


‘The Power And The Glory

‘Have you ever:

e Been forced to
retire a powerful
character? '

e Played in a
high-level cam-
paign that got out
of control? _
e Felt limited by
the scope of your
RPG?

e Wished for more
background, set-
ting, and defini-
tion for your
clerical charac-
ters?

* Wanted to play
a deity?

Your search is over; The Primal Order (TPO) has arrived. This
flagship product from Wizards of the Coast gives detailed,
-intuitive guidelines explaining aspects of godhood never be-  |Send your name and address for
fore covered in the gaming industry. TPO is what we call a y m&rtFiEE cfpy ‘:flo“r calalolgist
capsystem—a system of rules designed to be an extension of ?OI; ouc; F%Igé gzwslztm
any game system on the market. We have included specific Apothecary.
integration notes for eighteen of the most popular games on

the market. So pick up a copy of The Primal Order and your
campaign may never be the same again. WLZAI;DS

Coming Soon:

Pawns: The Opening Move » WOC0400 = $15.00 ‘ OA S'L
Pawons: The Opening Move Is a compilation of the minions and servitors delties use in the operation of their churches A /RSP

and the enforcement of thelr ideals and desires. Included are the complete statisties and abilities of over 40 divine-level ereatures. PO ﬁ(}‘(_ 707

Amply fllustrated by the best artists, Patons: The Opening Move will assist GMs In creating exciting scenarios for their players. i

er(tm: by industry-leading author Nigel Fincley. this reference for The Primal Order promises to be a “must have” for GMs Ren[(}n! WA 98057-0707
everywhere,




On a Dark Desert Highway

by Keith Craxton Highway encounters for
GDW'’s Dark Conspiracy™

Superheroes on Both Sides of the Law

by Steve Feuelleman Staying on the right side of the law
in your Superheroes campaign

What I did on my Summer Vacation

by Michael MacDonald A Ruby/TFOS adventure
for 6 teens

Muskets and Fencing

by James M. [.eDuc Add flair and firepower to

your AD&ED®  campaign
Stood Up in Time 24

by David S. Moskowiiz A different view of
time travel

New Ships for 2300 A.D.

by Michael Bolda Two fighter carriers of the
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by Chris Williams A review of Fat Messiah’s
ncw game
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A Message from the
Guidance Ro-Man

First, an apology. In the last issue we printed a story titled “Meeting Somecone New”
for White Wolf’s Vampire RPG. The story was written by a lady named Rebecca
Ruch. We were very pleased with the story, and you'll be seeing more of Rebecca’s

| work in upcoming issues. But, boy did we feel stupid when Rebecca wrote us to

| point out that her name was in fact Ruch, with an R, and not Buch, with a B, like we
| printed it. OOOPPSS! Rebecea, I'm sorry that we didn’t catch that mistake before the
| issue went to the printers, Rest assured that it will not happen again.

Apart from correcting our error, Rebecca had some interesting feedback for us. She
wanted to sce a Letters to the Editor column and a Gamers’ Classified Section. Well,
as to a Letters to the Editor column, I would very much like to run such a feature, but
I don’t receive enough mail for it. Most of the letters [ get from my readers are
requests for my submission guidelines (not that [ mind them; keep those requests
coming), actual submissions, subscriptions, or just short notes. I have received some
longer letters - those of you who have written know who you are - but they are few
and far between. If more of you would like to see a letters column, then you should
write me letters to print, Second, a Gamers’ Classified Section has also been
considered. At the moment, none of us here are sure that it would be a very useful
thing for our readers. We only publish four times a year, so your ad might not get
seen very often. If there is sufficient interest in a classified section we will consider it

| in more detail. Let us know what you think,

Next, just after the last issue came out we - Janice, Daniel, and myself - made a

| pilgrimage to MECCA. No, not the center of Islamic religion. This MECCA is in
| Milwaukee. Yep, you guessed it— GENCON! It was the second GENCON for Vortext,

but it was the first time any of us had ever actually gone to the show. Wow. GENCON
is an impressive show. If you've never been, go. I didn’t get a whole lot of actual
gaming in myself, unless you count the demo games I ran for R. Talsorian Games, but
there were a lot of impressive games being run out in open gaming.

On the whole it was a very good trip for us. We met a lot of artists who will be
working with Vortext in upcoming issues, notably Larry Elmore (we bought a piece
from him for issue #8), Susan Van Camp (issue #9), and Mark Poole (issue #10). We
also put faces to almost all of the names that we deal with over the phone. Good to
meet you all. In honor of our first anniversary we held the first Vortext birthday
party, complete with MST3K movies. Although only 25 or 30 people showed up, a
good time, as well as pizza, soda and cake, was had by all. Attendance was down,
largely because the White Wolf party was being held at the same time. But those
people who went to WW's party and then came to ours said that our party was “the
happening place to be.” Thanks. Vortext wouldn’t have made it this far if it weren't for
you. Apart from going to the show, we went to see a Brewers game. County Stadium
is a pretty cool stadium for baseball. By the way, the Brewers won.

| Now, I'm sure you're all eagerly awaiting the results of the Mystery Science Theater
| “Match the Movie” contest we ran in issue #5's MST3K column. Well, the winner is ...

NOBODY. Nobody? you say. Yes, nobody won. Not because the contest was 00
hard, but because that’s how many of you bothered to enter. Nichts, nada, nil, zlch,
zero, bubkus, goose egg, the empty set, the BIG BAGEL! Pretty simple math. We

| were all, especially Janice (who writes the column), pretty disappointed. Could it be

that none of our readers watch MST3K? Is it that the contest WAS too tough? What is
it? Let us know. Of course, some of this problem stems from the lack of letters |
referred to earlier ...

And, before we get on with the show, I'd like to announce a couple of changes, Last
issue (#5) we bumped the page count from 32 to 36. Next issue (#7, due in Feb. '93)
we're going to bump to 44. (Yea!) Unfortunately, we are also going to bump the cover
price to $2.95. (Boo!) But the subscription rate will remain the same. (Yea!) The price
increase will help us to fill those extra eight pages with really cool articles and
artwork, so that Vortext will continue to be the best magazine we can make it. [ hope
none of you will stop buying Vortext because of it. On with the show!

_ Chris Williams




Highway encounters for
GDW'’s Dark Conspiracy™

o I was cruising down the
S I-15 from Las Vegas, when

suddenly bis red, 1 mean
red, Edsel comes oul from bebind the
billboard and blocks the road. And
the thing is, there’s this buge, 1 mean
buge, guy driving this car. He's so bu-
mongous thal the car bad a bole at
the topy for bim lo stick bis bead
through! No need for air condition-
ing, [ guess.

This is a list of developed en-
counters for the Dark Conspiracy™
road-tripper. They are meant o spice
up a long highway journey, making
those long drives between cities a lit-
tle more “interesting.”
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Goblin Gridiron

Two goblins, who call themselves
Spikey and Mikey, have made off with
a Pontiac Penguin, a car which
should be treated as having the same
stats as the Chrysler LeBocuf. They
have since painted it dirty brown,
and even spray painted (in red) the
word “Worg” on both sides of the
Penguin.

The goblins have fitted the car
with a2 number of gadgets they sal-
vaged from a deserted military
outpost. There is a loudspeaker con-
nected to a microphone at the steer-
ing wheel, through which Mikey will
speak to his victims. A switch at the

by Keiih Craxion

side of the dashboard will drop a 20’
stream of oil on the road. A shotgun
has been affixed just outside the
driver’s window, which Mikey can
use to fire at oncoming traffic. The
engine has a nitrous oxide attachment
for those times when mare accelera-
tion is required. Next to Spikey is a
pull-rope which drops a canister of
gas from the trunk. This can explodes
into an 80 cubic foot yellow opaque
cloud which can induce a coughing
fit (use rules for tear gas). Finally,
there is a sun roof, which allows
Spikey to fire his assault rifle at other
vehicles.
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The goblins will ap-
proach the players’ vehicle
from behind, shoot bullets
into their car and then try
to overtake it, using the ni-
trous oxide if necessary.
They will then dump the
oil and use the gas canister
in hopes of making the
driver panic. After that,
they will drive around their
target, firing their guns, cre-
ating more oil slicks and
generally trying to wear
their opponent down.

Mikey will use the
megaphone to make silly
threats at the players. He
will tell them that they are
doomed, and that the Worg
will bite them and chew
them up (complete with de-
monic laugh at the end). He
also has a Desert Eagle pis-
tol with one full load of am-
munition and a fragmentation gre-
nade, just in case he finds himself out
of his car.

Spikey wears large goggles o
keep out the dust the car kicks up.
His G11 has two loads of ammunition,
and he has two fragmentation gre-
nades as well. He also has some rot-
ten tomatoes which he will throw at
opponents. Goblins:

St: 4 Con: 3 Agil: 7 Int: 6
Edu: 2 Cha: 6 Emp: 10
Init: 5 Move: 3/10/20/35
Skill/Dam: 7/4 Hits: 9/18

Both the goblins also wear flak
jackets.

Skeleton Shift

A police car with its siren blaring
suddenly appears and tries to chase
down the players’ vehicle. The driver
and passenger arc actually both skel-
etons, but they are still dressed in po-
licemen’s uniforms. They have been
animated by some dark minions to
terrorize other motorists.

The police car will sideswipe the
players’ vehicle(s) and try to force it
into the path of an overturned sedan

that is located just past a curve or
slope in the road. Instead, the referce
may want to place this encounter on a
cliffside road, with the skeletons try-
ing to force the other vehicle off the
edge of the precipice.

The skeleton driver is considered
to have a Vehicle Handling skill of 5.
Both carry loaded Colt MI1911Als,
and there are a pair of still operational
walkie-talkies on the back seat. Other
stats arc as per the Dark Conspiracy
rulebook.

Glider Grenades

The players hear a  whirring
sound above them, and look up to
sce a glider overhead. Suddenly it
drops an object and the ground ex-
plodes in front of the players’ car.
The glider is dropping grenades!

The glider will fly in loops, drop-
ping one grenade on the players’ ve-
hicle(s) with every pass it makes. It
carrics a payload of four grenades.
The glider is so small and fast that it is
considered to be one class harder to
hit, and any roll indicating crewmem-
ber or passenger damage on the Hull
Minor Acrospace Craft Damage chart
is ignored.

The controller of the glider,
which might be human or a dark
minion at the referee’s discretion, is
considered to have a Piloting skill of
6 in flying the glider. It is remote con-
trolled, so scrambling radio waves
may have some cffect on the glider. It
has the wingspan of a man’s arm, and
is white with red stripes. The hull of
the vchicle is cigar-shaped, with the
grenades located beneath the wings.

The Maneater

The driver sees in the rearview
mirror that a figure is running to-
wards the car. It is an emaciated man,
dressed in ragged clothes and wield-
ing a long, sharp knifc. If the players
try to outrun him, they will see him
speed up. His feet spin in a blur, and
he is actually gaining on the car.

The man is George Reynolds, 4an
occultist who delved in the magic
arts and accidentally attracted the at-
tention of a group of dark elves. After
submitting him to numerous punish-
ments, they decided not to kill him
straight off, but to torture him slowly
with their magic.

George’s body was made stronger
and his bodily processes sped up,



which is why he can move so quickly.
He is thin because of the speed at
which his body consumes food. The
clves have also used their magic to
keep him alive, but he will suffer hun-
ger and pain just like anyone else.

This gnawing hunger has driven
George quite mad, and he constantly
repeats, “So hungry. So hungry” It is
pretty obvious what his intention of
stopping the car is ...

[f the players open fire on him, he
will seck shelter or take a short cut to
meet the car further down the road.
As he gets closer to their vehicle, he
will weave 1o and fro, and try to use
his knife to puncture the tires of the
car. He may also ram through the car
windows and try to kill someone
with his knife.

George has the following ad-
justed statistics:

St: 7 Con: 10 Agil: 10
Init: 10 Move: Special
Knife Skill: 8 Hits: 14/28

His whole body is covered with
arcane symbols that the elves drew
on him, but these symbols should be
meaningless to the players.

The Hitchhiker

A hitchhiker tries to thumb down
the players’ vehicle(s). He is dressed
in a denim jacket and jeans, a Jimi
Hendrix ‘T-shirt and dark sunglasses.
He introduces himself as John Pola-
nius and says that he is a wandering
documentary maker by trade. His lug-
gage consists of a small, expensive
video camera and a bag of clothes. He
asks for a ride into the nearest town,
wherever that may be.

John is a bit of a pain, and arro-
gant as well. He is chauvinistic, and
likely to make passes at any females in
the group. He thinks he is still
good-looking, when in fact his hair-
line is receding and his breath smells
like rotten vegetables. He will give
endless suggestions on how the play-
ers should do everything, and gets
frustrated if they do not listen to him.

When they do succeed with their
own ideas, he will say, “Well, my plan
would have been better” If they fail,
he will rant and curse at them for not

paying attention to him (“You should
listen to me!”). If the players try to
drop John off on the road, he will get
extremely violent and draw out his
Colt Python. He will then start to
whine, and demand that the players
not leave him (“You're not leaving me
out here! No way!”).

The tape presently in the camera
is a movic about killer tomatoes at-
tacking Earth. At the film’s end, there
is a three minute long insert showing
a group of grub-shaped aliens attack-
ing and devouring a man. After he
captured this on film, John went
quite mad. He ran away before the al-
iens detected his presence, and had
been wandering aimlessly for the pre-
vious couple of days before he saw
the players’ car.

John has an incomplete recollec-
tion of the event, but has a severe
phobia of worms, maggots and other
crawling things. If questioned about
where he filmed it, he will say that he
does not remember. He only recalls
going into the desert in a jeep with
Dave, the man who was eaten in the
film, and then finding himself alone.

The Urchins

The players are driving on the
road at night, when suddenly a
young boy jumps out twenty feet in
front of their car and lies down on
the road. The vehicle is going too fast
for it to brake in time to avoid hitting
the child, but at the very last moment
before impact, the boy jumps up and
sprays the fender of the car with a
spray can he is holding. Various
youthful voices can be heard pro-
claiming, “Well done! Good job!
Hah-hah, Zim, that’s five you got so
far!” from the roadside,

The boy belongs to a group of fif-
teen young urchins who perform this
daredevil stunt for every vehicle that
passes by them on the road. At the
present time, Zim has made the most
sprays, and is thus their leader.

