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SCIENCE.FICTION AOVENTURE IN THE FAR FUTUFE

K N I G ll r FA t L JF =,,18%hEofrlJ,,
Innocent traders run afoul of local politics and are caught up in the battles of the Rebellion itself. Brrt that's

lust for startersl They become prisoners of war, then fugitives. Along
lmperium lost city of high-tech wonders. Can this city's treasures give

, they leam ol a fabulous pie-
one side the advantage that

wi l l  win the Rebel l ion?

E l '.,0r*r-19r rr

successive
scenanos,
o lus  assor ted  random
nuggets that together make
th is  a  tense ,  exc i t i ng
MegaTravel ler adventu re !

Here's an adventure to knock your
characters' socks off! Start with an or-
drnary s i tuat ion and gradual ly escalate
the danger,  the intr igue, and the clues
untr l  the only solut ion is at  the end of  a
long, arduous journey. But that  solut ion
rs  impress ive :  a  fabu lsus  pre- lmper ia l
c i t y  o f  undetermined (bu t  very  h igh)
tech level .  Somehoyv, long ago, i t  fe l l
of f  the maps, and now only a t ra i l  of
c lues leads to i ts lost  wonders.

Of course, the adventurers are pur-
sued by agents f rom al l  s ides of  the
Rebel l ion.  Stopping even for a day can
be hazardous to their  heal th.

Kn igh t fa l l ' s  c inemat ic  nugget  sys-
tem clear ly def ines and descr ibes the
incidents player characters wi l l  pass
through in  the  course  o f  the i r  exp lo -
rat ions.  Careful  detai l ing makes each
nugget come al ive for  the players and
re f  e ree .

Kn igh t fa l l .  A  MegaTrave l le r  ad -
ven tu re .  96 -page  book .  GDW:  0219 .
ISBN:  1  -55878-062-9 .  $1  0 .

Rebellion Sourcebook
The lmperium is being torn apart by the Rebell ion;the

once-stable 1000-year empire is rapidiy decaying into
dozens of petty princedoms. Rebellion Sourcebookcovers
every detail of the Rebellion. the sides, leaders,lerritories,
fighting, equipment.

Rebellion Sourcebook. 96-page book. GDW: 0214.
rSBN. 0-943580-63-3. $1 0.

l .ook l i lr ( iDW games at y(fur krcal game or hobby sl{)re. lf i l  doesn't have them. it can
sprc ia l  order  thcnr .  lyr i tc  l i ) r  our  f rce.  fu l l - l ine ( iDW game catak lg.

l l-r nrail. send a check. mone_v order, or Visa,/l\ lastercard number and signature.
l ' } lcase add l l l f t .  l 'or  sh ipping and handl ing.
l l r  phonc,  (109){-51--1632 betr ' r 'een 9 a.m. and 5 p.m. Centra l  t ime.
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CINEMATIC NUGGET FORMAT
Each scenario is composed of several

nuggets. Some are just for atmosphere, but
olhers are identilied as key nuggets thal
must be played.

Each nugget has a scene (informalion for
the players on what they see, hear, taste,
and leel at the start ol the nugget) and an
action (information to referee on how lo run
the action in the nugget). Each scenario has
a referee's summary on lhe lirst page, wilh
a briel descriplion of each nuggel by num-
ber. This summary includes a specialsynop-
sis diagram showirq visually how the nug-
gets frt together

!]s
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Btoominglon, lL 61702-1646
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A.I.'s new "fuzzy logic" and
object-oriented approach eliminates
the mounds of rules and lets vou
start playing right away.

The basic game includes: 200
pages of background and rules and a
fold-out world map of the Alien
Earth with area maps of the major
citadels. $25.

A.I. Not technology and
magic - but technology AS magic!
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lwould like to take this opportunity to
encourage our rsaclers to consicler sxpancling
their hobby to inclucls actually witing for lhe
games lhey are familiar with.ll you nave any
writing talent ancl aren't doing this, you're
missing out on a re\,varcling part of the hobby.
Though the monetary re\,yard is not grsat, a
byline, selt satisfaction. and the aclmiration ot
your fellow gamers lor a job well done zne fair
ro /ards in lhemselvss. Narowing the subject
to our own particular neocls, we at Voyaoos
SF aro always looking to attract the wofi of
gamers wanting to expand into writing for their
hobby, particulady b€causg ons can be
tarniliar enough to write fo, only so many
games. The list of popular garnes is quite
slrtensive-rind varied. So what would wo like
to see in submissions?

