
































































































































HELL'’S KITCHEN

Getting down from the Sand Table
and crossing the kitchen should prove
to be quite a trek, but if the players need
inspiration they need only look across
to the kitchen counter. There a small
machine sits waiting. It bears the label
“MORROW MINIATURIZER™" and it
looks as if it has a “reverse” setting!

How this epic crossing is made is up
to the players but the GM should
arrange for them to have this encounter
in the meantime.

While crossing the floor the players
will come across some Texas-sized
Cockroaches. The exact number
depends on how sadistic the GM feels.

Cockroaches:
Weight: 980
Agil.: 14
Ferocity: 16
Hits: 75
Accuracy: +2
Damage: 2d8+3
Power: 87
Move: 75"

If the players become involved with
the cockroaches for more than a turn,
this will attract the attention of the
Household Maintenence Robot. This is
a one foot tall programmable device
similar to the kinds made available in
the Sharper Image catalogue. Part of
this robot's programming is “Indoor
Pest Control” and it will try to wipe out
the players with its can of Bug Spray.

(Count shots of Bug Spray as
Chemical attacks.) Robot attacks on
phase 15 every turn.

Due to its tremendous size in relation
to the players, fighting the thing will be
practically useless. The only way to
avoid being wiped out by this is for the
players to work their way inside of it.
Perhaps they will even be able to change
its programming and somehow use the
thing to their advantage.

Eventually, they should reach the
kitchen counter where the Miniaturizer
is located. Players should make
Intelligence saving throws or Inventing
rolls to be able to figure out how to
install the missing microchip to the
Electrochemical Expotentializer.
Without it the Miniaturizer will only be
able to miniaturize things even further.
(Another shot of miniaturization at this
size and the players risk losing
themselves forever!)

If properly repaired, the Miniaturizer

will pluck the players’ missing
molecules back from the other
dimension and reintegrate them into
their bodies, restoring them to proper
size and mass.

By this time many hours have passed
since they were initially left on the table
by Doctor Morrow. Searching the place
will turn up most of the Institute's
missing files and a burnt-out
teleportation device (a one-shot
invention). From the longitude and
latitude of its last set coordinates,
Doctor Morrow has used it to travel to
Paradise Island in the Bahamas.

THE ISLAND OF
DOCTOR MORROW

Paradise Island is a beautiful place
and the GM should allow the players to
search there as long as they want. They
will have a hard time keeping their
minds on their jobs; there is so much to
see. With the help of the Bahamian
police they will be able to learn of a
hotel that Doctor Morrow has checked
into. If they go there, they will not find
him in his room. The bartender at the
hotel bar last saw him go out to the
beach. And there he is!

Morrow lies sunning himself next to
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his girlfriend Trixy as he talks to three
KGB agents. They argue loudly over the
price to the plans of the Pulse Weapon
Fighter. If the players burst in on the
scene, the Doctor will not be the least bit
worried orexcited. The KGB agents will
respond with force. (Treat them as
normal pedestrians armed with
Automatic Pistols.)

The Doctor, on the other hand, will
offer no resistance. He says he is tired of
haggling with the Russians. He will hug
the players, shake their hands and treat
them like old friends that he hasn't seen
in ages. If they accuse him of shrinking
them, he will deny all knowledge of it. If
they arrest him, he will agree, saying
that he would like to go back to the
Mental Hospital now.

Upon his return to the hospital he will
be instantaneously rereleased in the
cognizance of the Houston Parascience
Institute. Doctor Silverhead, the FBI
and the Pentagon, having seen the
Doctor’s miniaturizer, want him to
begin further research immediately...

THE END

“Table of Discontents”
(c) 1985 Jack Herman.
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THE DOCTOR WHO ROLE
PLAYING GAME (FASA); 8$15.
Designed by John Wheeler, Michael P.
Bledsoe, L. Ross Babcock 11, Guy W.
McLimore, Jr. One 48-page booklet, one
64-page booklet, one 80-page booklet,
boxed. For three or more players;
playing time indefinite. Published
Summer 1985.

 have been a Doctor Who enthusiast
for more years than I care to remember,
and | have long seen its potential as an
exciling role-playing environment.
After fruitless attempts at adapting
existing RPGs to the Dalek-infested
Doctor Who universe, | was relieved at
last by the appearance of FASA's
licensed Doctor Who RPG. My
expectations were high, given FASA's
outstanding performance on Star Trek:
The Role-Playing Game. These
expectations were not only met, they
were exceeded.

The game system draws heavily on
ST:RPG (this is understandable, as the
design teams for both games were
virtually identical), but there are some
important distinctions and improve-
ments. Player-characters are primarily
humans and Gallifreyans (Timelords).