The urchins will run off if the
players try to talk to them, hiding be-
hind the wreckage of cars and what-
ever vegetation there is in the area.
However, some of them can be at-
tracted back by the lure of food or
toy-like things.

The urchins are vagrants, orphans
and abandoned children who now
perform various wild feats for kicks.
More than one of their members has
died a horrible death. One was
crushed to death by a truck, another
was swept off the top of a train, and
yet another was blown to shreds in a
minefield. No matter what the fatali-
ties, the urchins continue with their
stunts.

They have a small lot half a mile
from here where they keep chickens
and grow potatoes. They also have a
small power generator which they
use for lighting and cooking pur-
poses, and an old Winnebago trailer
serves as their home and sleeping
area.

The urchins will not want to go
to the cities, but Zim will ask the
players to take his “sister”, Rena, and
put her in a better place. He will try
to bargain with the party good-hu-
moredly in order to obtain something
in return for her. Initially, he will ask
for a gun, and will work his way
down from there. He will settle for
food as a last resort.

The other urchins can not be per-
suaded to leave with the party, and
most will begin to lose interest in the
whole situation. They will run off,
even if someone in the party is talk-
ing to them.

Rena seems to be of mixed Afri-
can-Latino blood. She has sad eyes,
yellow-ribboned braided hair and a
thin, reluctant smile. Dressed in a
dirty green sweater and torn jeans,
she holds on to a Raggedy Ann doll
she calls Emma. Her only other pos-
session is a silver Kennedy coin that
Zim gave her for good luck.

She has no recollection of her
parents, and is not even sure if Zim is
truly her brother. Her first memories
are of sleeping in the trailer with all
the other urchins watching over her;
she can not recollect anything previ-
ous to that. Remarkably intelligent for
her age, she has the skill of Human
Empathy at level 7, though she does

not realize it.
a2
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During the Second Age the men of Numenor sailed from the Island of
the Star to the coasts of Middle-earth and made many settlements.
They cleared the great forests that then occupied the north west of the land,
and prized its timber for their shipbuilding, paying little heed to the small
indigenous people of the area, whom they drove from their forest dwellings to
more secluded areas inland. The Woses, as these small secretive folk were
later known, originally occupied a great fract from the point where the White
Mountains curve down into the peninsula of Andrast, north and east to the
gap of Rohan and east again through all the wooded uplands of the Ered
Nimrais. Their woodcraft, unexcelled by any other race of man and by few of
the Elves, together with their shyness of other peoples, soon made them a
folk of legend in the minds of the newcomers, and eventually their existence
as a real race was doubted by many. In the late Third age their numbers
were very few and their settlements small and isolated:that in the Druadan
Forest at the eastern end of the White Mountains, probably being the largest.

M248 Ghan-Buri-Ghan and Wose
spearman

Ghan was the old chieftain of the Woses during the War of the Ring. He gave safe passage
and escort to the Men of Rohan, through the Druadan forest on their ride to the relief of Minas
Tirith. Like all his folk, he is small and squat in stature, with little in the way of clothing and
omamentation. His necklace of animal teeth is prabably connected in some way with the
animistic religion of the Woses. His weapon is a primitive stone axe, though what his people
lack in technology, is easily compensated by their incredible skill in tracking and subterfuge,
making them formidable opponents on their own ground. His companion is a hunter carrying
a fiint headed spear, a light weapon designed for speed and distance, to slow its prey in the
chase, rather than to kill outright.

Although not represented on the figures, the Woses, whilst wearing little in the way of clothing,
often decorate their bodies with dyes and tattoos, the patterns of which are stylised animal
and plant shapes.

M251 Undead

warrior

Countless warriors have fallen on the battle
plain of Dagorlad, or in the western marshes,
throughout the long and numerous wars of
the Second and Third Age. Similarly, the dead
warriors of the noble houses of Arthedain and
Cardolan, have been laid to rest for many
years in the barrow graves in Eriader. This
figure represents either the animated wight of
such a warrior in the Barrow Downs, a lesser
noble, still attired in mail and war gear, or a
long dead warrior from the Baltle plain,
possessed and hideously re-invigorated by
the pestilential spirits of the Dark-lord in

Mordor.

The Numenoreans settled in the Second Age, in north west Middle-earth,
and buried their noble dead in round barrows on the North Downs, which
later formed the northern boundary of the successor state of Cardolan. An
Edain burial place in the First Age, the Barrow Downs were used extensively
in the Second and Third Ages by the Numenoreans and their successors, as
aresting place for their departed Lords. Then in the year after the great
plague, (1637 T.A.), a great evil entered the place from Angmar. A
supernatural foulness and pestilence, worse than the plague itself, seeped
into the land, and transformed the sleeping dead into the terrible
Barrow-wights. The awful forms of the dead nobility of Cardolan, Arthedain
and Numenor, animated by the foul magics of the Witch-king, turned the
downs into a place of dread, especially at night, when the wights held
dominion above ground as well as beneath.

M250 Corpse
candle

In the same manner as the foulness of
Angmar has seeped into the
barrow-downs, so the evil and baneful
spirits of Mordor have leeched into the
neighbouring regions, from Dagoriad and
'The Dead marshes® to the area of
swamps where the Mouths of the
Entwash meet the Great River. Lurking in
the putrid and stagnant pools the Corpse
Candles appear to travellers both above
and below the water. Their hair is
entwined with weed and their faces are
baleful and harrifying. They exude a pale
light with which to draw their living victims
toward them. Once entranced, their
viclims meet a watery death.

M249 Wose warrior and Wose
priestess

The blowpipe, along with the light spear and the bow, is one of the favoured weapons of
the Woses. For a people whose plant knowledge is as great as theirs, poisons and toxins
of many kinds are known and used in this weapon. It is silent and if required, deadly. The
*Gorgun* - or Ores - and the Men of Rohan, who of old were wont to hunt them for sport,
are their traditional enemies and memories of maltreatment at the hands of both races,
have made the Woses cunning and effective opponents. Succession among the Woses is
through the females who probably hold an important place in the religious organisation of
this people. The priestess is depicted carrying a totem wand which has a carved head
similar to that of the stone carved *Pukel-men*. Their religion is closely
associated with the seasons of the 5 year and probably with their prey
animals. Her body would probably be decorated with pictograms of
such animals on ceremonial occasions. y
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M254 Mewlip

Described as the *Marsh of Tode" in the
famous hobbit poem, the Mouths of the
Entwash and the Wetwang marshes are
home to the hideous monsters called
Mewlips. They are rarely encountered
and inhabit the deepest and foulest
swamps in the area, living for the most
part beneath the putrid waters. They are
ferocious meat eaters and will devour
almost anything that lives, even preying
upon their own kind. They are the largest
of the marsh dwellers and are a greenish
black in colour, similar to the slime in
which they live. They can easily be
mistaken for a misshapen clump of
bog-oak or a slimy log lying on the water's
M252 Pukel-men surface, until they strike. When they
The mysterious statues which guard the road over the mountains to Dunharrow are known  aftack, the Mewlips are silent and swift.
as Pukel-men to the Rohirrim, who view them with some trepidation. They stand guard over ~ 1heY Possess sinewy hands with long
many roads and byways, many now lost, in the Ered Nimrais. Their builders are the Woses  ciawedfingers, whichthey strangle thelife
who of old, held sway over all the area, before the coming of the Men fram the North and 0t of their victims before consuming the
West. They resemble the Woses - squat and broad bodied - though of a faidy crude design. ~ COTPSe.
Pippin, the Halfling noticed the similarity when he encountered Ghan-Buri-Ghan in Druadan
wood. Many believe that the Pukel-men or Guardian stones are enchanted in some way, and
thatthe Woses have invested them with a strong magic. Itis even said that whilst most of the
stones are no more than statues, some are imbued with the power of movement, and can
become animated by some mysterious power which the Woses possess.

M256 Barrow-wight Lord

M255 Lesser
Barrow-wight

The Numenoreans laid their dead
nobility inthe burial-mounds onthe
North Downs, dressed in fine

M257 Barrow-wight King

This Arnorean Lord was
buried with all the
paraphinalia of his high
office and the wight that
animates his corpse is
still clothed in this
ragged grandeur. Inside
the empty eye sockets
of the host skull, the
wights own eyes bumn
as pale pinpoints of
light. Since they live in
the same half-world as
the Nazgul, the wights
are difficult to destroy,
and are most effectively
vanguished with
enchanted or magical
weapons. In addition to
destroying the wight
itself, the spell which
hangs upon the Barraw
must be destroyed also,
ifitis to be permanently
cleansed of the evil that
it contains.

The most potent of the Evil
spirits emanating from
Angmar, took for themselves
the barrows and the bodies of
the kings of Amor and their
successors, These spirits,
bejeweled and crowned and

clothes and with great amounts of
grave-goods and the weapons that
they had used in life. The
appearance of the Wights is made
even more hideous by the rich
costumes in which they are often
bedecked. They will also wield the
weapons with which the *host*
bodies have been buried. The
lesser or Minor wights whilst
inflicting fear and paralyzing terror
on their victims inside the barrow,
rarely have the power to venture
outside.

M253 Swamp
Star

Apparently, the Swamp-stars are
indigenous spirits who inhabit the
marshy lands of the Wetwang and the
mouths of the Entwash. They are of
ancient origin and are not the creation
of the Dark-lord. Their intentions are to
trap travellers and drain them of their
life- energies by attempting to distract
any living souls from the known
safe-paths across the marshes by a
display of lights and lanterns, which, in
the distance, look like a welcoming
village. The lights move further away
as they are approached until eventually
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arrayed in all the finery of their
royal hosts, are extremely
dangerous. They engender a
terrible fear in their victims,
even at a great distance and
induce a paralyzing sleep
upon touch. Their weapons
are enchanted and evil. They
have such power that they can
roam abroad on the downs at
night, and are not restricted to
their barrows. Once having
caught a victim and induced
the terrible death-sleep, they
will clothe him in the fine jewels
and raiments of the place
before aritual sacrifice.

the victim has strayed so far from the path that he is hopelessly lost in the quicksands
and the deep bog. When he finally despairs of finding his path again, the Swamp-stars
enjoy their ghoulish feast.

We gratefully acknowledge the use of I.C.E.'s Middle-earth ro le-playing modules
“Bree and the barrow downs™ and "Mouths of the Entwash" in compiling some of
the information in this supplement. Full and detailed descriptions of many of the
above subjects can be found in these modules

This text is support material for Middle-earth
figurines manutactured by Mithril Miniatures
Ltd., Macroom, Co. Cork, Ireland, under
licence from Tolkien Enterprises Inc.

These figures are available from good hobby
and games stores.

Trademarks and copyrights 1991 Tolkien Enterprises Inc, MERP is copynght of Iron Crown
Enterprises Inc. 1991
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Staying on the right side
of the law in your
Superhero campaign

ow do you handle players
who keep killing your fa-
vorite villains instead of ar-

resting them? What can you, as a
player, do to keep on the right side of
the law within a superhero world?
The first half of this article will dis-
cuss the relationship between the le-
gal system and the player character.

In dealing with criminals and the
law, it is best to remember that player
characters are usually vigilantes, not
police, and that even guilty people
arc entitled to certain legal rights.
Since most hero-types are just private
citizens in the eyes of the law, the
only arrest they can make is a Citi-
zen’s Arrest. The rules for this are
simple:

” You must have certain per-
sonal knowledge of a crime. This
means that you must have scen the
crime committed, and the person
who committed it. Seeing a person
running from the scene is not
enough. An eyewitness account is not
cnough. If you encounter such a situ-
ation, get the witness to perform the
Citizen’s Arrest, since you can’t. You
can help restrain or subdue such
criminals for the person who is mak-
ing the arrest, but you cannot make
the arrest yourself.

2) You must identify yourself,
and tell the person that they are being
placed under Citizen's Arrest. If you
fail to do this, they can accuse you of
assault and battery. How could they
surrender, if you never ask them to,
or tell them why they should? How
do they know that you aren’t just
some costumed nut starting a fight?

3) You may use “reasonable and
necessary force” in making the arrest,
This means using the minimum force
neceded to make the arrest. Typically,
normal people should be dealt with
more carcfully than super-powered

Superheroes on
Both Sides of

by Steve
Feuelleman

¥

opponents: Force which is “reason-
able and necessary” for bringing in
Dr. Devious’ Killer Robot would be
neither reasonable nor necessary in
apprehending a drunk driver. If an
opponent uses a deadly weapon,
such as a knife or a2 gun, you may re-
spond with similar force if, and only
if, you are acting in defense of your
life, or the life of another person. -
Generally, when dealing with normal
opponents, if you hurt them enough
to put them in a hospital, you prob-
ably used too much force,

Note that once you have placed
someone under Citizen's Arrest, you
should summon the police. The of
ficer must cooperate with you, and
take the person in. You will have to
prove your case to the court, but you
don’t need to prove it to the police.
That’s the law.

“But what if we don’t actually see
the crime committed?” you ask. In
that case you should call the police

and start gathering evidence. If you're’

lucky, the villain will start shooting

when he sees you, giving you cause
to arrest him. Shooting at you is also
a crime, called assault with a deadly
weapon. In any case, pictures of the
scene and tape recordings or notes
made on the scene are very useful to
the police. Follow the suspect, so you
can identify him to the police. Do not
attack, interfere with, or threaten
these people. You could be the one
who lands in jail.

In dealing with the courts, there
are a few difficult spots. First, the per-
son you are testifying against has the
legal right to face his or her accuser,
and to cross examine witnesses. This
means that you may be called upon
to answer any question the defense
attorney cares to ask, if he can show
that it is or might be relevant to the
case. It also means that you may be
ordered to appear without mask or
disguise, and give your real name.
This is a needed part of the legal
process, since it gives innocent peo-
ple a chance to imply that 4 person is
lying on the stand by showing a rea-
son for him to lie. Perhaps that
masked superhero works at the same



company, and is hoping to get the ac-
cused person’s job. The only com-
mon exception to this rule is in the
case of a witness whose life may be
endangered if their true identity is re-
vealed. Typically, once a Hero has es-
tablished a reputation, he will be per-
mitted to testify under his Hero name
under this ruling.