Well, cyberpunk is still quite popular, at least
in the game industry. lwould preler Shadow-
run pioces in this genre.

Honor is experiencing a major upsurg€ in
intsrest. Pieces tor Cdl of Cthulu, Chill,
Dark conspiracy, GiuRPs Ho.ro], and
Vampire are all quite welcome.

lwould lik€ to sgo morg contgmporary piec€s
as woll: llsrcanariss. Spies, & Priyate
Eyos, Dansr Intomational, Top Sscrsv
Sl, and Jamos Bond OO7 como to mind.

We'll even considgr submissions for
supsmero games (l'll include OhostDustets
in this grouping-the fit is as goocl as it gsts).

And, ot course, thers are a plethora of more
mainstrgam sciencs fiction games that you are
usecl to seeing coverage tor in our magazine.

But this coveragg can bg gxpandecl to include
more games as well.

Heyl Lst's sse that submissionl

- James B. King
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this issue? 2
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rsad, where woulcl you rate this issus ol
Voyages SF (1 is high)? 2

An Obvious And Current Menace
fvlerc: 2000: Going after a Colombian drug kingpin
G/enAl/rson
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Question mad( indicates
re/ease date unknown.
Palentheses indicate inten-
ded re/ease date Dates not
th parentheses ndicate item
ami/ab/e at prepanbon ol
thlscolumn.

The Adjutant
MegaTravellor: Wheeled

Service & Support Vehi-
cles, $4.95, May

Infantry weapons, $4.95, Jul
Wheeled combat Vehicles.

$4.95, Jul

B.T.R-C-
Tamelords: Supertanksr of

Dearh, s6.9s (sep)
CORPS: Technology 1991,

$5.95, Jun

Chameleon
Eclectic Enter.

M i l l e n i u m ' s  E n d  R P G .
$14.95, Jun

Nightwalker, $1 1.95 (Sep)
Chaosium
Call ol Cthulhu: Kingsport,

$18.es (Aug)

Digest Group Pub.
MegaTlaveller Alaen Vol-

2: Solomani & Aslan:
The second book in DGP'S
rewritten and expandec,
cov€rage of thg maior
alien races. Interior art:
M i k e  V i l a f d i ,  B l a i r
Reynolds, Rob Caswell,
ancl William Jordan. Cover:
Dell  Harris. 104 pgs. $12.95
(August).

Onnssium Quest: The
A n t a r e s  C a m p a i g n
Sourcebook: Similar to
F/aming F/e, this adven-
lure/sourcebook brings
your players across the
Antares region on a quest
for the ultimate treasure.
Cover: A.C. Farley. 104
pgs. $12.95 ( late '91 

).
MegaTraveller Journal

to- 3: Now almost twice
the size! This issue fea-
tures a n€w cruis€r, details
on megacorps in the
Rebellion Era, ancl much
more. 104 pgs. $12.95 ( late
's1)

The Best ot lhe Travel-
lers'  Digest: This com-
pendium of the best arti-
cles from DGP'S premier
Trave l le r  magaz ine  in -
c lud€s  ths  co l lec ted
Psionics Knights campaign
(re-editect f or MegaTravel-
leo, the Complete Rebel
Reporter (with new faction
info), as well as some new
material.  104 pgs. $12.95
( la te '91) .

A.l-  -  Role Playing in a
Technofantastic Age:
Nanotechnology, artiticial
intelligsnce, and genetic
engineering all combine to
produce one of the fresh-
est new gaming back-
grounds on ths market.
'Not  techno logy  and
magic, but technology aJ
magic!' cover and inter-
iors: Miko Vilarcli (Oct).

FASA
Mechwarrior2nd Ed., $15, ?
Ronegade Legion 2nd Ecl.,

$25 (Aug)
Frost Death, $a.95 (Sep)
Distant Fire, $8, Jun
Prefect. $25. ?
BatileTsch: way of the

clans (novel), $4.50 (Aug)
Reintorcements Rcrds, $8, ?
Lost Destiny (novel),$4.50, ?
Blood Name (novel),$3.99, ?
Solaris Vll (boxed), $25, ?
Batt leforce (reprint),  $25

(sep)
Lethal HBritage (novel

reprint), $a.95 (Sep)
Wolf Clan Srcbk, $15, Jul
shadowrun: London srcbk,

$ 1 5 ,  ?
Native America Nations.

