V. map (it resembles the north
half of the G.E. V. map), lasers (which are im-
mobile) must be placed with great care to get
good use out of them. Laser towers are tall
enough to shoot over rzised terrain, so they
avoid the line-of-sight problem, but neither
lasers nor laser towers can shoot at a unit in
raised terrain (exception: laser towers can
shoot at cruise missiles in raised terrain).
Lasers and laser towers don’t have defense
strengths; they are buildings. Rules for shoot-
ing up buildings are introduced in Shockwave.
The main purpose of lasers and laser tow-
ers is to shoot down cruise missiles, which
they do well (in fact. they can intercept Ogre
missiles on a 9 or more on two dice). {Rules
question: Can a laser intercept an Ogre missile
fired at a cruise missile?) (Yes. — 5J) How-
ever, they can also shoot at other units, with an
attack strength of 2; this can be quite effective
against expensive, poorly-armored units (MSL
CRAWLER, HWTZR, MHWZ).

The light GEV is effectively half a GEV, at
half the price. This can be useful: An LGEV is
as good at shooting cruise missiles or bridges
as a GEV, and relatively more efficient at
shooting up town hexes. They can be a cheap-
er way of getting a GEV’s job done.

The GEV personnel carrier gives infantry
another new role: mounted attack. A GEV-PC
carrying 3 squads can advance 3 hexes, attack
an adjacent unit with a strength of 4 (3 INF
plus its own 1), then either run away 2 hexes
with the infantry, or dump the infantry out to
receive the return fire and run away by itself.
The speed of the GEV-PC makes it much easier
to get infantry into the action.

This brings up an apparent flaw with
G.E.V. rule 5.11 about infantry riding tanks
(and GEV-PCs). This rule describes how to
shoot at infantry mounted on a carrier unit, but
5.111 says that infantry can freely mount at the
beginning of a turn and dismount at the end:
That way (unless someone mistakenly takes
mounted infantry into an overrun), the other
side never gets a chance to shoot at infantry
while mounted! The infantry spends its own
turn mounted and the other side’s turn {(when it
gets shot at) dismounted, getting the benefit of
riding without the cost.

Therefore, I'd like to propose a rule
change (to be G.E. V. rule 5.112): If a player
can fire into a hex containing enemy infantry
and carrier units, he may ask if the infantry
plans to ride in the coming turn. If the de-
fender says yes, he must mount up the infantry
immediately and take fire while mounted. If he
says no, that infantry cannot ride in the coming
twmn. (Clunky, but reasonable — and yes, it
does close the loophole. — 8I)

It’s clear that taking mounted infantry into
an overrun attack is usually a mistake, since
one die roll is applied to the carrier and each
squad, and can easily destroy them ali. How-
ever, I'd like to propose an optional rule about
this:

Optional G.E.V. rule 5.113: Panzerblitz
(or hoverblitz) attacks. Infantry which rides a

carrier unit into an overrun attack may choose
to dismount after entering the overrun hex but
before taking fire. (Since the approximate
enemy position is known, this represents drop-
ping off and fanning out just before reaching
it.) In this case, each squad and the carrier are
separate targets, as though the infantry had
entered the hex unmounted. After the combat,
surviving infantry may not remount or contin-
ue to move, but the carrier (if it survives) may
continue to move if it has movement remain-
ing.
This opticnal rule definitely increases the
effectiveness of infantry: With it, three squads
on a GEV-PC are odds-on to kill any armor
unit but a SUPERHVY in an overrun, and they
can make such an attack up to 5 hexes away!

(Incidentally, the point value of a GEV-PC
when destroyed is given as 6. Is this a typo;
should it be 37) (Yes. Sorry. — &N

The superheavy tank has two guns, each
with attack 3, which can fire on different tar-
gets. One hit still destroys the whole tank. Ac-
cording to my calculations, a pair of HVY
TANKs dueling a SUPERHVY will win 60% of
the time even if the SUPERHVY fires first.
(How do you figure that? My calculations
don’t agree with yours. I'll address the ques-
tion in a future designer's article. — SJ)
Therefore it’s hard to imagine when 1°d rather
have a SUPERHVY than two HVYs. SUPER-
HVYSs do have the advantage of greater attack
range; they can attack from 6 hexes away, and
they can't be shockwaved from outside their
range. However, [ doubt this outweighs the
disadvantage of being a single expensive
target.

Finally, marine infantry are just like reg-
ular infantry, except they treat water hexes as
clear terrain. Their cost is high (trade 2 regu-
lar infantry squads for each marine squad), but
they can be useful in certain applications.

I'd like to propose 2 rule which seems to
follow but wasn’t stated:

Shockwave rule 3.0161: Marines and INF
stacked together can be grouped together in
groups of up to three squads for defensive pur-
poses. (Example: two marines and an INF in a
town hex could be treated by the defender as a
single defense strength of 9.} If the attacker
rolls a **D"" against such a group, roll again to
see which squad died (in this example, one of
the marines dies on a 14 and the INF on 5 or
6). (Yes. — SJ)

]l

UNIT ANALYSIS

Now I'd like to summarize the good and
bad points of these units, make some unit
choice recommendations, and suggest how to
use, and oppose, these units. What I have in
mind here is a Ceasefire Collapse-type
meeting engagement, but this also applies to
other situations.

Cruise Missile (Missile Crawler)

Good points: destructiveness!

Bad points: cost, vulnerability

Recommendations: This is tricky: If the
other guy doesn’t have a laser tower, or if his
force is mostly hovercraft. 1I'd recommend
taking some; otherwise, not.