The other point of confusion in
dealing with the courts is the one of
admissable or inadmissable evidence.
‘Technically, since you are not officers
of the law or of the court, you don't
need search warrants to gather evi-
dence. Records you obtained from a
criminal’s safe may well be admiss-
able as evidence, but you can find
yourself in jail for tresspassing, break-
ing and entering, and burglary be-
cause of the way that you got them.
So it is for your protection that the
courts will often treat illegally ob-
tained evidence as if it had been ob-
tined by the police, declare it inad-
missable, and forget about charging
you with the crimes (unless you
showed a truly blatant disrcgard for
the law).

In an interesting sidenote, most
cities have a law against what is called
an  “unclassified misdemeanor” An
unclassified misdemeanor is, among
other things, attempting to disguise
or conceal your identity. That’s right,
wearing a superhero mask in public is
against the law in most places. This
leads us to the final point: Irying to
run role-playing superheroes under
the laws of the real world doesn't
work too well. Responsible behavior
on the part of player characters is a
must, but if you end up being afraid
to do anything for fear of losing the
character to a prison cell, there is a
problem with your game.

Dealing with the law, and the le-
gal system, in superhero games can
be an interesting sidelight. It should
not, however, be allowed to become a
dominant theme.

Superhero Characters
Outside the Law

“Why can’t I just kill him? I know
he's been pushing drugs to children,
sclling weapons to Iran, and smug-
gling classified information to foreign

o)

governments. 1f 1
arrest him, he'll
just get a fancy
lawyer and get
off. Why waste
the time?” Have
you ever heard
this type of com-
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few, since your
character must still stay heroic
enough to keep the GM satisfied that
you aren't running a villain. Remem-
ber that you still have 1o make a fair
effort 1o bring criminals in alive. Even
the most bloodthirsty referee will
balk at a wholesale slaughter of his
villains, if only because creating 4
constant supply of villains is hard
work.

One of the advanuages would
have to do with the acceptability of
evidence you gather. Nobody cxpects
a “criminal” to obey the laws regard-
ing search and scizure of evidence,
and none would consider the charac-
ter to be an officer of the court. If you
leave a set of pictures and ledgers on
the front door of the police depart-
ment, with or without the criminal,
they will likely be accepted as evi-
dence without regard to whether you
were trespassing when you took the
pictures, or whether the ledgers were

stolen. The police have every right to
search their own front doorway, and
they have no way of knowing how
the evidence was gathered.

The counterpoint to this is that
you must gather even more evidence
than a respected hero would, since
you can’t take the stand to testify
against the criminals you catch.

The other big advantage in oper-
ating outside the law is that you do
not need to be quite so careful of a
criminal’s rights. If the criminal thinks
you are a crook too, he isn’t about 1o
start asking for a lawyer, or insisting
on the right to remain silent.

The problem with this is you
must be even more careful that you
have the right person, since you can't
beat information out of a person who
doesn’t have any. GMs get upset when
PCs torture innocent bystanders.
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The final problem with running
an unsung hero is that the police, and
other superheroes, will try to arrest
you at every opportunity. You could
find yourself in a shootout with peo-
ple you really don’t want to hurt. You
will get very little cooperation from
the public, and none at all from the
police. You can't even tell your
mother what you do in your spare
time!

From the GM's point of view,
vigilante characters pose a different
problem. ‘lo incorporate them into
your game you must either run solo
adventures for the vigilante, or else
the rest of the characters will have o
ignore the fact that one of their team-
mates is a wanted criminal. The only
other alternative is to run a game
where everyone is a4 hunted criminal.
This seems to be the best overall solu-
tion.

The general problems with such a
game is that players may start to go
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Villains who

bloodthirsty on you.
look like they might get away will of-
ten be killed out of hand, and any
who start arguing that there is no evi-
dence will have a life expectancy

measured in seconds. This can make
your life miscrable. Not only does this
destroy any kind of game continuity
you might have, it also means that
you have to keep inventing new vil-
lains all the time. In some game sys-
tems, that can be a lot of work!

To keep this from happening, let
the characters run into people who
aren’t really guilty of anything except
being in the wrong place at the
wrong time. Let the PCs™ “street con-
tacts” send them after the wrong per-
son once in a while. If the players
start butchering opponents, then the
opponents should start shooting to
kill also. Why should somecone sur-
render, when they know they will be
killed anyway?

As a final barrier to mass murder,
enforce a rule that states that any truly
“villainous act” can result in a player’s

character becoming an NPC villain.
This means that killing people who
have surrendered, or who are uncon-
scious, is cold-blooded murder, and
will get them in trouble. Disposing of
witnesses, imprisoning bystanders
who “know too much” or generally
nuking a neighborhood is a serious
no-no. It doesn’t matter whether the
crime can be proven in game terms or
not. The final arbiter of this rule is

you, the GM, and there is nothing

that happens in the game that can be
hidden from you. Issuc a warning on
the first offense, and perhaps even the
second. On the third time, however,
thank them for giving you such an ef-
fective willain, take the character
sheet, and start planning. Some play-
ers don't like having to track down
and capture or kill one of their own
creations.

[t takes an honest PC to live out-
side the law. It can get hairy some-
times, but it is never dull.
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Can You build a Nationwide Chain?

The praise for Fast Food Franchise keeps rolling in... Alan Bigos from
Michigan writes: “It plays fast yet still requires strategy. This is the game
Monopoly™ should have been.” Tomohiko Tagami from Japan tells us:
“This game like Monopoly™ . This game like Acquire™. | love both.”
Kristin Looney from D.C. says: “I'm hooked! | want to play it again and
again...” Vortex magazine concludes: “Fast Food Franchise is a fun

game with a lot of replay value.”

Take a break from adventure gaming with Fast Food Franchise, an exciting game of
financial empire building for 2-5 players. Players make the big decisions: Which fast
food corporation to start up? Where to expand? When to advertise? Players must
also manage their cash carefully, lest they go bankrupt before making a million!

Order #: 2001 Game Length: 11/2-3 hours. Retail Price: $35.00
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TIMJIM

=games=

Mystic War: A fast paced
card game of magical
conflict for 2-8 players.
Found a great City, amass
a Hoard or become an
Archmage! Each round,
players rule their lands
while attempting to

wreak havoc on their
opponents’ lands via
magical attacks.

Order #: 1002
Game Length: 1-2 hrs
Retail Price: $20.00

o
LA You ewe,
f Eteumnavigars i,
L € Glabe?

Age of Exploration: 2-6 C = PP .
players outfit expeditions, é‘”_ \ 7 2/ 1P g
led by historical figures { 3:"; U }E{_‘;Z;Z()[ﬁ
such as Columbus, Cortez | ; “.j’
or Magellan, and set off
on voyages of discovery. \
Players race each other
to finish expeditions such
as circumnavigating the
globe or finding the
Northwest Passage.
Order #: 2003

Game Length: 2-5 hrs
Retail Price: $35.00

Time Agent: 2-6 players
vie for galactic supremacy
in this unique game of time
travel. Each player plays
one of six alien races,
sending agents back into
the past to undo plagues,
control vital technologies,
and reverse past military
defeats until time travel
itself is destroyed.

Order #: 2002

Game Length: 3-6 hrs
Retail Price: $35.00

Qutpost: A game of
industrial rivalry set in the
far future for 3-8 players.
As colony commanders,
players must choose each
turn whether to bid on
exotic technologies
imported from Earth, such
as ecoplants, orbital labs
or robots, or to expand
current production with
existing resources.

Order #: 1001
Game Length: 3-4 hrs
Retail Price: $30.00

m Advanced Outpost Rules — A great game gets even better! New rules restrict Robot use and make for a tense
game of competing production strategies. Rules clarifications included. FREE — just send us a SASE.

Mail Order: Please check with your favorite game or hobby store before ordering from us directly. Shipping and handling
charges: +10% for USA, APO, FPO; +20% Canada and Mexico; +30% other overseas. Payment must be by U.S. check
or Money Order. CA Residents add 7.25% sales tax. Mail your order to address listed below.

For more information, contact: TimJim Games, 1010 El Camino Real #140, Menlo Park, CA 94025
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Convention News

DALLASCON 92 WINTERFEST,
November 20-22, 1992. The largest
gaming convention in the southwest
will be held at the LeBaron Hotel in
Dallas, Tx. There will be over 200
gaming events including tournaments
in AD&D, Axis & Allies, Bat-
tletech, Star Fleet Battles, Talis-
man, WH40K, and others. Other
activities include a dealer room,
movies, seminars and an auction. For
more info write to: DallasCon,

PO. Box 867623, Plano, Ik 75086.

WINTERGAMEFEST 93 -
PART V, January 22-24, 1993. Held
once again at the South Towne Mall
Community Center in Sandy, Utah.
Tournaments include Abalone,
ADED, Battletech, Dark Con-
spiracy, GURPS, Mytbus, SFB,

Space Marine, and WH40K. Lots of

game demos are planned including
Amber, Car Wars, Ogre and Space
Hulk. Other events include miniature
painting contest, open gaming and a
gamers swap meet. The GDW demo
team will be on hand and Michael
Stackpole will be making a guest ap-
pearance. Pre-registration is $7 for all
three days; $10 at the door. For more
info call (800) 571-8923 or write to
IGC, PO. Box 512, Roy, Ut
84067-0512.

WARCON® ’93 February 5-7,
1993, ‘T'his, the 19th occurrence of the
WarCon® convention, will be held in
the Memorial Student Center, Texas
A&M University, College Station, Tx.
Registration fees are $12 pre-reg, 815
at the door. There will be prize tour-
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SPACE MARINE™ * ADVANCED SPACE CRUSADE™ * WARHAMMER 40,000
Introducing the second Issue of IMPERIAL DISPATCHES™, the
magazine that features new ldeas, hew scenarlos, artwork and
other material for the Warhammer 40,000%universe of products.
Created by the publishers of INTERFACE Magazine™.
Wherever cool games are sold.

Subscriptions are available for $13.00 for 4 issues. Make checks payable to

Promaetheus Prass, Inc. 919 C Santa Clara Avenue, Alameda, CA P4501-3429.
Residents of Califomnia, please add 8.251 sales tax.

Imperial Dispatches is published with the permission of Games Workshop Ltd®*.

Medias are the focus of our latest Issne of IHTERH\CE Mugmlne ln
this issue we cover Medias in Cyberpunk 2020°*, Media Profiles, New

naments in ADED, Advanced Civi-
lization, ASL, Battletech, Car
Wars, Diplomacy, 1830/1835, SFB,
Torg, and Victory in the
Pacific/War at Sea. In addition
there will be a large dealer room,

Japanese animation, 24-hour open

gaming, and 4 games auction. For
more information contact: MSC
NOVA, Box J-1, Memorial Student
Center, Texas A&M, College Station,
Tx 77844,

DUNDRACON XVII, February
12-15, 1993. For the second year in 2
row, DunDraCon will be held at the
San Ramon Marriott off of 1680. Call
the Marriott at (800) 228-9290 and
mention DunDraCon for special rates.
There will be tournaments, seminars,
4 painting contest, a flea market, SCA

WE'RE HERE, LIVE ON THE SCENE OF ANOTHER
TRAGEDY IN THE LOS ANGELES METROPI.!X...

Media Tech, Alternative Media Packages, and Pirate Media In 2020,
In addition, we offer GM's a few alternatives to letting the players walk away from a
scenario richer and happier than when they started; after all, players should be Facing
the Consequences of their actions. We also have variant rules on character clasess in
general. And yes, we still have reviews of barely viewable cyberpunk movies, letters

from the braindead masses, and stupid survey forms nobody warts fo fill out. We're still
not perfect. INTERFACE will be on salein August. Sold In fine games stores nesr you.

NOT.

‘Subscriptions to INTERFACE Magazine are $16.00 for four issues Make checks payable to
Prometheus Press, Inc. 919 C Santa Clara Avenue, Alameaca, CA 94501-2429, Residents of
California, please add B.25% sales tax. Please indicate the issue you are starting from.

The Magazme for the vaerpunk" Enthusiast



GET READY TO LEAVE YOUR

WORLD BEHIND ... AGAIN!
The Third Edtion of SKYREALMS OF

JORUNE. |

JORUNE, the 3rd Edition! Explore the mysteries of alost
colony fighting it's way out of a dark age by the use of

technology and alien powers. Play one of three human
or several gene-engineered races. Enjoy a setting where
intelligence and role-playing are as important as blasters
and swords.

Originally published in 1985, this science-fantasy RPG
set standards in character development and world
background, as well as featuring some of the finest
artwork to ever grace a RPG. Back due to popular
demand, Skyrealms Publishing and CHESSEX have re-
issued this game as anupdated, 216-page book. There's
more info, more artwork, and more adventure than ever
before! Ask for it at your local retailer. Retailers, call your
local supplier! Stock # SR 2000.

Dealer Inquiries Welcome. Send SASE to: Chessex, 2990 San Pablo Ave., Berkeley CA 94702

3

In Australia, contact: Ventura Games, Sydney. In Canada, contact: T.D. Imports, Calgary AB.
CHESSEX Berkeley CA, Fort Wayne IN, Phoenixville PA, BERKELEY GAME DIST. Berkeley CA.

demos, arcade games, and more. Reg-
istration is $25 before February 1 and
$30 at the door. For more info, write
o DunDraCon Inc., 1125 Neilson St
Albany, Ca 947006.

ORCCON 16, Ecbruary 12-15, 1993,
This convention will be held at the
L.A. Airport Hyatt Hotel. Events will
include all types of family, strategy
and adventure board gaming. You can
find bargains at the flea market, auc-
tion, and exhibitor arcas. There will
also be seminars, demonstrations, and
special guests such as Larry Elmore
and Joe Miranda, the editor for S&T.
Contact StrategiCon, PO. Box 3849,
Torrance, Ca 90510-3849 or

call (310) 326-9440 for more and im-
mediate details.