Vo l .1 ,  $12,  Ju l
Native America Nations,

vol.2, $12 (sep)

GDW
Dark Conspiracy RPG, $22,

J U I

A Gathering Evil, $4.95, Jul
Heartof Darkness, $12 (Aug)
Daktek Equipment Guide,

$12 (sep)
New Orleans. $ 10. ?
M e g a T r a v s l l e r :  H a r d

Times, $12 (Sep)
llerc 2OOO: Nautical & Avia-

tion Handbook. 518. ?

Games Workshop
spacs Marines 2ncl ed, S55, ?
Spacef leet, $24.95, Jun
Ultra Marine, $24.95 (Sep)

Hero Games
Champions: Road Kil l ,  $7,

Aor
Classic Organizations, $16, ?
European Enemies, $13, ?
Champions Presents #1, $14

(sep)

lron Crown Ent-
Meta l  Express :  B lack

Guard. $8. Jun
SpaceMaster: Aliens &

Artifacts. $14. ?
Star Strike: Silent Death

Miniatures Rules, $20 (Aug)

Mayfair Games
cosmic Encounter. $35. ?

DC Hsroes: Swamp Thing
srcbk, $9, Apr

Chill: Lycanthropes Srcbk,
$12,  Ju l

Vampires Srcbk, $12, Apr
veilot Flesh, $8 (sep)
chillcompanion, $17, ?
Apparitions, $12, ?

Palladium Books
Rifts Wo.ld Book One:

Vampire Kingdoms: 176
'pgs, $14.95. Haghlights:
The Vampire as an optional
p layer  charac ter .  New
Techno-Wizard devices for
slaying vampires. Villains &
Monsters. Mayan gods,
demons, & temple ruins.
Mystery of the Yucatan
Psninsula. Dual dimensions
co-existing in the same
location. Reid's Rangers -
VampirB Hunters. Juarez
City - a place ol evil and
clecadence (mapped). Art
by Timothy Truman, Kevin
Long, & Kevin Siembieda.

Rifts Conversion Book:
200+ pgs, $19.95, Octob€r.
By Kevin Sismbieda. Art will
include Ksvin Long, Tho-
mas Mil ler, Michael Gusto-
vich. Convgrsions will in-
clude magic items, varaous
O.C.C.s, aclult clragons,
monsters, demons, taerie
folk, and gocls.

Rifts Wotld Book Two:
Atlantis: scheduled for
ea(ly 1992.

New Generation (video) Vol.6
(Aus)

N€w Generation Vol. 7 (Ssp)
New Generation Vol.8. $39.95

(Oct). Volume I contains
the last fOU, ancl seldom
seen, episodes of the Invid
Invasion/Mospeacla/New
Generation.

Southern Ctoss: Vol 1 (3
episodes), $29.95 (Oct)

- a t t d i r t 5  v t I I t t t t t l E u .  |  i l t )

book for Heroes Unlimited
will be 160 to 200 pages
and will contain ovsr .40
villains, secret organaza-
tions, new super-powers,
and adventures. By Kevin
siembieda and Kevin Long.
Cover: James Stetanko.
(Nov)

Rapport Games
Morpheus:  Dreams o f

Steel. $12. ?

R. Talsorian
Modern Weapons: Manual of

Modern Firearms, $15(Aug)
Cyberpunk: Corp Book I,

s10 .  ?
Night city srcbk, $18 (Aug)
Eurosourcebook. $'l 0. Jul

SGS
MegaTlaveller: Lab ship

plans 2ncl ecl, $12.95 (Aug)
llSS Express M€ssenggrs,

$1  1 .95 .  ?
23ff1 AD: Kafer Battlescout

plans, $1 1.95, ?

Starchilde Pubns-
Justafiers: cybermgdtech

Srcbk, $8.95, Jul
The Silent corporation, $9, ?
Hybrid Soulcebook, $7.95, ?
Guardians: Organizations

Sourcebook, $4.95, ?

Stellar Games
Afterwars RPG, $,|4.95. Jun
Late Show: Oemonna's

n 9 v E i l u v ,  o r . t a  ( n u v ,

Expendables: xanus lll:
Fire & Brimstone, $5.95. ?

Steve Jackson
Deluxe llluminati, $30 (Aug)
Deluxe Toon. $19.95, Jul
C a r  Y V a l s :  R e f e r e n c e

scrsen, $6.95. Jul

Task Force Games
cenval casting: Heroes Now,

$1 1.s5 (sep)
starfleet Battles: cap-

tain's Log #9, $9.95, ?
Captain's SSD Pack, $24.95,

JUI
Tournament Book'91. $7, Jul

Timeline Ltd-
Morrow Proisct: PF10,

$7.95, ?