What to do with yours: Ifhe doesn'thave a
laser tower, keep at least one in reserve. This
is a case where the threat can be more power-
ful than the execution. The existence of a
cruise missile will force him to keep his units
screened by infantry, avoid stacking, and gen-
erally use his force in & less than optimum
fashion. If he has missile crawlers, it may be
worth taking his out with yours if you can:
You'll probably get some other units into the
bargain. If he has a group of hovercraft, attack
them via shockwave; otherwise weigh the odds
in deciding whether to risk a direct attack or
attack with the shockwave. If you plan w0
attack directly, be sure to do it from 10 hexes
or less away. Keep your crawlers well screen-
ed by infantry and atmor if the other side has
cruise missiles.

If he has a laser tower, launch your mis-
siles right away unless you can get your crawl-
ers into raised terrain immediately. The risk of
the laser tower killing your crawlers is too
great. Since your crawlers will never survive
to reach close range, attack by shockwave
when you see a good chance (hovercraft are
the best targets). Remember, your missiles can
be shot down right after launch: Don't fly
them over your troops if possible (I've seen
someone fly a cruise missile over his Mark V
Ogre, have it shot down in that hex, and roll a
six . . .). Remember to evacuate your crawl-
ers quickly after firing.

If you have off-board cruise missiles,
attack by shockwave only {(the chance of get-
ting shot down is too great).

What to do about the other guy's: Clump
your units in a tight defensive formation (avoid
stacking), well screened by infantry. A line of
INF, backed by a line of HVYs, backed by a



line of MSLs makes agood missile defense.
Spread. out: your big targets (crawlers,
HWTZRs & MHWZs, SUPERHVY); keep
your:Ogres’ protccted by infantry: Try sending
some: hovercraft ‘after-his ¢rawlers, but.keep
lhem spread out. It may be poss:ble to.take out
his crawlers with' ciuise' missiles. If his units
get-close, it can be advantageous ‘o rush .and
intermingle your units: Shockwaves: don’t
respect: nationality

‘Laser, laser tower

Good ‘points: range, effectiveness against

missiles

Bad points: blockage by terrain, immobil=

ity

_ Recommendations: If 'you have. a choice:

(you do, in'some scenarios), take a laser tower

rathér thati two or thres lasers: The ability to-

shoot iover terrain is worthit,
What to' do with yours: ' The best. possrb]e
target is a rruss:le crawlér; then come

HWTZRS and. MHWZs; shoot them' if you
can. Keep your lasers screened: by infantry if

the other side; has cruise; missﬂes . Wait: until

the last minite to: shoot his cruise missiles.

{bonuses'to the Toll) unless you have a golden
opportunityto shoot the: missile down over his

'frmges of the battle or use them fo: raid. the

enemy’s rear: They're good for destroymg:
and for ‘anti-missile:
screens.. They can. pnck away at the infantry:
screens- around. the enemy’s big targets, and.
not: be ‘worth _his: while to .chase. If well--
handled, they can: tie down more than: their
ost’s worth of enemy inits: _

What to do aboui ‘the. other guy’s: LT
TANKS are probably the best: (cheapest) units
for keeping them-at bay., A LT ‘will: ‘usually’

bridges: and towns,

beat an LGEV m a: duel even 1f the LGEV

t._here sa better target__around
GEV Personnel Carrier

‘Good poinis: carrying capacity; speed

Bad points: attack, defense strength;, sen-

sitivity. to terrain;

Recommendanons Choose a few pairs —
they 're a'good way to _get your infantry into the:

fight.

What to do with: yours: Their. job:is to drop.

infantry. ‘in clangerous places:and: get' away.

One ‘problem ‘is that the hexes infantry likes
{towns, woods) aren't ‘hexes GEVs can- get

back out of:/Drop in town/road or woods/road

hexes if possnble ‘Mounted attack can be qulte*

SUPERKHEAVY TANK

own. troops and you. feel lucky.. If none of the
above happen, just keep taking-your two-attack-
factor shots.

What to doaboit ‘the other: guy ‘s If pos-

sible, blast them with cruise missiies. Other-

wise,:an: advance:with a bunch: of armor units .
will’ eventualiy Eet to them:-Keep your “units in.

ralsed terrain. If they're lasers (not towers)

just stay outof their line’ of 'sight. A rear area.
raid by a bunch of hovercraft can’take out a.
laser tower, ‘but’ expect to Jlose: maybe .one,
GEV ‘per turn to the tower’s fire. If you think
you.can get his lasers ‘with armor units, hold,
back your cruise missiles unttl you do (they re:
more likely to reach their targets when the:
lasers are: gone) Remember ‘laser fire doesn 't
mﬂl over; if: only lasers can reach you; you

‘can stack umts
Light GEV.
Good-points: ‘cost, speed

Bad points: attack, defense strength, sén-:

srtwlty toterrain

Recommenddtions: Tf you're going to take

GEVs; 'trade’in one or‘two for LGEVs

What to do: with YOUrs: Keep them on-the

effective, and you can always dismount after-

ward_ifit'doesn’t work: Keep the GEV:PCs:

nearby to ple up survivors after. the: .combat.

Be careful with; GEV-PCs while:loaded: They‘
make big targets. If their infantry is lost; use
them as slow, LGEVs,

‘What 16 do'about.-the other giy’s: Shoot
‘them whenever you €an’: They count for.9 vic-

tory “points if: you kill them ‘and their loads.
Cruise: missiles are ‘great ‘against: them,. ag

agamst any hovercraft. Their mounted attack:

range. is only:4 (move 3 4+ infantry range 1),

50 all units but’ mfantry can usually stay away
from them or: get the. first shot:in.