HURRICON, February 26-28, 1993,
Held at the Holiday Inn in Fort
Walton Beach, Florida, this conven-
tion is loaded to the gills with special
guests. You can sce Ray Aldridge,
George Alec Effinger, Margaret Weis,
Douglas Niles, David Dorman and
Larry Elmore. Events will include an

SCA demonstration, open and tourna-
ment gaming, video rooms, a USAF
Space Command demonstration, and
more. For room information, call the
Holiday Inn at (800) HOLIDAY, and
mention HurriCon to get reduced
rates. Convention registration is $25
until February 1, and 330 at the door.
There will also be daily passes avail-
able! For further information, please
write to Steven Earl Yoder, c/o Bards
Tales Book Shoppe, 109D Racetrack
Road, Fort Walton Beach, Fl 32547, or
call (904) 862-7323,

JAXCON ’93, February 26-28, 1993,
This convention will be held at the
Radisson Inn at the Jacksonville Inter-
national Airport in Jacksonville,
Florida. All kinds of games will be
featured from wargames to live action
role-playing. Other activities include
4 painted miniatures contest, an
award ceremony, 4 flea market, a
dealer area, and lots of door prizes.
Registration: $12/weckend before Jan.
31, 1993; or $18/weekend, $8/day for
Friday or Saturday, or $6 Sunday at

The RolePlaying Game

the door. For more information write
to: JaxCon, PO. Box 4423,
Jacksonville, F1 32201: or call

(904) 778-1730.

ORIGINS 93, July 1-4, 1993. The
annual National Gaming Convention
and Exposition comes 1o Fort Worth,
Texas. It will be held at the Tarrant
County Convention Center. There
will be over 200 booths, hundreds
and hundreds of gaming events to
choose from, seminars by the indus-
try’s notables, a giant auction, and
lots more. For more information write
to: GEMCO, PO. Box 609,
Randallstown, Md 21133.

Announcments must be sentin a
minimum of four months before a
convention takes place. Vortext is
not responsible for errors in
convention Announcements.

write to: Vortext Conventions
5506 Beaudry St. #C
Emeryville, Ca. 94608
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A Ruby/TFOS adventure
for six teens, one ref,
two 2-litre bottles of
coke and a 1/2 pound

bag of M&M'’s

What | did on my
Summer Vacation

by Michael MacDonald

Where This Stuff Comes From

All of the seltings in ibis adveniure come from the ZBS Foundation action/adventure/drama/comedy radio series
“I'be Adventures of Ruby” and “The Adventures of Ruby 2.” They were used with the express permission of Tercel Inc
Thanks are due to Lex Nakashima of Tercel and Tom Lopez of ZBS for their belp. The “Ruby” series are a great deal of
Jun and very enlertaining. The autbor bighly recommends that you oblain a copy of the series, available directly from
ZBS, a not-for-profit arts organization. You can write them at RR#1 Box 1201, Fort Edward, NY 12828, or call them al

(800) 395-2549.

Welcome to
Summa Nulla

Summa Nulla (the high point of
nothing) is the crossroads of the Gal-
axy, possibly the single most popular
planet (other than Earth) in the entire
arca of known space, at least with the
grown-ups. While Earth remains a
retreat for alien teens, the planet
Summa Nulla was a haven for “serious
minded” adults fleeing from the mad-
ness of the invasion of the teens.

Summa Nulla has six moons, of
which three are visible in the sky at
dny onc time. A large area of the
planet is covered by the Great Zee-
boos, a dense jungle which holds the
lost cities of the Nullians, the ancient
culture that once lived on Summa
Nulla.

Summa Nulla is about a three-day
spaceter ride away from Earth, and
now it’s summer vacation. The adven-
ture is set on the planet of Summa
Nulla during the first week of summer
vacation. The plotline follows the ab-
duction of the Android Sisters, the
most popular singing duo in the
known universe.

The M&M Rule

Yep, that’s right, the M&M'’s are
actually part of the adventure. Keep a
sharp eye on the bag, though; I assure
you that the players will soon be at-
tempting to sneak a few from you.

How to use the M&M’s: Every
time one of your players makes a joke,

or does something funny, or contrib-
utes to the plot in any way, give him
an M&M:

*A 'Tun or Brown one if the joke is
feeble.

#A Red onc if it gets at least one
person (other than himself) to
laugh.

#A Yellow one if he gets a chuckle
out of multiple people.

#An Orange one if everyone laughs
some at the joke.

#A Green one if he really cracks
everyone up.

Remember that the M&M's are for
actions in the game as well, if a char-
acter’s player comes up with some-
thing really cool or funny.

Make sure all the M&M’s are dis-
played on the table, well within sight
of everyone in the game.

But don’t let them eat them!

lell the players that the M&M’s
are to be kept intact until the end of
the game, that they will be important
to cash in at the end of the adventure.
Keep an eye on possible M&M forger-
ies, and be cautious of sudden trips to
the local store during a break in the
game,

By the way, at various points dur-
ing the game there will be an M&M
reward, listing a certain number and
color of M&M'’s to be given to players
who react the way that they should in
a TFOS game - funny. And remem-
ber, this is a comedy after all, so en-
courage your players to ham it up ... it
just might pay off.

Background

The ‘leens are approaching
Summa Nulla, the Club Med of plan-
ets, for their summer vacation. Their
parents have already flown on, leav-
ing the ‘Teens to follow in their own
spaceter. The summer stretches out
like an endless expanse of non-stop
partying.

Summa Nulla has the reputation
of having somcthing for everyone -
the Digital Circus, a high tech band of
Gypsies for the technically minded,
the Casino City on the Monarch Isles
for those looking for action. And, of
course, the opening act of the An-
droid Sisters’ galactic tour.

The players know that the An-
droid Sisters are a pair of female
androids both named Angel. The Sis-
ters specialize in “songs” of electronic
despair, although their songs are little
more than strange recitations set 1o
clectronically  synthesized  music
Some people consider the Sisters to
be inane and stupid, but if you really
listen to the lyrics of their songs
you'll find a deeper meaning.

Typical Teeners’ attitudes towards
the Sisters are as follows:

Male PCs — The two most desir-
able “women” in the world, you
would give your entire Sega game li-
brary to kiss one of their little plastic
toes.

Female PCs - Two gaudy robots
built by some horny nerd, no talent
and less brains.

[t’s a good bet that all of the male
PCs are there to catch the opening act



of the tour (their parents got tickets
through a lottery). The female PCs
may be there to keep an eye on their
boyfriends, or even to make time with
the Aurorians (handsome and classy
aliens, known to sail on the solar
winds of Summa Nulla.)

All Italic text is stuff to read to the
players.

Crash Landing

As the players, packed into their
spaccter, are heading for the landing
bays at the Hotel Nullian, they see the
following:

Across your bow suddenly shoots
a sleek pink spaceship, with the logo
‘Android Sisters Galactic Tour ... We
are walching you” stencilled near the
cargo door. This first shipy is followed
by three black ships, who are shoot-
ing at it,

The Android Sisters! Under at-
tack! Pile heaps of shame and disgrace
on any red blooded male Teen who
does not instantly leap to the rescue.

As you turn your ship 1o aid the
Sisters, you see a small dark form
bail out of the pink rocket. It seems to
plummet screaming toward the Great
Zeeboos. It’s loo far away to see if it
was one of the Sisters.

The players now have two
choices, to cither go after the form
that bailed out, or fight the black
ships attacking the Sisters’ ship.

® If they attack: The enemy has
a Driving Stat of 5, and a “Blast Inter-
loper” Knack of 3, and there are as
many of them as are needed to shoot
down the spaceter. Go to the next
section (but run the fight anyway, just
to makc your players feel like they
have a chance).

@ If they descend: Just as they
are nearing a clearing to land, a blast
comes from one of the enemy ships
and takes out the spaceter’s thrusters.
The "leens plummet toward the jungle
far below.

Insert pamnic and screaming
here. 'lo the best panic and about-to-
die scene, reward one green M&M.

Then read them the following de-
scription:

As the buzzards perch on the
blasted wing of the spaceter, and the

skelelal figure in the black robe in the
back seat begins (o chuckle the
spaceler slams inlo the ground in the
Great Zeeboos and goes right through
it. The buzzards [lap off in disap
pointment and the figure in tbe robe
picks up bis scythe and politely steps
oul the back door. You realize thal
you are plummeting down what ap-
pears (o be a deep shaft, wilh layers
of @ buge underground cily passing
by on either side!

In the Great Zeeboos
Tango with the Moles

Eventually, the players will notice
their spaceter slowing to a ncar stop,
about a mile down. As the crippled
remains of the spaceter seem to come
to a rest on a large landing pad, the
‘Teens notice that they are surrounded
by a legion of man-sized Moles!

/} :I.' 3.4

The Moles are about 6 1/2 feet tall,
with long sharp claws on their bands
and feel. They seem lo be standing
around a large machine that looks
like a cross between a mix-master
and a '57 Chevy.

The largest one, who seems to be
their leader, steps forward to address
the Teens. At first his attempts at com-
munication will be unintelligible
grunts. Fnord. Some of the other
Moles will then produce items which
look like old style hair dryers and mo-

tion for the players to place them on
their heads.

These devices are translators and
will alow the players to communicate
with the Moles. Play up the mysteri-
ous aspect; for all our heroes know
these devices may be hair dryers.
Then again, they may be some sort of
hideous mind control device. The
Moles are not forceful, but are very
insistent that the players put these
things on. How long arc their
claws...? Award any Teen who volun-
teers to put one on a red M&M.

Once the translators ate on all of
the players the head Mole will speak.
“Let me MOLEIify your fears, we are
not MOLEicious.” (All the Moles
laugh.)

The Moles speak slowly, choosing
their words with care, and frequently
usc bad Mole puns. The best way o
carn their friendship is by coming up
with the best (worst?) Mole puns the
players can. Remember, give M&M’s
for really good ones.

After a long discussion (Make it
up. You're the referee, remember?),
the ‘leens will be invited to the Festi-
val of the Moles, a celebration that
this group of Moles was going to
when the players dropped in on
them. There they can talk to Molierre,
the chief Mole. He can answer any
questions that the Teeners have.

If asked what the machine is, the
Moles will reply that it’s an ancient
Nullian game called “Cosmic Pachin-
ko,” and that it’s been broken for
some time.

When the players reach the center
of the city (about three hours walk
with the Moles), they begin to hear
music. They enter a large chamber
with about one hundred Moles, all
doing the tango!

The Moles seem lo be baving the
time of their lives, dancing their feet
(claws?) off. They are all dancing the
tango, and before any of you can re-
act, you are swepl up into the dance
as well.

(M&M time: Give any of the play-
ers that go along and dance with
Moles two red M&M’s.)
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Stats for an average Mole

Smarts: 4  Bod: 6

RW.P.: ? Luck: 3

Driving: 1  Looks: 2 (4 1o Moles)
Cool: 4 Bonk: 6

Powers: Dig through anything

Knacks: Dance the Tango: +3
Make Mole Pun: +6

Traits: Jovial and Friendly

After the first round of dances is
over the players will be introduced to
Molierre, the tallest of the Moles here
at 7 feet+.

He has the following information
(which is best received by the players
engaging him in a Mole-pun conversa-
tion):

#*The Android Sisters are due to ap-
pear at the Digital Circus in two
days.

#The ships that attacked the players
belonged to the Slimys, a race of
genetically engineered assassins.

#*Slimys always work for hire.

#The person who bailed out of the
Android Sisters’ ship was a
Kapoorian named Rodant (pro-
nounced Roh-DAHNT).

#The Kapoorian is being brought
to the chief Mole even as they
speak.

#*The Moles have a tunnel that leads
to a spot near the Digital Circus.

By the end of the conversation
Rodant makes his entry.

There is a commotion near the
back of the chamber, as lwo large
Moles drag a ral-faced little man for-
ward 1o Molierre. Rodant is whining
and whimpering about bis broken
tail (which is bent at about a 90 de-
gree angle). As be approaches the
spot where Molierre is talking lo you,
be spots you all and seems to loughen
up.

Rodant will then put on a tough
act for the Teens and Molierre, and tell
them the following story.

“I am the agent and booker for
the Sisters on their latest lour, and [
was making final arrangements for
the concert lomorrow wnight when I
beard a noise come from their dress-
ing room.

‘Il entered to find this note.” He
bands you a note, covered in a light
green slime. It reads:

16 whom it may concern:

{ bave the Sisters, and if you
try to warn anyone | will cul
them up for spare parts. I want
500,000, 000.00 or you will
never see them again.

The Villain.
Ha Ha Ha

Rodant will then attempt to hire
the PCs to escort him back to the Dig-
ital Circus, offering them:

%1000 dollars each in cash (on ar-
rival)

#*A date with one or both of the
Sisters (1o the male PCs)

#*A shot in the Sisters’ back-up
band (for any with dreams of
stardom)

*Any other outrageous lic the
Teeners will be suckered into
falling for.

ing. If not, go on to “Cave-in.”

pain or danger he tends to shriek. Ro-
dant is motivated in all his actions by
his insatiable desire for money. He
hates to be called rodent instead of
Rodant, and will loudly correct any-
one who makes that mistake.

If the PCs agree to join Kapoor,
Molierre will lead them to the en-
trance to the tunnel that goes to the
Digital Circus. He will wish them
luck, and give them an invitation to
return whenever they wish. This invi-
tation does not extend to Kapoor.

Look Out Behind You!

The long trip down the tunnel is
disturbed by only two events. For the
first rcad the following to your play-
ers, after about three hours of walk-
ing.

Rodant stops to take a rest, and
when be does so, be attempts lo sil
where none of you can see bim.

Have all players make a Smarts
roll. If they beat a 7, read the follow-

If asked why '
he wis shot
down by the
Slimys, he will tell
the PCs that he
assumes that they
are working for
whoever kid-
napped the sis-
ters.

Stats for Rodant
Kapoor:
Smarts: 3
Bod: 2
RW.P: 4
Luck: 3
Driving: 4
Looks: 2
Cool: 1
Bonk: 4
Powers: None
Knacks: Whine
to Annoy: +6,
Doublecross +4
Traits: Sneaky

Notes: Rodant
speaks in a soft
nasal voice similar
to Peter Lorre’s,
Generally he will
be sly and unctu-
ous, but when in
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Rodant sits with bis back to you.
He seems 1o be talking into a walkie-
lalkie. Near the end, you bear the
words, “Don’t worry, no one will find
them.”