PF11 Ame(ind Empire, S12, ?

TSR
R.l.P. HorrorRPG, $20, ?
Battle for smithfield (carcl

game), $9.95 (Aug)
Buck Rogers: Phases of

the Moon, S6.95 (SeP)
Luna Access-, $9.95, ?
Marve l  Superho loes :

Warlord ol Baluur, $6.95, ?
Spore of Athos, $6.95 (SeP)

West End Games
Paranoaa: Mad Mechs, $10

(Aus)
Slaa wars: lmperial srcbk

(reprint), $20 (SeP)
Campaign Pack, $12 (SeP)
Ganera! Craken's Rebel Field

Guide. $13, Jul
Torg: Lancl Below,$15 (Aug)
Crucible of Pain, $12 (SeP)
Orrorsh Srcbk, $18, Jul
Ka\'vana Personal Weapons

Catalog, $13, Jun
Opsration Hard Sell ,  $12, Jun

White Wolf
vamoireRPG, $20, Jun
Ashes to Ashes. $9.95, Jul
storytellers screen, $7.95, ?
chicago by Night, $15 (Aug)
Blood Bond, $8 (sep)
Eloocl Nativity (Atlas Games)

$5 (seP)

3W
Starforce Terra, $28 (Sep)
Gulf wars Historical Retet-

ence Book, $9.95 (SeP)

Flom Palladium 800/6' The v afipire Kingdoms
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Colombia
The Republca de Co/ontbn is a small

country located in the northwestern portion
of South America. It is here that the Andes
Mountains reach their northern terminus.
Colombia l ies almost entirely in the north
ttopical zone. The tropical heat of this area
is modified by the higher elevations of the
Andes and high wind action. The subtropi-
cal  zone l ies between 1.500 feet  and 6,000
feet and is located usually on the slopes and
valleys of the Andes. The temperate zone
comprises the area 6,000 feet and 10,000
f eet. Most of the important cit ies in
Colombia are located between 3,000 feet
and 9.000 feet above sea level.

The vegetation in the temperate zone is
rich and varied. Forest products are a
potential source of income that is only now
being tapped.  Up to 10,000 feet  the palm
tree is  abundant .  Toucans and humming-
bitds ate f ound everywhere. The tapir,
peccary, and several types of deer are also
found here, as well as the puma, laguar, and
the spectacled bear. There are plenty of
tuttles. l izards and snakes here also.

Colombia is  a mix ing of  ind ians and
whites, which has been going on for the last
four centuries. From the time of the
Conquistadoles unt i l  the mid- l9th century.
the Roman Cathol ic  fa i th  was the only
religion allowed in the country. Even today
in the 2 ls t  century.  80% of  Colombian
citizens are Catholics. Many of the people
living here are decendants of the Incas and
other indian groups and sti l l  speak
languages in addition to Spanish.

Star t ing rn the 1970s and s lowly
building their business, the drug lords have
gained in power. First growing and import-
ing marijuana to the United States and
then harvesting and processing the coca
leaf into cocaine, these drug lords have
slowly taken over  the government  in
Colombia. The current president of Col-
ombia. Francisco Escalera. just happens to
be a first cousin to Esteban Jesus Monte-
longo. suspected to be the head of the drug
car te l  known as "Black 29."  Al though
work ing behind the scene,  Black 29 exer ts  a
gteat deal of force to keep the Colombian
government  work ing for  them.

There is  no extradi t ion of  car te l  members
out  of  Colombia and.  of  course.  members do
not pay taxes. The Colombian army and
pol ice forces throughout  the country go out
of  thei r  way to avoid any possib le
confrontat ion wi th Black 29.  Twenty years
ago, several members of the cartel were
prosecuted for  var ious cr imes.  Immediate ly ,
a wave of  car  bombs and snioer  assassina-
t ions swept  the country.  In  one case.  hal f  o f

the jury died within twelve hours as well as
the two key witnesses for the prosecution.
Naturally, nothing could be done but
release the cartel members who then sued
the government f or f alse arrest.

The Current Situation
Through threats. fear, and applications

of a great deal of money. Black 29 has
become the foremost drug organization in
Colombia. Currently, Esteban Jesus Monte-
longo is involved in activit ies in most of
South America and has many business and
polit ical connections in the Unrted States.