Superheavy tank

Good points: : attack strength two" guns;
defense strength

Bad points: ‘cost:
-Recommendations; ‘Don 't choose any,; take

two HVYs mstead

What to.do with yours They re simultane-
ously big, powerful arior
targets:. It's hard to both. send d'lem into’ the

thick of things and be careful with them. Try'

to get:off the. first shot(s) with thém. If pos-
12—

them ﬁrsl ‘ahead of aIl olher armor units;”

lits and expensive:

sible, send them-against:MSL TANKs (whlch
attack at only 1 or maybe: HWTZRs (which

aitack at 1-1); They can shoot:at HVYs from

‘behind_an infaniry line two: hexes in front of

theni. They: belong: in the: forefront of your

armor ling, though théy wont last very long:,

What to do:about_the other’ juy’s: Sho_ot_

two guns with one X, A HVY’s 4 attack factor

is justright for k:llmg them (1-1 attack) or use
‘a pair of GEVs or LTs. If you have twice their

number of HVYs, ‘rush them: You can give

‘them ' the first shot and still: usually win.

‘Marine Infantry

Good points: They work in water:,

-Bad points: cost:

Recommendations: Take a few ifan infan-:
try screen. around a b:g unit:needs:io include: a'
water hex.

Whai. to do with yours’ Use them for

‘screening'in-water:-hexes, In the:G-E. V. Raid
‘scenario,, for example; T like to'put a’ 'HWTZR

in ‘the. city hex -that: sticks out into the. lake

.(21 13) ‘To keep the GEVs: off Ineedascreen
o hiexes away: 4'sqiad.of marings can cover
‘hex 1914 more:cheaply than a GEV. A couple

of squads in city hex 1915 can make the GEVs

‘keep their distance even on ‘the.other 'side of
the river. However,. infantry is supposed to be
‘cheap and. ‘expendable: Expensive infantry

draws too many: shots and dies too-quickly..If
your’ marings survive’ their ‘water: screening

duty, keep them back out of the battle (and in a
town hex):if you can.

What 1o ‘do' abour the other, guy 's:* Shoot

themn first, ahead of other infantry  They count
4:victory: points' per squad. Remember that

they. cross water hexes with' only one move-

:ment point when:you're countmg 10 se¢ what

can get you. lf there are:no: manne remforce-

marines on Lhe water hex and go ‘through the
hole in. the screen next turni. If there are other

marines ‘around, ‘shoot them 100}, then do the
‘same thmg

SCENARIO STRATEGY

Shockwave: introduces a number:of. new
scenarios; 1°d:iike:to'make some: strategy sug-

.gestions for.them., [ assume here. that the op-
‘tional'rules for destruction of towns, bndges
‘etc. are; in ‘effect,

The Day ‘Before is Ogre with cruise’mis-
siles. 'On.the..Ogre map, the defense gets 25
armor units, 40 infantry, and a laset tower; the

-attacker gets a Mark:V Ogre, and 20 off-board
‘cruise’missiles (of which only about 6 should
:make’ it past the. first hex),

The defense ‘should ‘use ‘all those -extra

‘nfantry’ to form: anti-missile lines across the
‘board. Put‘the CP-and the laser tower. back in

the comer, put a couple of HWTZRs 5 hexes

‘in front of :it; then put.a line of single INF
.-squads across the board 4-hexes in front of the
'HWTZEs, and another one 6-hexes in front.
"There 'should: be: enough left for-a final line
-among the HWTZRs 5 hexes: from Lhe CP;a

couple of pairs of LT TANKs spaced 5 hexes
apart in front of all that makes a. che_a_p first



LIGHT GEV

line. This will pretty well keep the cruise mis-
siles off the CP: The attacker should run out of
missiles well before he can chew through all
that. The rest of the armor should be a mix of
HVYs and MSLs, to stop the Ogre; as the at-
tacker uses up his cruise missiles, line infantry
can be freed to go die under the Ogre. The
anti-Ogre armor line should mix HVYs and
MSLs: The greater range of the MSLs makes
it harder to attack by shockwave.

Faced with this, the attacker shouldn’t
waste missiles trying to get through to the CP,
but should try to shockwave the armor facing
the Ogre. Plan your move carefully, or you
may end up with the Ogre right next to where
you'd like to drop a missile. Ogre missiles can
take out a couple of defending MSL TANKSs to
clear a path for the cruise missiles (remember,
though, that a couple of the Ogre missiles will
probably be shot down by the laser tower).
Fire the cruise missiles gradually: This keeps
the infantry occupied in missile defense, and
one missile per turn keeps the laser tower from
shooting at the Ogre.

This is a good, tense, fairly balanced sce-
nario; a lot will depend on how lucky the at-
tacker gets with his missiles.

Recon in Force is an expanded version of
the G.E.V. Raid scenario. The Shockwave
map is north of the G.E.V. map, and it con-
tains the targets (everything on the G.E.V.
map is already destroyed); in addition to
towns, eic., there are 20 trucks and hover-
trucks which need to make wake-up rolls
before they can run. Twenty GEVs {the attack-
er can trade some for paitrs of LGEVs) and 10
GEV-PCs full of infantry come in on the south
edge of the G.E.V. map. The defender gets 8
armor units and 15 infantry on the G.E. V.
map and 4 and 20 infantry on the Shockwave
map, plus the usual G.E.V. Raid reinforce-
ments (entering on the Shockwave map) start-
ing on turn 4. The defender should take the
maximum possible number of MSL CRWLRs,
3 (for the rest, LT TANKs or GEV-PCs for
his infantry). The threat of cruise missiles will
keep the GEVs from stacking, spread them
out, and slow them down, and the missiles
themselves when they come will wipe out most
of the attacking force. The big confrontation,
which will probably occur in the approaches to
the big city on the Shockwave map, may well
involve only a handful of units on each side:
ragtag reinforcements vs. what’s left of the
GEVs.

An interesting scenario, and very bloody: a
good example of what cruise missiles can do 1o
hovercraft.

Casey Joneski is a new train scenario. The
Shockwave map is east of the G.E.V. map:
Casey's train must cross the G.E. V. map from
west to east, then turn south on the Shockwave
map and reach the terminal in city 5-0413 (an
extension to the east of the big city on the
G.E.V. map). The defense gets 14 armor units
and 20 infantry, plus 5 lasers or 2 lasers and a
laser tower (I prefer the tower); the attackers,
with 15 armor, enter the south edge of the
G.E.V. map. The defense wins if the train
reaches $-0413 and survives, the attackers win
if they kill the train and exit 15 strength points;
otherwise (the most likely result} it’s a draw.