If the ‘Teeners confront Kapoor,
he will deny ever making the state-
ment. If they harm him, or threaten
him in any way, his cyes will get wide
with fear, and he’ll say: “Look out be-
hind you!”

If the players look, he will drop a
bonk grenade, and run down the tun-
nel toward the Circus. If the players
don’t look, the Slimys behind them
will open up with their Smith-Hitachi
Godzilla blasters. (Don’t ya love this
game?)

Stats for an average Slimy:

Smarts: 3 Bod: 6

RW.B: ? Luck: 4

Driving: 3 Looks: 1(5to
Slimys)

Cool: 3 Bonk: 3

Powers: None

Knacks: Terrify Victim +4,
Blast Things +3

Traits: Slimy and Nasty

There are as many Slimys on the
attack as there are Teens. If the Slimys
win the fight, the Teens are dragged
off to their lair. (Get out 2 copy of the
Aliens boardgame and play “Escape
from the Slimys”, then come back to
the adventure at the Digital Circus).

If the ‘leens win, by the time the
fight is over, all that will be left of the
Slimys will be a thin layer of goo all
over the Teens and the tunnel, and
Kapoor will be long gone.

Cave-in

If Kapoor is still with the Teens,
Read the following:

Kapoor walks off to “freshen up.”
Just as be rounds the corner, you
bhear a blood-curdling scream. “The
Slimys!”

The Teens have two options: run
or fight.

@ If they run: You run as fast as
your legs will carry you. Soon you
see a speck of daylight abead, and
then you sprawl face first into the
workshop of a startled young man
who is working on a robot.

@ If they fight: There are twice
as many Slimys as last time (see Look
out behind you!), and as the battle
rages, the ceiling in the tunnel begins
to crack.

At this point wing it. Hopefully
the falling ceiling will crush the
Slimys, and the PCs will make it to the
same exit as described above.

If Kapoor was caught in “Look
Out Behind You!”: As you walk you
begin o see a spot of light abead,
and bear the sounds of machinery.

It's the Digital Circus! You're
bome free!

Then you here Kapoor's voice,
whining from itbe darkness, “You
won't spoil my employers’ plan. The
Android  Sisters will never sing
again!”

There is a large explosion, and
the tunnel begins to collapse. If wis-
dom is with them, the Teeners will
run, to exit in And/Or’s lab.

The Digital Circus:

The Teeners will exit the tunnel
into the workshop of And/Or (pro-
nounced Andor), a young tech at the
Digital Circus. He is young and hand-
some, and does regular business with
the Moles. He will ask the characters
how they came to be in the Mole tun-
nel in the first place.

Stats for And/Or:

Smarts: 6 Bod: 3
RW.E: 3 Luck: 4
Driving: 3 Looks: 5
Cool: 4 Bonk: 4

Powers: None

Knacks: Fix Anything +6,
Make Anything +6

Traits: Friendly

And/Or has the following infor-
mation:

#*The Android Sisters haven't been
seen in two days.

*If the concert doesn’t happen, the
media on Summa Nulla will take a
serious financial loss.

¥ Kapoor was not the Android Sis-
ters’ agent. Their agent is still in
the Circus.

*The Concert is tonight!

And/Or is willing to give the play-
ers whatever help they need. He will
also take them to meet with the An-
droid Sisters’ agent.

The Digital Circus is a huge tech-
nology stockpile. Should any players
need to replace any lost gadgets, they
can buy them here.

Once again, the players have two
options:

@ Forget the whole thing: Chide
your players on how dull they are,
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and threaten to turn the weekly gam-
ing session into a cribbage game.

@ 'lalk to the agent: Any decent
Teenager's option (Give whoever
thinks of it two green M&M’s).

Talking to the Agent

Read the following description as
the players enter the Android Sisters’
trailer.

Scatltered about are articles of
what pass as clothing for the Android
Sisters, mostly stuff a barem girl
would blush al wearing. Silting in
the middle of the trailer is a Tookab
with four tentacles, three eyes and a
thin blue mustache; be is wearing a
tan fedora.

There are bottles of some power-
Jul drink lying around, some of
which seem 1o be eating a hole in the
floor: “Two bours’, be wails. “Two
bours, and the media’s repulation
will be ruined.” He turns (o the Téeen-
ers and says piteously, “Please belp
me.”

Really play up the pathos (the
Tookah is going for max effect).

If there are two female Human or
Near Human PCs in the party he will
£O on.

“I've got it!" The Tookab stands,
and slides bis tentacles over the two
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girls’ shoulders. “You can be the An-
droid Sisters!”

The Tookah will try everything in
his power to get the girls to agree to
go on stage. First he will use bribes of
money and power. Then he will put
the power of the media behind him,
and start making threats. Do cvery-
thing in your power as the referee to
get the girls to go on stage. If they do,
give them two red M&M’s each. If
they volunteer, give them three green
M&M’s each.

If there is only one or no girls in
the group, the Tookah will say:

“If only we could pass someone
off as the Sisters, some outsiders ...”

He looks evilly at tbe two boys
with the lowest Body and asks,
‘And/Or, do you still bave the boy/girl
gun?”

Again he will use bribes of money
and power. Then he will put the
power of the media behind him, and
start making threats. Do everything in
your power as the referee to get the
“guys” to go on stage.

If they do, give them four red
M&M’s each. If they volunteer, give
them six green M&M’s each (a small
price for the sacrifice). If any of the
Teens agree, then the Tookah leaves
the trailer to let the girls get dressed.
He will go and announce that the An-

droid Sisters are safe. and that the
concert will go on.

The Concert

Read the following o the plavers:

The main tent of the Digital Cir-
cus is bushed: (be lights are off. Then
suddenty, the lights come on, and you
see (Player | & Player 2, dressed as
the Android Sisters. (rving notl o
catch cold in the skimpyv cosiumes.
The spotlight shines on them, dand
they begin to “sing.”

The thing to keep in mind is that
the worse the Android Siswers sing,
the better they are. So it the characters
have no singing skills at all. they
should be just fine. and evervone will
just chalk it up to another stellar per-
formance by the Android Siswers. If
the two can really sing. it will be her-
alded as the best show cver put on by
the Sisters. And no onc in the audi-
ence seems to notice the switch,

As the Concert begins 10 wind
down (after about 1 12 hours). another
spotlight appears across from the
players, and standing in the glowing
eircle are the real Android Sisters,
covered in mud and dripping with
swamp water. They try to cut over the
false “Sisters” and outsing them.

This should lead to a confronta-
tion between the real and false An-
droid Sisters, a singing ducl. If the
“Sisters” involve themselves with the
duel, award them two green M&M
each. Have the Android Sisters make
their singing rolls based on a knack of
“Sing to please +6" vs. whatever skill
the Teeners have.

If the characters win:

The real Android Sisters are
booed off the stage and (be (wo pa-
thetic, dripping Androids stifle a tear
and turn and skulk off the stage.

The lights dim and the crowd
roars. The Tookab and iwo large men
wearing dark sungldsses approach
the Teeners. They seem lo be carrying
the New York City phone directory.
They place it under the two Teeners’
noses, and the Tookab says, “Sign
bere and you'll be rich and famous
beyond your wildest dreams.”

The papers are a lifetime contract
with the Metro Galactic Media Gar-
gantuan, the media of Summa Nulla.



If the ‘lTeeners are actually stupid
enough to sign the contract, then
award them 4 green M&M’s each (they
won't help the ‘leeners where the're
going.) The Teeners are then bundled
up and hauled off o0 the “Medium”,
where they are brainwashed, and
spend the rest of their pathetic lives
sclling uscless patches of the Zeeboos
jungle in little sing-song voices on
late night T'V. But, they are rich and
famous! Their fricnds (the other PCs)
never see them again, except at shop-
ping mall openings, and even then
the girls’ eyes seem glazed and vacant.

If the characters don’t sign the
contract:

Award them 2 red M&M’s (for
showing some amount of native cun-
ning.} But the Tookah and his goons
are very insistent, and try to force the
girls into a waiting limo, saying things
like, “You sce things differently once
you go through the Medium!”

If this scares the PCs, good. It
should. The goons are very tough,
and have 6 Bonk and the Knack
“Pound interfering Teener into mush,
+5." The ‘Teeners should be in for a
tough fight to ditch these goons and
rescue their freinds.

The “Teeners will probably lose
the fight, and just as the two girls are
pushed into the car, a dart comes out
of nowhere and strikes the Tookah in
the back. He then seems to puff up
and explode. Turning, the players sce
an older gentlman, wearing a safari
outfit and a pith helmet, surrounded
by a group of Moles. The man turns
to the female PCs and says in a dapper
voice, “The name's Teru, TJ Teru. ls
that plastic you're wearing?”

The thugs, looking at the remains
of the Tookah, lose their nerve and
flee. Go to the Wrap Up.

if the Android Sisters win:

The crowd is silent for a moment,
then a rousing cheer is let out. The
Android Sisters then come over and
introduce the PCs to the crowd as An-
gel and Angel, ibe Android Duo.
They go on to explain that the leencrs
were simply the opening act for the
Sisters, and that the mud and slime
are all part of the act. The crowd ealts
it up.

As the four girls are on stage, tak-
ing a series of bows, there is a sound

of blaster fire, and the Slimys attack
once again. There are twelve Slimys,
bent on dispatching both the real and
the false Android Sisters.

About halfway through the fight,
the entire top of the Digital Circus’
tent is engulfed in flame, and a figure
sweeps in riding a pair of solar wings
and settles amid the carnage. A hush
falls over the crowd. And/Or simply
whispers the name “Ruby” and hits
the floor. Any wise ‘Teeners follow his
example. In the following moments,
the firepower released is equal to the
combined destructive force of two
World Wars and a small super nova.

As the Teeners regain their feet,
they see Ruby is the only person
standing. Any sharp-eyed ‘Teens will
see Rodant cowering in a corner of
the tent. He shrieks in terror as Ruby
turns toward him and says “Well, RE, 1
know you're responsible for this.
What's going on?”

The Wrap Up

Remember those M&M's? The
ones sitting on the table, in front of
the players that are making the most
jokes.

Have all the players count them -
1 point for a brown, 2 for red, 3 for
orange, 4 for yellow, and 5 for green.
Have all the players tally their points,
then go on to the rest of the finale.

If Teru came to the Teeners’ aid:

The old man walks up (o lbe
Teeners and explains what bas been
going on, at least as far as be and lhe
Moles know. Apparently, the media
bas been (rying lo buy ouwt the An-
droid Sisters, to use them to sell cheap
land on lale night TV. The Sislers re-
Sused. The media decided to replace
the Sisiers as favorile personalities,
and to do that, they needed lo get rid
of them.

They bought out the Tookab and
gave bim orders to get rid of the An-
droid Sisters. The Tookab tben hired
Kapoor to pilot the Android Sisters’
rockel into a Slimy ambush. The
rocket was shot down, but the An-
droid Sisters survived, and started a
long walk back to the Digilal Circus.

Teru managed to beat all of this
out of Rodant, who had mistakenly
wandered back into the Mole city.
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If Ruby showed up:

Ruby slowly walks over to the
lrembling Kapoor, points the end of
ber Woopie Bazooka al bis bead, and
simply says, “lalk.”

Rodant falls into hysterics too
long to print here. If you really need
text for it, find a teenaged girl who
has just been grounded the Saturday
night of a big concert she had tickets
to. Anyway, he (after about 30 minutes
of whining, and threats by Ruby), tells
his story.

It seems that Rodant was hired by
a mysterous benefactor to remove the
Android Sisters. He was to kidnap
them and then fly them to a remote
part of the Zeeboos to meet with his
employer. He abducted the Sisters (by
pretending to be a lingerie salesman)
and was going to fly them into the
Zeeboos to hand them over to his em-
ployer. He was ambushed by the Slim-
ys and bailed out. He assumed that
the Sisters were destroyed in the
crash.

After splitting with the ‘Teens after
the Slimy atuck, he made his way 10
the Digital Circus, where he was hid-
ing out, hoping his employer would-
o't catch up with him. As it turns out,
the Slimys were the ones that hired
him in the first place, in an attempt to
destroy the Sisters, not kidnap them.

After Ruby twists this info out of
him, Kapoor whimpers, and runs off
into the crowd.

The Big Finish

Ruby/Teru will thank the Teeners,
offering them friendship. The An-
droid Sisters will come up to the pos-
sessor of the most M&M points, and
ask if they would be intcrested in
necking under the Hubba-Hubba
trees (if male) or interested in joining
the act (if female).

Don’t worry if the end doesn’t
make too much sense, or there are a
lot of unanswered questions when all
is said and done, because that’s how it
usually ends up in the series too. Su-
fice it to say that Evil is defeated and
the players finally get to eat .~
all their M&M'’s. m
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firepower to your
ADED® campaign

find it hard to accept that in a

society where there is such a

prevalence of magic, as in
AD&D® | that the population would
be living in the dark ages. The mages
and their magic would inevitably fill
the same role that the modern day
scientist and engineer do now. Magic
would be used for rapid, near instan-
laneous communication over great
distances; in the event of war, 2 pow-
erful wizard could open a gate from a
staging area to a point on the other
side of the continent, and a well or-
ganized army could quickly pass
through it to face an enemy. With this
in mind, the government would not
be bound by those forces that made a
feudal system desirable in our history,
and a renaissance-era world  with
magic becomes a possibility.

This is how it is in my game, and
the following are rules that developed
as a result. The society of which the
characters are a part is in a renais-
sance period, and is roughly the
equivalent of seventeenth-century Eu-
rope, with a few variations: The
darker races are an ever present
threat, the gods walk among men,
there is extraplanar travel on occa-
sion, magic is a power, and explora-
tion is in vogue, This exploration has
brought with it many discoveries,
among them the use of gunpowder.
Some changes associated with this
discovery arc the abandonment of
heavy armor and monster weapons in
personal conflicts.