Three months ago, Black 29 worked out
an all iance with six othet criminal organi-
zations working the drug trade. Cocaine
and marijuana shipments to the United
States and Europe have doubled. The
ambassadols to Panama and Colombia have
disappeared and a judge in New Orleans
was gunned down in flont of the federal

courthouse. Experts in the White House
state that the situation wil l get worse
unless the a l l iance is  broken up.  And these
experts say that wil l happen when Monte-
longo and the other organization leaders are
el iminated.  Not  only  would the s i tuat ion
then return to normal. but drug traff ic to the
United States should be reduced.

Mission Briefing
Intell igence sources confirm that Este-

ban Montelongo is  the mastermind behind
the rise to power of Black 29 and is also the
main force behind the cr iminal  a l l iance.
President  Tanner has declared that  th is
organizat ion is  "more dangetous than a
rat t le  snake coi led to s t r ike"  and must  be
stopped.  Unnamed sources indicate that
Montelongo wi l l  be at  h is  h i l l top st ronghold
lor  the next  s ix  days and the decis ion has
been made to go in to Colombia and bt ing
Montelongo out and to the United States.

Posr dc 0sos .
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Srnce having U.S. troops on foreign soil is
not socially acceptable (especially if they
were caught). the CIA and DEA have
arranged for a mercenary group to do the
job. The team is to grab Montelongo and
get him out of Colombia or, fail ing that,
l iqu idate h im.

There are no radar installations at
Montelongo's home, but air traffic in and
near Medell in is monitored by specialists
working for Black 29. For this reason, the
team will make a HALO (high altitude, low
opening) parachute drop onto an aban-
doned airstrip southeast of the town of
Santa Rosa de Osos which is roughly 60
kilometers northeast of Medell in.

Approach
From the airstrip, the team will make

their way 20 km across the open country to
Montelongo's hilltop home near Santa Rosa
de Osos. lf the team encounters any hosti le
troops ot other personnel that might give
away their presence. they have free l icense
to make sure that such persons cannot do so
(by whatever means necessary). The Col-
ombian government is not to know of this
invasion of their sovereignty. If any drug
processing sites are discovered. the team is
to eliminate them. providing that doing so
will nol leopardize their mission.

Retrieval
The team will make a broadcasl on a

pre-arranged frequency about one half-
hour before they go in to grab Montelongo
(to warn the pick up crew). Then, when
they need to be picked up, another message
will bring a helicopter to the site within five
minutes. A red flare placed by the team will
show the pilot where to land.

Map Descriptions
Processing Site:

Carved out of the jungle, about 2,800
meters above sea level, the site is relatively
flat and a stream flows from the northeast
to the southwest through the clearing. In
the center of the clearing, a one meter-wide
foot btidge crosses lhe stream. Near the
stream, above the storage shed (B) are found
several circular depressions in the earth and
a latge amount of green coca leaves drying
in the sun on coalse woolen cloths. During
the day, workers can be found here turning
the drying coca leaves and treading the
dried leaves into a paste in a hydrochloric
bath in the earthen depressions.

A. LMNG SITE: This is the living
area for the workers and guards. Five
shacks are ananged in a haphazard square.
A few mangy dogs lie in the shade of the

buildings and some chickens scratch
out a living on the beaten earth.
(Use the Shed/Hut floor plan from
Merc 2000 page 79 ior these
buildings.)

B.CHEMICAL AND OTHER
STORAGE: This shed is used to
store the chemicals needed to pro-
cess the cocaine. In one corner is one
glass container of ethyl alcohol and
some copper tubing. three 55-gallon
drums of ether, two 55-gallon drums
of acetone and six one-gallon glass
bottles of hydrochloric acid. These
materials are vety flammable and
extremely explosive. Also found
here are ten large sacks of dried coca
leaves waiting to be processed. Also
siored in the shed are food stuffs and
other supplies for cooking such as
oil, flour. and white gas for portable
cooking stoves. In a box in a corner
are 400 rounds of 9mm ammunition.
(Use the Vehicle Repair Shed from
Merc:2000 page 79.)

C. PROCESSING PLANT:
Inside are several large tables and
sinks as well as four bunsen burners
and numerous glass beakers, tubes,
and vials. In one corner are a
55-gallon drum of ether, a 55-gallon

drum of acetone and a one-gallon glass
bottle of hydrochloric acid. Also here ate
two double-burner camp stoves and a
gallon of white gas in a metal can. Under
one of the tables are five quart bottles of
ethyl alcohol and a variety of pieces of
disti l l ing equipment. (Use the stable build-
ing from Merc:2000 page 79.)