The defense should set up a strong force,
mostly HVYs, in the big city, with infantry in
the woods to the south (on the Shockwave
map). If the attackers choose 15 non-missile
units and attack the city directly, they’ll get
creamed. If they choose 15 GEVs and try to
flank the city to the east or west, they won't
make it: HVYs with a road and a shorter dis-
tance to travel can stay between them and
$-0413 (the defense should put 1 INF on 1508
and §-1615 to destroy the roads in 1508, 1408,
§-1615, and S-1515). They can't catch the
train if it moves at full speed, without getting

‘within range of too many defenders.

That leaves choosing mostly MSL. CRWLRs,
firing them all on the first tumn before the
tower gets them, and turning the game into an
uninteresting crapshoot. If the cruise missiles
can destroy even one hex of track, the train
can’t reach S-0413 and the game becomes a
draw. (The best place to destroy railroad track
is in town/RR hexes: Town hexes can be
destroyed from as far away as 6 hexes, and the
falling buildings destroy the track.) If the
cruise missiles get the train itself — which
means waiting until at least tum 2 and prob-
ably losing one or more crawlers to the tower
— or the first track hex the train must enter on
— which should be so well guarded by infantry
that it would be a mistake to shoot at it — they
might win. There's no way the defenders can
provide an adequate defense for that long
stretch of track against 3-5 cruise missiles (a
good way 1o try, though, is a MSL TANK
every 9 hexes) and still have enough armor to
keep 15 HVYs from getting through and de-
stroying hex 5-0413. So all they can do is pro-
vide an inadequate defense, hope to get lucky,
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and probably get a draw. My suggestions for
lasers are 8-0117 and S-0708 (and the tower
in, say, 5-0903).

Anyone who brings something as archaic
as a train anywhere near cruise missiles
shouldn’t expect to see it get through anyway.

“Nuts!”’, a scenario which takes place on the
Shockwave map, is supposed to be a Bastogne-
like breakout of a surrounded force. The fact that
the attackers are spread out around a 15-hex-
diameter circle and the advantage of the first
move are supposed to compensate the defender
for the short end of the 35-20 odds in armor
units. Unfortunately, the defenders have an
administration building so valuable that if they
escape intact but lose the building, they lose.
Therefore the attackers have no reason to pre-
vent the defenders from escaping, so instead of
spreading out around the circle, they concen-
trate everything in one place, make a standard
line assault, and grind up the defenders with
greater numbers. This scenario needs a change
in victory conditions: I suggest removing the
building, which lets the defenders run, and let-
ting them escape from the east and south edges
as well as the north, which forces the attacker
to spread his forces out.

Super CP is not really a new-units sce-
nario: It’s a large game of Ogre, where the
defender gets 30 armor, 40 infantry and two
Mark III Ogres, against the attacker’s two
Mark Vs. The CP is a building with strength
60, which takes some grinding (or a good
overrun) to destroy. Have fun!

CLNCLUSION

To summarize, Shockwave is what we've
2il been waiting for: an innovative, interesting
expansion of Ogre/G.E.V.. The game with
cruise missiles and lasers around is sharper
and more exciting (no more complacency when
you’re out of range — you’re never out of
range), if a bit more luck-dependent. I'd like
to extend to all concerned my congratulations
on a job well done, and I look forward to a lot
of fun. 0

ohUCKWAUE
EARATA

3.05. The victory point value for a GEV-PC
should be 3. A Cruise Missile has a VP value of
12 — that is, you lose 12 VP for expending a
Cruise Missile.

3.015. In Ogre, when a Superheavy Tank is
rammed by an Ogre, that Ogre loses 3 tread
units.

3.016 (addition). Marines and regular in-
fantry can combine in groups of up to 3 squads
for defensive purposes.. Example: Two Marine
squads and a regular infantry squad would have
a combined defensive strength of 3 in a clear
hex, 6 in woods, or 9 in a town. If an attacker
gets a ‘D"’ result against such a stack, roll ran-
domly to see which squad is lost.

8.021. In the *'NUTS!'’ scenario, the
defender’s building should be a SP 60 strong-

point.
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SPECIAL SECTION

Tékumel

in 1975 T5R, a small Wisconsin com-
pany that was beginning to gain some suc-
cess with its new game Dungeons &
Dragons, published Professor M.A.R.
Barker’s roleplaying game Empire of the
Petal Throne. Due perhaps to its high price
— twenty-five dollars! — EPT enjoyed only
fimited success. But its setting, the exotic
world of Tekumel attracted a devoted,
almost cult-like following.

Tekumel is unigue in gaming — and per-
haps in literature too. Like Tolkien’s Middle-
earth and Austin Tappan Wright's Islandia, it

is an exhaustively-developed fantasy world,
with a lengthy history, many strange cultures
thoroughly described, a pantheon of weird
gods, and its own language. Unlike its pred-
ecessors, though, Tekumel is a true game
background: as such, its history continues to
develop, in an ongoing collaborative effort
by all EPT players.

This year we've seen a resurgence of in-
terest in Tekumel, spurred by the publica-
tion of Prof. Barker’s first novel, The Man of
Gold (DAW Books, 1984), and a completely
revised and expanded version of EPT —

Swords & Glory (Gamescience). In this issue
of Space Gamer we spotlight Tekumel, with
a featured review of Swords & Glery (page
17), an interview with Prof. Barker (page
20), and a special capsule review section
covering nearly every Tekumel product cur-
rently available — including The Man of
Gold.

Thanks to Frederick Paul Kiesche Il
longtime 8G reviewer and author of the
bulk of this material. His efforts made this
section possible.