This material not approved for
use with AD&D® by TSR, Inc.

by James M. [eDuc

Weapon Rangeffeet Weht | Reload | Cost

Damage (g turns | (ep)
Pnt Blk Sht Med Log

Arquebus i 175 350 700 90 ] 00
sd6 4d6 3d6 2d6

Blunderbuss 10 25 40 55 10 & 350
9d6G 8d6 6d6 4d6

Derringer 40 80 150 300 10 + A50)
4d4 Ad4 2d4 14

Horse Pistol 65 130 250 500 a6 5 B30
6d6 sd6 4d6 3d6

Musket 100 25 450 900 200 B Q)
7d6 bdo 5d6 4d6

Pistal S0 100 200 400 45 5 750
Hdd Sdd 4c4 3d4

Gunpowder creates 2 whole new
form of self expression for people, as
they now have access to guns and
grenades. Guns have some unique
qualities: They are easy to learn how
to use, they can be used at great dis-
tance, and they completely ignore ar-
mor. Guns and grenades are usable by
any class of character except the
cleric, as they are both known to
draw blood.

Weapon Lgth Spc Spd . AC Adj ngxt Dmg
10 9 8 7 6 5 + 3 2 5-M/L
Epee 42 A 4 +2 kb xl 0 0 o 0 =1 =2 35 2=-T72-8
Foil 5’ 4’ 3 +1 0 0 0 +3 +5 0 -3 -4 35 1-6/1-8
Rapier 5 ESifz’- 4 +2 bl ko2 il d A d 45 1-8/1-12
Saber 42" 3’ 5 +2 +1  +1 0 0 0 0 -1 =2 35 2-8/2-12

The guns in my campaign are all
individually hand made by a skilled
gunsmith, muzzle loaded, and expen-
sive. They are all matchlocks and
wheellocks. Table I shows the guns
along with their ranges, damage,
weight, reload time, and cost.

The existence of muzzle loading
guns creates a need for new
cquipment and the supplies to
maintain them (see Table I11).
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‘.ﬂ horror millenia beyond your
comprehension is waiting, ready
to make manifest all your worst fears,
ready to confirm your suspicions that
nothing is true and that a force exists
which renders your life meaningless.

Cthulhu waits and Cthulhu dreams,
and if you play Call of Cthulhu you

know where he can be found.

The UnsPeakable Oath

from Pagan Pub lishing
in better hobby shops worldwide
or write ¢/o Chaosium

950=A 56th Street
Oakland, CA 94608

Grenades are also available in my campaign; they are not
as fancy as the modern ones, but are effective nonetheless.
They are 4” diameter hollow lead balls filled with gunpow-
der, plugged with lead, and have a fuse sticking out. The
fuse can be used as a timer. [t burns at a rate of 3”/round. A
grenade can be thrown twice the character’s strength in
yards. It will do explosive damage (as a fireball) of 6d6 at the
center. A grenade costs 70 gp and weighs 10 gp.

The use of gunpowder greatly changes the picture of
combat in ADED®. As armor is no longer useful, it is dis-
carded and new methods of protecting onesclf are adopted
for melee combat. The primary method in my campaign is
fencing. Fencing is considered a weapon proficiency and is
usable only with a foil, rapier, epee, or saber.

A foil is a 5" long round-bladed sword used only for
thrusting. A rapier is a 5° long bladed sword used primarily
for thrusting, but it can also be used to cut. An epee is a 42"
long foil, and a saber is a 42" heavy rapier (see Table II).

If a character is proficient in fencing, and is using onc of
these weapons, he gains the following advantages:

<o Once per round he may parry an opponent’s attack. If
the opponent is using a weapon which is twice as heavy as
his, he must make a saving throw or his weapon breaks.

<> He may use a dagger, a main gauche, or 4 buckler to
parry a second time. This is only true if he is also proficient
in the second weapon.

<o He may also feint (fake an attack). If successful, he re-
duces his opponent’s chance to parry on the next, and only
the next, melee round. For every point he rolls above what
he needed to hit, he may subtract one from his opponent’s
chance to parry.

<o He may add his dexterity bonus to his chance to hit
and to his damage, as this style of combat and these weapons
rely on finesse as much as strength.

A fencer may also
Table III choose to use his
— cloak in combat, if

Equipment/ Cost Weight (gp). | he has taken cloak
Supplics as a weapon profi-
. ) ciency. A cloak can
Gunner’s Pouch 2gp 10
be used to parry
Powder Horn lgp 6 empty or to entangle an
20 full opponent’s  limb.
Packing 2¢p Negligible | It can also be
dozen thrown over an
ot g i cnemy’s head. Be
G forewarned:  You
go through a lot of
FasGas 2gp # cloaks this way!
Cleaning Kit S0 pp 20 ‘
Shot Mold 5 gp 10 g
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A different
view of time
travel

elightful, simply delightful.

Beirut, Cuba, Atlantic City—

they’ve all gone to hell. But
Paris made it to 2150 and is still gor-
geous, especially in mid-March.

What a way to spend my ecight-
centh birthday., Or at least that’s how
old my body was. After all, I was
born when those cities were at their
peaks.

No, I'm not a vampire, so put that
cross down. Besides, even Catholics
now usc the Orthodox ones with two
horizontal pieces.

You see, 1 have the ability to kill
time without killing myself. All 1 have
to do is lean my head back and let my
mind go. And time passcs.

While I'm in a time “phase”, my
body vanishes from the physical
plane and doesn’t age, but I do main-
rin a low level of consciousness.
This means while I don't get bored, 1
can passively absorb information. Us-
ing this technique in university class-
rooms, | have learned twelve lan-
guages, and have observed and in-
vested in enough economic cycles to
amass a fortune of 1.2 billion dollars,
which is more than enough even
with inflation.

Surprisingly little has changed
since my birth. Even after the Com-
munists lost control, the U.S. and Rus-
sia still found justification to usc
underdeveloped countries to fight
out their aggressions; however, due to
weapons reduction agreements, they
fight with weapons of the Ist Korean
War vintage.

And, of course, they’re still shout-
ing “Death to America” in the streets
of Tehran, but to liven it up they
added street musicians several years
back and it eventually evolved into an
art form in itself.

Another thing: Elvis, Jim Morri-
son, and John E Kennedy were ex-
humed and finally proven dead.

Unfortunately, while all of this
knowledge went into my head, some
sanity escaped.

While remembering everything [
passively saw, | had no way to priori-
tize the information. This meant | re-
membered my  professors’ ties  as
clearly as their lectures.

Finally I couldr.’t stand all of this
useless information filling my brain. |
tricd to stay out of phase. But I'd get
bored and slip back into phase, forc-
ing more useless facts into the 90% of
my brain which nobody clse has any
use for. Sometimes the slip was inten-
tional, but most of the time it was ac-
cidental — or was it subconscious? Re-
gardless, [ knew | was addicted.

Unfortunately, Schick hadn’t ex-
panded its treatment programs to in-
clude breaking the known laws of
physics.

I finally decided that the man to
see was Dr. Ahmed Scott, a Nobel lau-
reate in physics teaching at the Uni-
versity of Paris. He'd combined Ein-
stein’s theories on relativity with the
latest work on sub-atomic particles
and then put them in the context of
his own theories of existence. Most of
the Nobel committee hadn’t fully un-
derstood his work, but those who did
threatened to resign if he didn’t win.

Obviously, one just can’t make an
appointment with such a man. When
he wasn't in the lab with half a dozen
colleagues or in the lecture hall, he
was with a mistress. I may have been
losing my mind, but 1 hadn’t lost my
manners.

The “old” guy had six or seven
women scattered around the city
whom he visited whenever he
wanted to. This was pretty impressive
for someone with Peter Lorre’s looks
and a cologne which reminded me of
Los Angeles, circa 2006. But then, no
matter how long I live, I'll never un-
derstand women.

Stood Up in
Time .........

It ook about three weeks real
time (with about fourteen hours actu-
ally not in phase) to learn his sched-
ule, the shift schedules of the univer-
sity sccurity, and the keycodes to
most of the locks.

I decided to spontaneously appear
in his office about 1:00 a.m., one of
the few times he worked alone. Origi-
nally, 1 had feared this might give him
a heart attack, but that was before I'd
observed his social life.

Unsure of how he would react, I
came equipped with a few choice his-
torical items, including two 70-
year-old bottles of cognac made from
the very finest Texan grapes. In case
things got out of control, I brought 4
tranquilizer gun stolen from the uni-
versity’s vet labs.

I materialized in Scott’s desk chair
just as he was sitting down. He leapt
up in surprise, hit his head on a file
cabinet, and fell to the floor.

Waiting for him to wake up, I
opened the cognac.

Scott eventually awoke and, ig-
noring his bleeding scalp, asked in
French tainted with a heavy lranian
accent, “Who are you?”

“Long story,” I replied, using my
perfect Sorbonne accent. “Have a
drink.”

He drained two mugs of cognac as
1 wiped the blood off his forchead
with my shirtsleeve. “Where did you
get such wonderful cognac?” he
asked.

This time I replied in Farsi. “I
picked it up in Amarillo - before the
meltdown.”

While the Nobel laureate counted
on his fingers, 1 filled his mug half
way and drained the rest of the bottle
myself. It was so smooth, | almost
opened the other one.

“Your age, your appearance in my
office, how?” Scott muttered as the
cognac hit him.



“A long story.” I took his mug away
il summarized my entire life, in-
<'uding what was to me the most dis-
‘urbing detail: Whenever | came out

© phase, 1 was completely prepared
*or my new environment. My clothes
wure in style, my currency was fresh
«nd negotiable —even my driver’s li-
UNSe was up to date.

scott silently lowered his head
«d remained motionless for a long
wme even by my standards. 1 was
.ntemplating going into phase or

vening the other bottle of cognac

when he finally spoke: “The world
~vmingly adjusts to your periodic
w:~its because you do not exist.”

Well, I was not satisfied with that.
"W hat do you mean 1 don't exist?” |
<houted.

Dr. Scott clarified. “In your phase
swriods, you exist, and you do not
onist. You are a paradox which by
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definition means the universe which
you occupy should instantly destroy
you. Or destroy itself. But it has done
neither. It has bent 1o conform itself
o you, which is why you have
clothes you do not recall buying, in-
vestments you do not remember
making, and, I would not be sur-
priscd, children by women you don’t
remember meeting.”

“Well, I want to remember them!”
In casc he didn't believe my sincerity,
I grabbed his shirt lapels. “1 get so
bored I can’t help but go into phase,
but every time I do, I come closer to
going completely insane. You have to
find a way to help me stop this!”

“Stop it?” Scott looked horrified.
“You're asking me to eliminate the
most important scientific discovery
since the splitting of the atom!”

“Fine, we'll argue about that when
the time comes. But in the meantime,
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we're not even going to have the op-
tion to stop it without first finding
out its cause.”

Scott nodded in agreement and
picked up his phone. Within two days
he had assembled a team of the most
prominent (and poorly dressed) sci-
cntists in the world. He had physi-
cists, biologists, psychologists—even
a4 botanist who insisted that 1 slecp
under an ultraviolet light.

I first encountered his little gang
of thugs in the university physics
lounge, where they were busily
arranging themselves into groups ac-
cording to who spoke what
languages. Scott was getting ready to
address them all when someone out
in the hall started pounding on the
door.
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“Quict!” Scott whispered loudly.

The pounding continued.

“Scott!” screamed the person out-
side. “I know you're in there! You
can’t do this! I'm cutting off your
funding!”

“Quick!” Scott said o me. “Go
into phase, count to twenty, and then
come out.”

I vanished and Scott opened the
door.

A balding man in his mid-sixtics
burst into the room. Even in phase, I
was sure | recognized him.

“What the hell do you think
youre doing here?” the intruder
raged.

“President Falkenstein,” Scott said
calmly, “this is simply an informal
gathering of my friends and col-
leagues. Certainly there is nothing
wrong with that?”

“Nothing wrong? Do you realize
what the press has been saying about
this? They’re convinced this ‘informal
gathering’ is about some secret weap-
ons project. Now you have—"

City.

I phased in, and the president
passed out.

Now fully conscious, 1 unders-
tood why 1 recognized him. On the
floor with his mouth open, the family
resemblance was unmistakable.

“The blonde who lives on Boul-
evard St. Michel,” I began, “that’s her
fath—"

“Shut up!”™ Scott snapped. He was
as red as Falkenstein was pale.

Seeing half of the other scientists
also passed out on the floor, [ realized
that Scott was the only one of them
who had actually seen me phase.

“What did that prove?” I asked
him as we splashed water on their
faces.

“Falkenstein’s got too much to
hide. I'll tell him how you contacted
me, and let him draw his own conclu-
sions.”

“Pretty good,” I said. “The Penta-
gon could have uscd thinking like
that during Yalu-gate.”

“During what?” Scott asked.

“Sorry. Before your time.”

The start of testing was delayed
for a week while the University threw

Subscribe!

an claborate celebration for Scott’s
76th birthday, which had actually oc-
curred two weeks earlier, but which
provided sufficient cover for the gath-
ering of scientists.

It wasn't until the first day of ex-
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sticking necedles and wires into me,
the ‘lTorquemada team handed me a
picce of paper and left.

The heading read “Directions for
Intersynapse  Radioscopy.” Instruc-
tions followed. The first one was to
take an clevator several hundred feet
down below the ground. Apparently,
they wanted to maintain a safe dis-
tance, while 1 conducted the tests my-
sclf. They really weren't in any dan-
ger from me—except for the one who
wanted to see how much voliage he
could pump into me. At the day’s
end, when the elevator returned to
the university, Scott was the only one
waiting for me.

“You don’t seem happy,” he said
through the speaker in his protective
suit.
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If you could win the Nobel prize
for stating the obvious, Scott was
good for at least two more.

“How did you guess?”

“During the more painful tests,
vou managed to insult everyone’s
mother in the proper languages with
flawless accents.”

“That really wasn't fair” | admit-
ted. “I'll remember to mention your
fathers next time.”

“You’'ll get your chance” Scott
turned away from me. “One of the ca-
pacitors was accidentally inverted.
You'll have to repeat cverything to-
morrow.”

The tests didn’t get any better af-
ter that. The biggest problem was that
the tests were so tedious that 1 kept
slipping into phase. But that was
when they were actually conducting
LeSLS.

Most of the time they argued over
which tests to perform first, in case 1
dicd mid-battery. I have seen many bi-
zarre things in my extended life, but
nothing could have prepared me for
the physicists versus chemists round-

robin arm  wrestling tournament
which ultimately determined the
schedule.

Finally, about three months after
our first meeting, Scott cancelled the
morning tests —another series of pain
response  measurements —and  called
me into his office. MRE’s covered
most of his walls.