Six attributes define the PC: Strength,

Endurance, Dexterity, Charisma,
Mentality (essentially “intelligence”},
and Intuition (similar to Psi in Star
Trek). Scores are determined by
creating a point “fund” with a 2D6 roll
added to 36. Points from the fund are
distributed to the attributes 1o
determine an “Attribute Performance
Level” of | through VII. Acquiring skills
is similar bul more complex. The "point
fund” is determined by multiplying the
initial attribute scores (no levels) by a
Skill Point Bonus (which is determined
by level!) and adding them together.
These points, however, are only
available for skills related to the
attribute. The system is rather
cumbersome, and it lakes several
readings of the rules to grasp it.
Characters may have a Special Ability
{determined by 2D86) such as Telepathy,
Hypnotism, etc. Finally, Personality
Traits and Appearance tables are
provided to encourage roleplaying. As
in ST:RPG, a full-length character
generation example in story form eases
understanding.

The best feature of the Doctor Who
system, and what makes it an
improvement over Star Trek is the
Interaction Matrix. This is the logical

successor to such flexible gaming aids
as Chaosium’s “Resistance Table™ and
the “Quality Results Table” in Victory
Games' James Bond 007. l'o use the
Interaction Matrix, the GM cross-
indexes the Performance Level of the
character's attribute or skill with the
Difficulty Level of the "task™ to be
performed. The result (after
modifications} is the 2D6 roll needed to
succeed. This 1able is used for
practically all game actions, from
general skill checks to combat. The
universality of the Interaction Matrix,
and the use of familiar six-sided dice,
makes the system easy for beginners to
use. The movement/combat system is
very similar to Star Trek, relying on
Action Points to regulate taclical
action, and Operating Endurance Levels
to record damage. Locking all of this up
is a bookful of gamemastering hints on
scenario/world creation and the judging
of game action, and an additional
bookful of background material on the
slightly wacky Doctor Who universe,
including NPC stats for Daleks,
Cybermen. Sontarant, The Master, and
other evildoers.

| am very satisfied with the final
product, but I have several complaints.
The distinction between Attribute
Scores and Performance Levels seems
to be an unnecessary and cumbersome
factor, especially in light of the
unwieldly skill acquisition system. The
World Generation Syslem, as in Star
Trek, does not provide enough data to
create detailed adventures. The physics
of TARDIS technology are thoroughly
explored, but no interior layouls are
provided to make it “gameable.” |
imagine that, like ST:TRPG, this will be
available in a plethora of future
supplements. Worst of all, there is no
introductory adventure. | consider this
to be absolutely unforgivable. It is very
frustrating to plow through almost 200
pages of material, then not be able to
play the game without designing (or
purchasing) an adventure first.

Still, there is enough here to make the
game a worthwhile investment,
especially for the imaginative GM. The
background material and NPC stats
should provide an adequate
springboard for adventure ideas. The
Interaction Matrix is a joy to use; page-
flipping is minimal. The experienced
Star Trek player will learn the game
quite quickly, as many of the systems
are identical. And anyone who has
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secretly harbored the desire to use a
sonic screwdriver, to visit the
Panopticon on Gallifrey, or to match
wits  with the mad Davros, will
certainly find much here to enjoy.

— [. Michael Caparula

Cry Havoc

Additional Scenarios

(Standard Games): $5.95.
No designer credited. 22-page 8%." x 6"
booklet. For two players; playing time
varies. Published 1985.

Standard Games of England has
released a collection of new scenarios
for their boardgame CRY HAVOC.
These scenarios require CRY HAVOC
to play. and since there have been some
rule changes in the companion game
SIEGE, it is recommended that players
who own both games use the SIEGE
rules when playing the new scenarios.

The new scenarios range from some
very small-scale actions such as the
“Scouting Party” to a large-scale two-
part action entitled "The Battle of Little
Wootton.” FEach scenario gives the
starting sides plus the locations of the
various units on the maps, where
applicable. Asa bonus, thereisa section
on how to play using miniatures. Since
the CRY HAVOC system requires the
use of multiple counters to represent
such conditions as wounded, stunned,
dismounted, or dead, it can be
somewhat difficult to adapt miniatures
to such a format. The designers
recommend that either you use two
figures for each unit or (more sensibly)
mount the wounded figures on a piece of
red card to denote their wounded status.
A chart gives standardized values for
all unit types in the game to facilitate
the use of miniatures.

The only real problem with this
product is the price. Considering that
you get only six scenarios. with no
additional counters, maps., or rule
changes, the $5.95 price is somewhat
excessive for the digest-sized booklet.
Considering that the Shockwave
expansion for OGRE/G.E.V and many
of the original Star Fleet Battles
expansion sels cost the same or less,
you get a lot more for your money.
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