—The Editors

The Best of All Possible Worlds

To understand the roleplaying game Swords & Glory, you must
know something of the history and background of the planet
Tekumel..

That history begins some sixty thousand years in the future, when
mankind and his alien allies - the Pe Choi, the Pachi Lei, the Shen,
the Ahoggya, and others — settled Tekumel, a planet both larger and
hotter than Earth. The planet’s orbit was shifted, and great gravity
engines were installed to bring to surface gravity in line with Earth's,
Air, water, and plant life were altered, and Tekumel became a gar-

den spot.
All was not well, however. Unknown to those who now called
the planet home, enemies of mankind came to Tekumel — the

Shunned Ones, the Hokun, the Mihalli, and others. And Tekumel's
native species — the insectoid Ssu and scorpion-like Hluss — proved
hostile and had to be driven onto reservations. There they were
carefully watched. There they waited for an opportunity to avenge
themselves.

Then came the Time of Darkness, when the universe “collapsed.”
Tekumel fell out of our universe and into its own “pocket’” universe.
Cities fell; continents were shattered; civilization collapsed in the
midst of a catastrophe as great as any in mankind’s history. Man, his
allies, and his enemies fell back into barbarism,

Over a hundred centuries passed, until the time of Swords &
Glory. During that time, many things came to pass. The Hluss and
the Ssu escaped from their reservations and engaged in many battles
with man and his allies. The races of Tekumel began a long, slow
climb back up to a social and technological level resembling that of
Earth during the Middle Ages. During that time, empires rose and
fell, culminating in the Second Imperium of Tsolyanu and the other
“modern’ empires — Yan Kor, Mihalli, Mu’ugalavya, Salarvya, and
Livyanu, among others, Technology took on the appearance of mag-
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ic as those who understood it died off and people no longer knew
how to operate or maintain the devices from before the Time of
Darkness.

Aliens — Friends, Enemies,
and Others

Tekumel is a veritable smorgasbard of alien races, Some of these
races are friendly to man (like the Pe Choi), some are indifferent (like
the Nyagga), and some are bitterly hostile (like the Ssu and Hluss).
Among the races coexisting on Tekumel:

The Ahoggya: These strange beings have four arms, four legs,
and barrel-shaped bodies. They also have four sets of eyes. Below
three sets of eyes are various organs; beneath the fourth set is a
mouth. Ahoggya walk in a permanent crouch. They are good
fighters.

The Hlaka: These are slender, light-boned flyers with leathery
wings and short, grey or brown fur. They have three eyes on a flat-
tened humanoid head. The Hlaka are excellent flyers and are often
used as aerial scouts or "bombers.”” They are, however, skittish and
likely to fly off in the heat of the battle.

The Hluss: The Hluss are native to Tekumel. They have chitinous
exoskeletons and resemble Terran scorpions. They are highly intelli-
gent and fierce fighters. A Hluss warrior is a terrible sight to behold.

The Pe Choi: Members of this slender and graceful race resemble
Earth’s praying mantis or sea horse, Although they are most comfort-
able in forests, they have adapted quite well to human society, often
serving in the military or priesthood. Pe Choi are intelligent and
friendly, but make fierce enemies.



A Ssu warrior.
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The Ssu: These vaguely insectoid creatures are also natives of
Tekume| — masters of the land masses before humans arrived. Their
skin looks loose and tattered. They give off a cinnamon smell. The
Ssu speak in a chiming voice, and are very intelligent, fierce warriors
and great sorcerers.

Religion and Magic

There are no atheists on Tekumel. Shortly after the Time of Dark-
ness, the inhabitants of Tekumel made contact with extra-
dimensional beings of great power. These beings proved so power-
ful they were, for all intents and purposes, indistinguishable from
gods. In the years since they first made themselves known, elaborate
rituals have been created and temples built to support and perpetu-
ate the worship of these gods.

The ““gods” of Tekumel generally fall into one of two categories:
There are ‘Tlomitlanyal” (or ““Lords of Stability’} and *Tlokiri-
galuyal” {or “"Lords of Change’). In addition, both types have their
cohorts, or *‘Hlimekluyal.” Neither group can be considered
“good” or “evil"” per se — there is nothing so black and white on
Tekumel. The two groups simply represent differing perspectives
and viewpoints.

Among the Tlomitlanyal are Hnalla (The Supreme Principle of
Stability), Karakan (Lord of War), and Avanthe (Mistress of Heaven).
Among the Tlokirigaluya! are Ksarul (The Doomed Prince of the
Blue Room), Sarku (The Five-Headed Lord of Worms), and Dlame-
lish (The Green-Eyed Lady of Fleshy Joys). The Hlimekluyal of the
Lords of Stability and Change include Drathe the Uncaring, Che-
garra the Hero-King, Dininala the Lovely Maiden of the Turquoise
Crown, Grugamu the Knower of Spells, Durritlamish the Black
Angel of the Putrescent Hand, and Hrihayal the Mistress of the
Thirty-Two Unspeakable Acts.

Magic plays a large part in the daily life of Tekumel. There are an-
cient technological devices which seem like magic to most people.
In addition, there is'a whole range of spells — healing spells, killing
spells, spells peculiar to certain temples or religions — powered by
extra-dimensional energies from the *‘Planes Beyond.” Finally, mira-
cles — favors granted by the gods — actually happen on Tekumel.

Technology

Tekumel is frozen at a medieval social and technological level.
There are some primitive machines, but Tekumel is a tradition-
choked world, and advances in science are generally stifled. Mili-
tary technology is fairly advanced — bows, crossbows, catapults,
and giant siege machines are all available.