“Those me?” [ asked.

“Yes, they are.”

Scott approached one of the torso
shots and pointed to small white cir-
cles running up and down the spine.

“We believe these white regions,
leading from the cerebellum to the
cnd of the coccyx, power your transi-
tions in and out of the time stream.
We also believe this cnergy is what
keeps your body alive during phase
periods.”

I understood the physics well
¢nough, but my immediate concern
was less complicated. “So do any of
vou want to try to do something, like
remove the batteries?”

Scott shook his head. “loo risky.
What the MRE’s picked up was only
residual leakage. If some of my
plasma physics theories are correct,
the only thing more incredible than

the energy itself is what'’s keeping it
under control.”

“Then what can we do?”

“From what you've told me, it’s
not merely your concentration that
helps you phase. You always lean
your head back, which 1 believe
aligns the power sources and makes
the phase possible. 1t wouldn't be too
hard for us to surgically prevent such
an alignment from ever happening
again.”

“So you'll do it?” I couldnt re-
member the last time | was so ex-
cited.

Scott turned away. “I'm sorry, but
the procedure would be irreversible,
and the potential for scientific knowl-
edge is simply too great.”

... hothing could
have prepared
me for the
physicists
versus chemists
round-robin arm
wrestling
tournament ...

I hadn’t absorbed two hundred
years of history without learning a
few skills. “You perform the proce-
dure,” 1 quietly said, “or 1 will slip
into the time stream and begin killing
your loved ones until you agree. Re-
member how my perspective on
death could have changed, given my
view of time.”

Still looking away, he asked, “And
what if I kill you on the operating ta-
ble?”

“You won't risk releasing the en-
ergy, or it simply burning out upon
my death.”

Scott laughed. “I keep forgetting
I'm not dealing with an eighteen
year-old.” He paused. “You win. We
operate in an hour.”

The operation was a success. 1
was unable to phase no matter how
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hard I tried. I did stay on at the uni-
versity for a few more weeks to adjust
to continual living and to allow Dr.
Scott to perform follow-up tests.

Unfortunately, neither of us had
courtted on another flare-up in Cen-
tral America. The U.S. government
had complete records of not only my
existence but also of my residence in
Paris.

The bastards drafted me,

I suppose | could have tried to es-
cape it, but I'd decided it was time 1o
start leading a normal life, even if it
scemed more bizarre than my previ-
ous one. And by this point 1 didn"
think I was afraid of death. In hind-
sight it was the dumbest thing I did
since investing in that sushi-to-go
chain.

We'd already been on the front
lines for three weceks and had suffered
only one injury in our unit. That’s
when our idiot of a 2nd licutenant in-
sisted that we use mortars to flush the
encmy out.

You sec, the arms agreements and
defense cutbacks of the time were so
stringent that not only were most
weapons of a 1950's design, they
were often simply reconditioned sur-
plus items from that same decade.

I didn't see the damn thing ex-
plode, but I heard it, along with the
screams of my buddies.

I also felt it. Most of my lower
right leg was blown off, and my spine
shattered as [ went down.

As 1 felt the blood pour out, I real-
ized that the fractures allowed me to
phase again. Surprise: 1 was still afraid
of dying and | slipped back into the
time stream.

I figure that once I come out of it,
I'll have about two minutes before |
bleed to death. In the meantime, 1 get
to wait for someone who could save
me within that time frame o come
near my body-provided 1 don’t go
completely insane by then. And con-
sidering that I'm at the bottom of a
trench, 1 think it’s going to be a little
while before 1 can safely leave phase.

Lovely, just lovely.

5
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Two fighter
carriers of the
Kafer Wars

The Imperial
Manchurian Fighter
Carrier Manchukuo

“Manchuria”

The Manchurian military had
aever really committed themselves to
he Kafer conflict, even during the
~siwge of Beowulf. The Manchurian
‘orees instead formed a conglomera-
un in the Terra system in a position
:rom which they should have been
able to  intercept any incoming
pposing force. The blockade was set
up in the vicinity of the orbit of Pluto
wward the direction of Nyotckundu
Wolf 359). The Nyotekundu system is
ihe only transit point from the French
Arm to Earth, and any ship trying to

reach humanity’s homeworld would
have to transit this general route.

A Kafer scout force did manage to
slip past the blockade. The violation
of this denied space was directly due
to a lack of quick reaction patrol craft.
Although the Manchurian force was
quite substantial, the lack of fighter
patrols almost resulted in the Kafer
ships reaching Earth.

Whether the xenophobic
Manchurian government realized the
deficiency in patrol craft or felt intimi-
dated by the rapid buildup of other
carriers is unknown. Either way, a
Manchurian carrier program began in
late 2302 following the embarrass-
ment of the blockade.

The Manchukuo “Manchuria” was
hastily laid down in January 2303 and
completed less than one year later on
December 12, 2303. The carrier

New Ships for 2300 A.D.

by Michael Bolda

breaks the mold of most Manchurian
ships, which are cheap and simple.
The Manchukuo utilizes fairly state of
the art equipment.

The main hull is a twenty-six me-
ter diameter sphere. The aft section of
the sphere contains the ship’s drive,
engines, fighter fuel, and cracking
stations. The forward section of the
hull contains the bridge and TAC, sen-
SOrs, remote weapons, screen genera-
tors, hull masking, and cargo hold.
Overall the carrier is seventy meters
wide, thirty meters high and forty me-
ters long.

With an average complement of
ten fighters, all of the fighters can
launch in one minute. With a full com-
plement, there is a five minute (five
round) delay before the second flight
can be launched. Flanking the
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outboard sides of the hangar, as well
as on the forward and aft sides, are ten
hangar doors, allowing each fighter its
own launch and recovery door. The
entire hangar bay is an open space
design, exposed to vacuum. Fighter
crews and technicians are required to
wear heavy environment suits for
their own protection while conduct-
ing maintenance.

The final hull section is the spin
habitat. Directly aft of the spherical
main hull is the ship’s habitat for the
crew. Spaces for 160 personnel have
been allotted in this thirty meter diam-
cter double hull structure. Access to
the habitat is via a ten meter long
access tunnel, and from there a
turbolift takes personnel up or down
to the habitat ring. Each of the ship’s
standard 152 crew members have been
allotted twenty-five cubic meters,
cven though up to 160 persons can be
carried in relative comfort without
crowding. It is, however, not uncom-

mon for many of the crew to share
bunks, especially if two fighter wings
are carried.

The Manchukuo’s design  uses
common components found on most
Manchurian ships. The power plant
chosen was a fifty megawatt fission re-
actor. This type of power plant was
chosen because fission engines do not
require an exhaust port that could
interfere with launching or retrieving
fighters.

The Manchurian government rou-
tinely supplies its ships with fucling
tankers, but because a large amount of
fuel is needed for continued fighter
operations, one hundred fuel cracking
arrays have been provided. Slowly but
surcly the arrays can refill the 2200
tons of fuel carried in a little more
than a week.

Anticipation for an active array,
screens and lasers would reduce the
output of the power plant by fifty per-
cent, s0 in the interests of saving
money, a new twenty-five megawatt
military  stutterwarp  drive  was

installed. This gives the vessel a maxi-
mum stutterwarp speed of 1.84. This
is not overly impressive, but is quick
enough to keep up with a battlegroup.

The ship’s sensors include three
communication dishes. One of these
is dedicated to planet-to-ship commu-
nications, while the other two are
strictly for drone and/or missile
control. When the fighters are not
patrolling, the ship relies on a Deep
System  Scanner and Gravitational
Scanner for long range detection.
Medium range detection is covered by
one active sensor array with an excel-
lent range. No passive sensors have
been installed. Short range detection
and targeting is accomplished by ten
‘larget Tracking Arrays (T'TA’s), which
are tied inwo the ship’s ten energy
weapons.

The ship itself has a good damage
potential from energy and remote
weapons, as well as the fighter com-
plement. The energy weapons are ten
lasers, which are the rough equivalent
to the French LL-98 x1+0 type lasers.

DUEL - Multi-Genre Role-Playing at its finest!
Finally a set of rules you can play AND afford!
This book covers all the basics of play, with an
emphasis on fantasy. Includes a basic fantasy
setting, and a complete solitaire adventure! It also
features the most innovative Spell System you
have ever seen! If there exists a spell that cannot
be simulated in this system, we will buy back
your copy of the game for what you paid for
it. Guaranteed! $7.95
MEGA-DUEL - Continuing this exciting set of
rules, the MEGA-DUEL book is the advanced
rules for Multi-Genre Role-Playing. Includes hit
locations, critical success and failure, a complete
gun list, and much, much more! Also includes
the DUEL GameMaster Screen. $7.95

DUEL DELUXE - The Complete set of ruses
for Multi-Genre Role-Play. Includes DUEL,
MEGA-DUEL, the DUEL GameMaster Screen,
Player Reference Cards, and a complete Adventure
for 3-5 players! The best value in Multi-Genre
Role Playing you have ever seen! $19.95

Revolution: 2220! - This pulse-pounding, two-fisted
worldbook for DUEL is set in the near future.
Aliens have come to Earth, apparently to join
us, and aid us benevolently. But you discover
otherwise. Can you free the Earth from their
terrible grasp? Only time will tell! $7.95

Wooden Suits & Iron Men - Welcome to the
Victorian Age! Steamers, those elusive technodrones
that work with the powerful calculating engines
piooneered by Babbage and Edison hold sway,
dictating the ways of the world. Mighty
steam-powered Robots, built of Iron and Wood,
do battle across Europe and the Americas. Do
you have what it takes to survive? In this worldbook
for the DUEL Multi-Genre Role-Playing System,
that may not be enough! $7.95

These games and Worldbooks may be purchased
at fine hobby and games stores, or direct from:

Nightshift
Games,

No Flash, No Hype, Just Good Games !

¢/o C. F. E, 1200 W. 40th St. #238, Austin,
TX 78756. Add $1 P & H per item.




They are mounted on gun towers,
which give the best area of fire. The
laser’s configuration on the hull gives
good all-around firing capability.

The ship’s remote weapons are
two bow-mounted Fantan missile
packs, each containing four missiles.
The missile installation initially
caused the United Nations to reevalu-
ate the ship’s design. Manchuria was
informed that the ship would be
classified as a missile cruiser with a
large fighter complement, rather than
4 carrier. Manchuria’s rebuttal defend-
ing the fighter carrier designation was
that even though the ship normally
carried only ten fighters, equipment
and crew allocation were designed for
carrying twenty fighters, two per han-
gar. A compromise was reached, with
the final classification being CVG, or a
guided missile-carrying fighter carrier.
For energy weapon defense, a moder-
ate particle screen generator was in-
stalled.

The ship has a small cargo hold
that is dedicated to spare parts for the
fighters. This hold is only 918 cubic

meters in volume, and when filled
holds 2756 tons of material.

Originally the hull was going to be
constructed from metallic material,
but this was later changed to compos-
ite material to cut down on the ship’s
reflected signature. The hull was also
armored to give it a higher survival
factor than any other carrier built. The
Manchukuo would come very close to
battlecruiser status, if not for the large
number of fighters carried.

Star Cruiser Stats
Manchuarian “"Manchukuo™
class Fighter Carrier

General Information: Warp
Efficiency: 1.84 with cargo,
weapons and sensors powered,
Range: 7.7 unlimited, five years,
Mass: 13855.4 tons (unloaded),
Cargo Capacity: 16611.38 cubic
meters, Comfort: O, Quality: 0

Ship Status Sheet Information:
Movement: 4, Screens: 3, Radi-
aled Signature: 3/6, Radial Re-

Jlected: 15, Lateral Reflected: 12,
Targeting Computer: +2, Radial
Profile: 3, Lateral Profile: 2, Ar-
mor: 4, Passive Sensors: none,
Active Sensors: 16 range, Hull Hit
Capacity: 292/146/59, Power
Plant Hit Capacity: 60/12
Surface Fixture Hits:
2 x1+0 (B, PBQ, PB, PSQ, S)
2 x1+0(PBQ, PB, PSQ, S, SSQ)
2 x1+0(PB, PSQ, §, S5Q, 5Q)
2 x1+0 (PSQ, S, SSQ, SB, SBQ)
2 x1+0 (B, PBQ, PB, SB, SBQ)
TTA's and Submunitions:
TTA's: 10, Communicators: 2,
Fantan Pack: 2, Active Sensors:
16, Passive Sensors: nfa
TAC: Active Operators: 1, Passive Op-
erators: O, Fire Control: 10, Flight
Conirollers: 10, Remote Pilots: 22
Bridge: Captain, Navigator, Commu-
nications, Helm, 2 Computer, 2
Engineering
Damage Control: 24 (8 groups)
Ordnance: 2 Fantan missile packs (8
5x2 detonation missiles)
Fighters: 10 Punyuang

A

WE'RE EXPANDING!

Vortext is increasing its page count. This means more room
for more articles, more features, and yes, a few more ads.
Don’t be left behind as we continue to move forward.

Reserve your space today.

For more information and a copy of our ad rates, please write to:
Vortext Publishing, 5506 Beaudry St. #C, Emeryville, Ca. 94608, USA

Hmmm ... These
rates are so0o
reasonable. How
can anyone not
advertise?
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The German Imperial Navy
(Reichsmarineamt) Fighter Carrier
Graf Zeppelin “Earl Zeppelin*

The German space fighter carrier Graf Zeppelin is named in honor of Ger-
many’s lighter-than-air airship pioneer Count Ferdinand August Adolf von Zep-
pelin (1838-1917). The German carrier is actually a dual-role ship that can carry
fighters into a combat area or be used as a lander transport and catapult.

At the very start of the Kafer conflict, the German navy realized that their cur-
rent fleet was not going to be able to defeat the Kafer armada as it began to press
along the French Arm. Ever since the First and Second Battles of Tithonus 2298,
the German military realized the disadvantage of not having a fighter contingent
to deal with the Kafer fighters, which were deployed from almost every ship in
their fleet.

The Bismarck class battlecruisers
only carried four Gustov fighters. The
battlecruisers Bismarck, Guderian and
the newly commissioned Kohl could
therefore only carry twelve fighters all
together. The Hamburg cruisers were
later (in 2302) modified to carry two
fighters each. With only three battle-
cruisers and six Hamburg cruisers
scattered along the French Arm, the
Germans were incapable of dealing
with even a moderate Kafer battle-
group.