Underground, Aboveground

Tekumel is a great place to go prospecting for old relics. Entire
empires and cities were buried during the Time of Darkness. In addi-
tion, many societies of Tekumel take part in the custom known as
“Ditlana’’ (or “The Renewing”). This custom dictates that cities be
razed, buried, and rebuilt every 500 years or so. Those who can't
bear to give up their old buildings take part in the building of vast
underground labyrinths, in which portions of the razed cities are
preserved. Finally, many of the tombs on Tekumel contain many
rooms and passageways, strange guardians, and fabulous treasure.
Tekume! is a great place for “dungeon’” adventures.

Aboveground, the land is quite varied. There are swamps and
deserts, mountains and plains, rivers and forests. Many areas are
underpopulated or not populated at all, and most of Tekumel's land
surface is unexplored.

Social Structure

Tekumel's societies are quite complex. Tsolyanu is ruled by a
strong monarch — The Emperor of the Petal Throne — who spends
his life in seclusion, guarded and served by the deaf and dumb
members of the Omnipotent Azure Legion. Tsolyanu society places
great emphasis on tradition and visible displays of power and social
differences. Tsolyanu society has four major power blocs — The Im-
perial, Rovalist, Priestly, and Military parties — all trying to win the
favor of the Emperor.

In addition to Tsolyanu, there are four other societies in existence
on Tekumel. Yan Kor, formerly a squabbling nation of city states, is
united under Baron Ald in an ongoing war against Tsolyanu. Ald has
risen to a position of great power in Yan Kor despite the fact that Yan
Kor is a matriarchal nation — power rests with the women, and in-
heritance is passed from mother to daughter.

In Livyanu, yet another of Tekumel’s societies, government is
handled by the temples. The temples have taken charge of all as-
pects of military, social, and religious affairs. Details of this society
are shrouded in secrecy; foreigners are not invited to observe, The
Livyani decorate themselves with intricate tattoos, which indicate
rank, clan status, and other aspects of the society.

In general, all inhabitants of Tekumel are governed by a strict
sense of custom and tradition. Elaborate clan structures combine
elements of extended families, schools, and trade unions or guilds.
Each country has its own customs concerning marriage, the status of
women or men, burial, eating, and drinking. These customs are as
varied as one would find on our own planet.

Conclusion

Tekumel is a varied world. If you like to run overland adventures,
there are plenty of places to explore — 13, of the planet’s surface is
unexplored. If you prefer underground explorations, treasure grab-
bing, and dungeon crawling, the complex and varied Underworlds
of Tekumel are sure to please you. If you like complex social situa-
tions, political intrigues, or religious mysticism, this is the place for
you. Truly, the best of all possible worlds.

—Frederick Paul Kiesche 1l
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FEATURED REVIEW

Swords & Glory

by Frederick Paul Kiesche III
and Steve Sherman

The Tekumel Source Book
(Swords & Glory, Volume 1)

Swords & Glory is a recently-published roleplaying system
inspired by and descended from the Empire of the Petal Throne
roleplayirg game first published by TSR in 1975. In reality, how-
ever, S&G is a whole new game.

The Tekumel Source Book (hereafter TSB) is the first of three
major volumes that together constitute Swords & Glory. The TSB
provides players with a world in which to game. The next two vol-
umes — a Player's Handbook (reviewed below) and a Referee’s
Handbook (forthcoming) — deal with the mechanics of the Swords
& Glory game.

The TSB is written for no particular gaming system. Like Chaos-
ium’s Thieves’ World and (to a lesser extent) Iron Crown Enterprises’
Middle-earth series of supplements to adventures, the TSB is a
“generic” product, adaptable to any gaming system. This is a great
strength, because the world of Tekumel is available even to those
who don’t have Swords & Glory; but it's also a weakness, because
players and referees who want to use the Swords & Glory system
will have to wait for the Referee’s Handbook (or devise their own
statistics) in order to game many of Tekumel's creatures and magical
devices.

The TSB is full of information covering the many aspects of
Tekumel. Among its subjects are the physical structure of the planet,
its inhabitants, cultures, customs, religions, social structures,
politics, eating habits, food, beverages, animals, weapons, armaor,
technalogy, marriage and burial customs, the significance and uses
of magic, and a host of others. Anything you need to know is cov-
ered, usually in minute detail.

The TSB is not just a rehash of material previously printed in
Empire of the Petal Throne. True, about half of the material in the
TSB was mentioned in EPT, but the amount of detail contained in
the new edition is staggering. Subjects covered in a few paragraphs
in the original now fill many pages. Nothing from EPT has been left
out, and there is a lot of new information,

Some may find the amount of information overwhelming. The
TSB is long, and — with two columns of small type on each page —
quite dense, We don't see this is a drawback, however: It is quite
possible to read the TSB straight through; but you can also get a lot

out of the book by skimming and skipping from one fascinating sub-
ject to the next. A good referee will find dozens of adventure ideas
here, ranging from underground explorations to overland journeys
to palace intrigues. There is no fluff or extraneous information; you
get more than your money’s worth.

The main problem with the TS8 is its table of contents. Each rules
section is numbered, as is each subsection — 1.42 is “Dwellings
and Settlements,” for example, while section 1.423 is “The Sakbe
Roads.” This itself isn’t bad; the problem is that the table of contents
lists only the section and subsection numbers — there are no page
numbers! The numeric listing is greatly appreciated, but it is hard to
find what you are looking for just the same. An index would have
been a great help,

If you have any interest at all in Tekumel; if you've been running
EPT using the old game system; if you want to start a Tekumel cam-
paign; or if you just like strange worlds and wondrous societies, this -
is your book. For just $25, the TSB provides more information and
detail than any other single product — and many multiple-volume
products — on the market. Even after several readings, you'll still be
discovering new and worthwhile information. The Tekumel Source
Book is a beautiful work.

Tekumel Player’s Handbook
(Swords & Glory, Volume II)

The Tekumel Player’s Handbook (or TPH) is the centerpiece of
the Swords & Glory roleplaying system. Character generation, com-
bat, and sorcery take up most of the book, though ample space is
devoted to other matters, The game system described in this tightly-
packed, 240-page rulebook can best be described as realistic and
complex. It is not suitable for the occasional player, but, rather, for
those who take their roleplaying seriously. The author’s respect for
his audience is clear.

Character Generation

Rolling up a character is relatively straightforward. The basic sta-
tistics — height, weight, build, strength, stamina, dexterity, body
damage points, intelligence, psychic ability, comeliness, charisma,
and age — are determined using percentile dice. Then you choose
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your character’s birthplace, which affects such qualities as family
wealth, education, and personal skills; and you determine your lan-
guages, religion, family ties, and skills. All information about the
character is written on the eight-page (!) Character Record included
with the TPH.

Skill Selection

Characters receive skill points based upon their intelligence and
age. This initial point total is combined with a percentile roll to yield
a character’s total skill points. The net total can vary tremendously
— from 6 to 250!

You use these skill points (as you might expect) to buy skills. Cer-
tain skills cost more than others; the butcher skill costs five points for
the lowest “level”; the warrior skill goes for twenty at the lowest
level (and more for higher levels),

Your character’s background limits skill selection. A poor charac-
ter from a tribe may be limited to such skills as butcher, fisherman,
or warrior; an upper-class character with a high wealth score can
select from such skills as afchemist, physician, or sorcerer. In addi-
tion, many skills require minimum intelligence or literacy levels.
The only way to get around these limitations is to spend extra skill
points, or to bring your character’s educational level into play.

tach level of the Assassin, Warrior, Official, Priest, and Soldier
skills gives the character four “competence units.”” Players can use
these competence units to buy sub-skifls of varying cost and effec-
tiveness. Characters that get a consideraile number of these points
can make plenty of interesting choices. For example, if you purchase
five levels of the Warrior skill, you get twenty competence units.
These could be used to select sub-skills like disguise and tracking
lone competence unit each), shield (one unit), dagger/knife (one),
long one-handed weapon (two}, unarmed martial arts (four), quarter-
staff {three), and sling (two). Again, as with skills, most sub-skills
have fevels of proficiency; each level in a particular weapon gives a
+1 in combat.

The basic procedure for spell selection is similar to the one just
outlined: Players with the Sorcerer or Shaman skill get 25 “spell pur-
chase points” for every skill level purchased. The Sorcerer or
Shaman skill level determines a spell’s maximum power level. Most
spells have many levels of intricacy; higher levels cost more and
take time to learn. The TPH lists 194 spells, but so many of them in-
clude different levels of effect that the actual number of spells is
much higher. For example, at its first level, the Elicitation spell sim-
ply provides the caster with a hazy mental picture of the last person
to handle an item; just one higher level of the spell enables the spell-
caster to ascertain how “magically powerful”’ that person is; and so
on. :

Actions

After you've determined your character’s profession, income,
and what kinds of expenditures you have to deal with (food, armor,
clan contributions — these things can really add up!), you're ready
for action. Each action a character attempts is given a time rating in
one-minute turns, or six-second combat rounds. Actions which can
be performed within a single six-second combat round are given an
action point cost. In addition, each character has an action rating
{based on Dexterity). A character rated for five action points could
jump down from a ledge (one paint), strike a blow with a dagger
(two points), and dive for cover {two points) in one combat round -
if all goes well.

Any time a character tries to perform a particularly difficult ac-
tion, he or she (or it} makes an “Adventure Roll.”" This is when the
basic attributes get a workout! In the preceding example, the charac-
ter would make two Dexterity rolls — one for the jump and ancther

for the frenzied dive for cover, All your basic statistics come into
play, for Adventure Rolls in various situations,

Combat

You're given a combat value based on your height, strength, and
build statistics. Combat values range from -5 (insects) up to 14
(really tough creatures). Your combat value is added to your sub-skill
level with your particular weapon (if any) to determine the final
combat value,

To see if a hit is scored, the attacker’s final combat value is comn-
pared with the defender’s value on the hand-to-hand combat chart.
This yields a “to hit” number. If the attacker rolls that number or
less on percentile dice, a hit is scored. A beginning character usually
has a 40% chance at best to hit anything — and against high-ranking
defenders, the odds get a lot worse!

Each type of weapan has its own damage chart. Damage is deter-
mined by rolling a d20 and checking against the chart. Shields ab-
sorb some of the damage done by a successful attack. Small shields
protect the user 20% of the time, while a large shield provides pro-
tection at a rate of about 60%. If a hit gets past a shield, armor (if
any) absorbs some of the damage.

In addition to the basic combat system outlined above, the
Swords & Glory rules cover missile weapons, surprise, unarmed
martial arts, artillery, wounds, morale, damage from falls, damage
from fire, hitting specific body areas, and virtually every other even-
tuality.

Magic

The sorcery system is complex, but easy to learn. All spells fail
into a phylum (determining who can and cannot learn a given spell},
and a category — either “’Psychic” or “Ritual.” Psychic spells can be
used under virtually any conditions; they require no gestures or
speech. Ritual spells require full use of the arms (for gesturing, pre-
sumably}, and equipment of one sort or another is necessary. Most
spells, regardless of phylum and category, can be prepared and cast
in a single combat round.

Each spell has a psychic power cost; your psychic point total is
figured from your Intelligence, Psychic Ability, and Psychic Reser-
voir. You draw from this total when casting a spell. Use these points
wisely; it's quite possible to blow them all with just a few incanta-
tions. And your recovery rate varies; after your character rests, you
rall percentile dice to see how many points you regained. Bad luck
can keep you waiting a week or more to return to full strength.

Character Advancement

You gain “victory points’ by defeating opponents or using spells
effectively; these can be spent to increase your skill levels or buy
new skills or spells. The most important skills cost 2000 victory
points for each level gained!