In 2300 construction began on a
dedicated fighter carrier which would
be able to directly deal with any Kafer
fighter contingent. Early in 2295, dur-
ing the end of the German reunifica-
tion war, the German fleet began con-
struction of a lander transport ship for
Space Marine Interface Corp. Under
the design proposal a transport group
would station itself over a planet,
where a large number of combat lan-
ders would then deploy from modi-
fied transport ships.

For a quicker combat drop to the
surface and to cut down on waste of
valuable reaction fucl, a system was
designed using a linear accelerator of
the same design as used on the British
Dalton class mining vessel. A lander
would maneuver into one end of the
mass driver, where it would be accel-
erated to about 3G’s toward the sur-
face of the planet. During tests over
Earth dropships could be maneuvered
into place by their pilots and launched
in under one minute. This procedure
also cut down orbit to surface time by
a third.

A total of six drivers were pur-
chased from Britain for use on a single
new construction transport proto-
type. Due to the accelerating war with
the Kafer, the program had to be aug-
mented. Under a new construction
proposal, the craft would be a du-
al-role warship designed to carry
fighter craft in its primary role, but
able to be used effectively as a combat
lander transporter/catapult as combat
missions dictated.

The final ship design far surpassed
the original design plans. The ship is
constructed of three main hulls. The
center hull is rectangular and contains
the internal hangar and an octagon-
shaped engineering hull  section.



Flanking the hull are the two linear ac-
celerators, which are surrounded by a
double hull spin habitat. These enor-
mous habitats are designed to hold a
large number of troops if the ship is
used in its secondary role. A rein-
forced regiment of 1504 troops can be
deployed on a single carrier.

Since only twenty-five troops can
be transported by the French style
landers carried, when the ship is act-
ing in a troop carrier role, dozens of
cargo ships will transport the
pre-loaded landers. Once the carrier
takes up a geostationary orbit, the
cargo ships will debark the landers
close to the carrier. They can then be
catapulted, or loaded with troops and
catapulted, to the drop zone by the
carrier. Loading of elite troops takes
no more than one minute. Green
troops often take five minutes to situ-
ate themselves before the rough ejec-
tion planctside occurs.

The main body of the hull is cen-
ered around the engineering section
and hangar. The hangar is a2 10m high,
22m wide and 70m long hull. To the
rear of the hanger is a tapered section
which leads to an octagonal space
which is 30 meters across by 30
meters deep.  This space is occupied
by engineering and the cargo hold.

The hangar is designed to hold
two flights of fighters, while a third
flight is mounted cxternally to the
outer hull. Five Wespe (Wasps) and
nine Gustov fighters are carried inter-
nally, while up to cight Udet fighters
arc mounted on external braces.
Plenty of room has been alloued to
the interior of the hangar, so two
fighters can launch each minute. All of
the external craft can be launched at
one time. The external braces are de-
signed so that either landers or fight-
ers can be serviced from them.

There are four hardpoints located
on the engincering section and two
hardpoints located on the top and
bottom of the hangar. The landers are
the same design found on the French
suffern class cruisers. Each lander is
capable of carrying one full combat
platoon of twenty-five men, plus its
combat transport vehicle or one
heavy tank.

The engineering section contains
the 8320 tons of fuel needed by the

landers masking

equipment, and

or fighters, hull
the ship's power
plant. A simple 50MW fission engine
is all that is needed. An estimated

10MW is allotted for the energy weap-
ons, and 20MW to power the linear ac-
celerators. The remaining 20MW
power the ship’s new military stutter-
warp drive.

Two communication dishes are
used for ship-to-ship sensor data links,
while a third is used strictly for
planet-to-space station communica-
tions. A deep system scanner as well as
4 gravitational scanner are common
on 1 ship of this size, and are included
in the basic hull design. As the ship is
not designed for combat, only a pas-
sive sensor suite has been installed. A
backup for this system helps track
multiple targets. Short range targeting
is controlled by ten TTA, since the
Germans have no UTES program of
their own.

The ship’s weapons are centered
on 4 low-powered, very accurate tar-
geting computer and laser system.
The ship has ten retractable gun tow-
ers mounted above and below the
hangar bay. The lasers are double
mounted, which increases their hit
probability. This combines to make an
excellent laser defense system.

The hull is made of high tech ad-
vanced composite material. It is not
armored, but contains a lot of materi-
al. Overall the ship is 140m long, 104m
wide and 34m high.

The Germans call their carrier a
Raumkampflungzeugschiff, which
roughly translates to a “space fighter
plane carrying ship.” The carrier hull
designation is R-01; the ship is casily
identified by its name in bright blue
letters across the front.

The Graf Zeppelin’s sister ship
R-02 Manfred von Richthofen, named
after the WWI flying ace, was com-
pleted five months after the first hull.
This vessel has been kept in reserve
status at Earth until her fighter wing is
completed and embarked. Combat
readiness should occur by mid-2304.

A third and probably final hull has
begun fitting at Earth, and will prob-
ably be dedicated to an interface as-
sault group being formed to retake
German colonies still under Kafer oc-
cupation. This ship will probably be

reclassified by the United Nations and
German navy as an LPA (Landing As-
sault Ship) or an LSS (Landing Support
Ship).

Star Cruiser Stats

German "Graf Zeppelin” class
Fighter Carrier

General Information: Warp £/fi-
ciency: 1.35 with cargo, weapons
and sensors powered, Range: 7.7
unlimited, five years, Mass: 24891
tons (unloaded), Cargo Capacily:
43393.5 cubic meters, Comfort: 0,
Quality: 0

Ship Status Sheet Information:
Movement: 3, Screens: 0, Radi-
ated Signature: 613, Radial Re-
Sflected: 15, Lateral Reflected: 14,
largeting Computer: +2, Radial
Profile: 3, Lateral Profile: 3, Ar-
mor: ), Passive Sensors: 12, plus
backup sensor, Active Sensors:
none, Hull Hit Capacity:
148/74/30, Power Plant [1it Ca-
pacity: 60/12

Surface Fixture Hits:

3 x1+1dbl (B, PBQ, PB, SB, SBQ)
3 x1+1dbl (PB, PSQ, S, SSQ, SB)
4 x1+1 dbl (B, PBQ, PB, PSQ, 8)

TTA’s and Submunitions:

T1A's: 10, Communicators: 2, Ac-
live Sensors: nla, Passive Sensors:
12 plus one backup

TAC: Active Operalors: 0, Passive
Operators: 2, Fire Control: 10,
Flight Controllers: 2, Remote Pi-
lots: 22

Bridge: Captain, Navigator, Commu-
nications, Helm, 2 Computer, 0
Engineering

Damage Control: 45 (15 groups)

Ordnance: none

Crafit: Fighter role: 5 Wespe, 9 Gus-
tov, 8 Udet; Lander role: 8 Suffern
style landers
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Bhapeshifters

Shapeshifters
Number of Players: 2-4
Approx. Playing Time:

30 min-11/2 hrs.
Suggested Retail: $8.00

s I've said before, small

companies are the back-

bone of this industry.
Shapeshifters is the first outing from
Fat Messiah Games, the newest verte-
bra in our hobby. The basic concept
behind the game is similar to the old
Metagame Wizard. ‘Two or more
wizards meet on the field of battle
cach intent on the death(s) of the
other(s). Much like its predecessor,
Shapeshifters is quick to learn, fast to
play, and enjoyable.

The game comes packaged in a
ziplock bag. Inside you will find a 16
page rule booklet, a color map with
hexes, 63 black and white counters,
and the Taxonomy Flow Chart. The
map, though simple, is easy to use
with the different terrain types clearly
delineated. Only nine of the booklet’s
pages are devoted to rules, which are
fairly straightforward with only one
or two rough spots. The remaining
pages are taken up by scenarios, de-
signers’ notes, and neceded charts.

The Taxonomy Flow Chart (I'll
come to its actual function soon
enough) is very well laid out. Each of
the different “Realms of Form” is
clearly separate from the others, and
cach form within any given realm is
easily found. Each form contains its
own vital statistics and a silhouette of
the form making record keeping sim-
ple and helping players to visualize
their current form. Other necessary
information, such as players’ hit
points, initiative scores, and magical
battery levels, is also provided on the
flow chart.

The rules, for the most part, are
fairly standard: movement points, at-
tack and defense ratings, terrain cost
and combat results charts. Anyone
who has ever played wargames
should be familiar with these terms.

by Chris Williams

What sets Shapesbifters apart from
other games of this format is the play-
ers’ ability to alter their forms, and
hence their combat and movement
capabilities, from one turn to another.

Each player has two important
statistics, determined by how power-
ful a wizard he is playing: his charge
rating and his maximum battery level.
A wizard’s charge rating is the
number of spell points which he re-
ceives at the start of every turn. Un-
like movement points, which cannot
be saved from one turn to another,
unused magic points are not wasted.
Magic points which a player does not
spend in any given turn may be saved
in his magical battery up to his maxi-
mum battery rating.

Why is all this important? Be-
cause it costs magic points to change
from one form to another, or to main-
tain a form which is not the sorcerer’s
natural form. Some forms are quite
expensive (like Dragon) while others
(like Rat) cost nothing.

This is where the ‘Taxonomy Flow
Chart comes in. The flow chart is laid
out into general catagories — Realms of
Form, as [ call them -birds, fish, in-
sects, mammals, plants (sometimes
uscful), and reptiles. Within each
realm there dare various creatures to
choose from. There are some crea-
tures which are realms unto
themselves: Dragon, Hydra, and Grif-
fin. Each form has its own advantages
and disadvantages. For example, the
Rat may not be able to attack most
other forms very effectively, but it
can hide from other creatures more
easily than most and it costs no magic
points to maintain. On the other
hand, the Dragon is probably the
most powerful form a wizard can
change into, but it costs at least 19
magic points to become one and 12
points just ©0 maintain the form on
subsequent turns.

Each form has lines flowing into
or out of it. In order to change from
one form to another a wizard must
move along these lines, and pay the

A review of Fat
Messiah’s new
game

printed costs to move along them. No
matter how many magic points a wiz-
ard has available to spend he may
only move a number of forms along
the chart equal to his wisdom. In or-
der to move from one realm to an-
other a wizard must move from one
node to another. Nodes are the base
form of any given realm. Each node
has a cost printed next to it. This is
the number of magic points which a
player must spend to jump into that
node.

All of these costs and limitations
on shapeshifting combine to limit the
number of possible changes a wizard
may make. Players make their shifting
choices in secret and reveal them to
ecach other at the same time. This
adds an almost chess-like quality to
the game as players try to outguess
each other and choose the most ad-
vantageous form to change into.

Since various forms have differing
types of movement to choose from
(flight, land, swim, or dive), it may
not always be possible for one wizard
to initiate an attack against another,
For example, 2 piranha cannot initiate
an attack against an eagle. However, it
is always possible for a wizard which
is attacked by another to counterat-
tack. In the above example, if the ca-
gle were to attack the piranha, then
the piranha could counterattack.

On the whole, I recommend
Shapeshifters. The only real draw-
backs to it as it stands are that the
number of scenarios provided are
pretty limited, and the map gets fa-
miliar quickly. However, both of
these are problems which are easily
overcome with just a little imagina-
tion and some blank hex sheets or a
battlemat. The rough spots in the
rules are corrected in an errata sheet
which is available from Fat Messiah;
just drop them a line and a SASE and
they’ll be happy to send you a copy.
Fat Messiah Games, PO Box 341136,
Los Angeles, CA 90034.




DR. SHIVRA, WY
NAME 1S STELLAR BARE
AND \T'S MY PLEXURE
1© WELOME YOUTO

P2 CENTURY. F?.UWED.

= F= 7
275 YEARS [WENY! 275
HOW LONG I'VE | AND YES YOUR | YEARS INTHOSE
BEEN FROZEN | FRIENDS ARE |CRYOGENIC PODS.
AND |F MY FELLOW/ ALINEAND IN | MAY I SEE A
| SCIENTISTS HAD GOOD SHAPE!| BIT MORE OF

L NEW NORW?

GRMSP! TELL ME

o

. /f- A //I J f', 1&5”/ // /

VERY WELL DR. SHIVRA,THE
\WORLD HAS GROWN UP SINCE
YOUR GROUP LAST SAW (T (N
: 19e9!/

_UsTo {he SRS/

i

>R OR.AEON WILL
A BRIEF You ON
ALL THE WONDERS

OF OUR ERA/

AND GENTLEMEN, |F YU NOTICED, BY
J ALTERING THE FABRIC'S ELECTRON (OUNT
DOWNWARD, YOU GET A HIGHER AND
MORE EFFICIENT CLEAVAGE RATIO ON
STEWAR BABE'S OuTFIT!

WE ENERED AN ERA  ADVANCES IN  THEN TAE  ['A CORP THAT | NOW LETS GO
OF PEACE %= PROSPERITY. TECHNOLOGQY TOOK.  STEWLAR. 'M PROUDTO | MEET YOOR
- PrTRoL WAS | BE A MEMBER R




? 936 j
Nexidlssue

Ao
k.
-

‘oMt

Long Live the Qucen.

? “The Queen is Dead.

o™ An orbiting medical facility infested with an Alien
Py scourge. A military clean-up crew dispatched to
e destroy them. A berserk warrior in a lethal exoskeleton

s with enough fire power to kill them all. A race against
time.

Aliens: Tribes is the first in a scries of graphic story
albums from Dark Horse Comics.” Vortext is

proud to bring it to life for Leading Edge’s

Aliens role-playing game.

Quoted text from Aliens: Tribes dust cover

A remote
weapons
research
facility; a new,
top secret, super
weapon; and a
Swarr research
scientist with a
blood feud to settle
are factors that lead
to trouble for a team
of Geosynk
investigators in part
one of a three part
adventure called
“Two Edged Sword”,
for Worlds Beyond.

Duel: A new multi-genre

role-playing gamce from

Nightshift Games. In our

next issue we will feature

an article with: New

spells? New character
races? Or was it new
sourcc material for the
Duel fantasy world?
We're not sure what this
article will be about,
because Nightshift
wouldn’t tell us. But it
better be good!
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