Characters can improve through study and practice as well as
through successful adventuring. However you go about it, learning
something new takes time; it's not instantaneous,

Conclusions

Do Swords & Glory's parts combine to make a good game? The
answer is a definite ““yes.”” Although there are times when your head
begins to spin at the sheer depth of it all, careful reading proves
quite rewarding. Professor Barker's writing style sparkles with wit;
and there are subtleties to the Swords & Glory system that can only
be grasped by reading the rules yourself.

It seems clear that some parts of the game could be ignored in
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order to quicken the pace — this is especially true in combat. But as
Professor Barker paints out (in the interview on page 20), it's a lot
easier not to use what's provided than to spend long hours trying to
fill in gaps in the rules.

Swords & Glory gives players a sharper sense of reality than any
other game on the market. These volumes chronicle a logical, con-
sistent world that never ceases to amaze. Everything is well-thought-
out, and nothing ever seems contrived or silly.

The Tekume! Source Book and the Player’s Handbook are
jammed with interesting information and (it need hardly be said)
very complete. Players looking for a frivolous romp in the world of
fantasy had better look elsewhere. There is nothing but substance
here, and you’ll have to spend some time ingesting the information,
It's worth the effort.

The Swords & Glory system does have some problems. The first
is the price. At $25 for the Seurce Book, $20 for the Player’s Hand-
book, and at least $20 for the forthcoming Referee’s Handbook,
$&G is running a hefty $65 for the set. That is quite an investment if
you’re not sure you'll like the system.

There are ways to save money, however. The Tekumel Source
Book can be used with your favarite game system, so you don’t have
to buy the Player’s Handbook. And if you're not sure you'll like
Tekumel, read The Man of Gold, the EPT novel. If you like that book
and the world it depicts, vou'll most likely find Tekumel an en-
joyable place to go adventuring. And of course, several people ina
gaming group can share the costs of the hooks.

Other problems involve the physical construction of the books
themselves. The iarge staples used to keep the pages together also
prevent you from photocopying vital information without splitting

the book. The books’ covers started to separate from the pages in
our copies after one week of moderate use. In addition, both
rulebooks could have used another round of proofreading. There
are a number of typos, and in one instance, half a paragraph was left
out completely! (The bottom section of a paragraph on page 32 of
the Source Book is just missing!)

In conclusion, the Swords & Glory game system has gotten off to
a fantastic — if somewhat complex — start with these two volumes.
It's a shame Swords & Glory is coming out so late in the game, as it
were, and that the field is so crowded with RPGs. Many people will
probably pass on the game because their shelves are already crowd-
ed with RPGs. They will be missing out on a fascinating universe.

Gamescience is a small operation taking a big chance bringing
out such a big product. We hope that they (and Professor Barker)
succeed, and that Swords & Glory takes its deserved place among
the top games in the field.

SWORDS & GLORY VOLUME I: TEKUMEL SOURCE
BOQK, THE WORLD OF THE PETAL THRONE (Camesci-
ence); $25. One 81" x 117" 136-page book; one 21" x 27"
full-color two-sided map. Generic supplement designed
primarily for the Empire of the Petal Throne /Swords & Glory
roleplaying systems. Published 1983,

SWORDS & GLORY VOLUME Hl: TEKUMEL PLAYER’S
HANDBOOK, FOR ADVENTURES IN TEKUMEL (Came-
science); $20. One 8% x 117 240-page book; one 8% x
11 16-page “Combat Summary™; two polyhedral dice, Pub-
lished 1984. O

Because it’s still more fun
to play the bad gquys!

THE FANTASY SYSTEM

Completely Revised
Second Edition!

$15 boxed

Gamelords, Ltd.
18616 Grosbeak Terrace
Gaithersburg, MD 20879



INTERVIEW

Professor M.A.R. (““Muhammad Abd-al-Rahman’’ — he is also
known as “Phil” — “| have no preferences.”) Barker is “around
fifty” years old. He is of British, German, and Pennsylvania Dutch
ancestry. His B.A. is in Anthropology and Linguistics, and he has a
Ph.D. in Linguistics. He has traveled extensively in India, Pakistan,
and elsewhere, and has taught in both the United States and
Canada. He is currently a full professor in the Department of South
and Southwestern Asian Studies at the University of Minnesota in
Minneapolis/St. Paul. He is best known to readers of Space Gamer
for his Empire of the Petal Throne (EPT) and Swords & Glory (S&G)
roleplaying systems, and for his recently-published novel The Man
of Gold (DAW Books, 1984). This interview was conducted by mail
in July 1984; the questions were compiled by Frederick Paul
Kiesche Ill and Steve Sherman.

1: Swords & Glory

Space Gamer: Why did you decide to publish a new version of
the EPT rules?

Barker: EPT was really a “first-generation’” roleplaying game. It
suffered from many of the same problems that the original Dun-
geons & Dragons did. Newer games had better mechanics. TSR
responded by producing their Advanced Dungeons & Dragons set,
followed by many modules. | felt the same need and determined to
bring EPT up to “state-of-the-art” rulesmanship, though this meant
reworking most of it entirely. It also gave me an opportunity to ex-
pand EPT to a whole-Tekumel (or at least whole-northern-hemis-
phere) format, with data on many countries, peoples, etc. that had
been skimped in EPT to save space. Now the project is rather un-
wieldy: three thick books, plus a lot of peripheral material! It is now
rather like a frigidaire stuffed with food: Open the door, take out
what you want to eat, and leave the rest till later.

$G: What problems did you encounter in the redesign of the
game?

Barker: Aside from the myriad problems of game balance and
mechanics, the major issues were what to include and what to omit.
One could expound for pages on magic, customs, on this or that
society. | am still not satisfied, and there will probably be further,
refined versions — if | live so long!

SG: What influenced you in the design of the new rules?

Barker: Various ‘“’state-of-the-art’”” games gave me ideas, but |

M. A. R.

carefully avoided “cribbing” from any of them. | wanted 