D. CAR PARK: There are two
one-ton trucks here with canvas tops over
the beds. Also found here is a broken-down.
abandoned Chevy Nova. It no longer runs
and no one has bothered to tow it away.
Eventually the jungle wil l claim it. With a
little work, it could be repaired.

Montelongo Stronghold:
The stronghold is just outside the town

of Santa Rosa de Osos, roughly 60 km from
Medell in. The hil l top is approximately
2,400 meters above sea level. The com-
pound is surrounded by a stone wall. A
gravel track surrounds the perimeter. A
paved road comes up the hill from the main
road about eight km away.

A. GATEHOUSE AND STONE
WALL: A small gatehouse manned by
two guards is located at the perimeter
entrance. The gate is made of chain-l ink
reinforced with iron bars. The one meter-
high wall is roughcut stone. Guard dogs
usually have the run of the compound after
dark. There are six Doberman pinschers and
four German shepherds available. During
the day, guard and two-dog patrols follow
the walled perimeter at one hour intervals.
Motion sensors are planted at 50 meter
intervals between the wall and the gravel
lrack. They are continually malfunctioning
and there is a 50% chance that they wil l not
be turned on. If they do work, the motion
sensors wil l turn on flood l ights mounted at
strategic spots around the site.

B. PAVED PARKING AREA: This
area is used for temporary parking for
visitors'cars. It can double as a landing pad
for a helicopter if necessary.

C.GARAGES: These two gatages are
used to house Montelongo's f leet of
vehicles. Cl holds a 4WD F-250 Ford
pickup (maroon) and a Toyota Landcruiser
(dark green). One garage bay is empty. Also
found here is a complete set of automotive
tepair tools, a ten HP air compressor, and a
set of airpowered tools. C2 holds two
Mercedes 450 SLs (one dark blue and one
silver) and a Rolls Royce Silver Spirit
(metall ic grey).

D. TENNIS COURTS: These are
frequently used by Montelongo, his family
(when they are here), and house guests.

E- MAIN HOUSE: This is the mansion
where Montelongo spends about l0-12
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days a month while he meets with clients
and entertains guests. (Use the mansion
found on pagesT6-77 of  Merc:2000.)

F.  HELICOPTER LANDING PAD:
Guests quite often arrive by helicopter and
land on this paved pad. Though Monte-
longo uses it sometimes. he prefers to tlavel
to his stronghold by car.

G.  SERVANTS'  QUARTERS: This
is where the cooks. guards, and maids l ive.
(Use the building on page 179 ol Tn,iltghl:
2004 b$ double the size of the basement
storage room, make it into extra bedrooms,
and eliminate the second f loor as well as the
sta i rs  up to i t . )

H- GUEST HOUSE: This building is
used for  v is i tors who have not  been inv i ted
to stay in  the main house.  Par t icu lar ly
underlings of some of the important visitors.
Sometimes. extra guards are allowed to stay
here on a very temporary basis. (Use the
building on page 178 of Twtltght:2000and
el iminate the garage.  Instead,  use th is  area
for  a sor t  of  dormi tory wi th four  ext ra beds.
These could be beds for guests' bodyguards
or less important underlings.)

Referee's Notes
The adventure wi l l  take p lace in  two

sect ions.  F i rs t .  the team wi l l  t ravel  f  rom the
abandoned airslt ip to the stronghold. Along
the way,  encounters wi th animals and
tepti les can occur or perhaps an encounter
wi th peasants out  t rapping b i rds,  hunt ing
for  food,  or  c lear ing land for  a new f ie ld.
About one-third into the journey. the team
should stumble upon the cocaine processing
site. There wil l be 4-8 guards. 2 chemists,
and at  least  l2  peasants work ing on dry ing
the coca leaves or  t reading i t  in to a paste in
a hydrochloric acid solution out-of -doors in
shallow pits in the ground. The guards are
Veteran NPCs, carry either Uzi or MP-5
SMGs, and are nervous. They wil l not be
surprrsed easily. The purpose of this
encounter is to get the team's adrenalin
flowing but not get anyone hurt too badly
to cont inue.

The second part of the adventure wil l
take place in and around Montelongo's
stronghold. There should be at least four
bodyguards in the main house. The guards
should be avai lable in  numbers to make th is
snatch-and-grab job a bit more than a walk
to the nearest convenience store. Exactly
how many guards there should be wil l
depend on how many team members there
are and how experienced they are.

Also on the grounds are ordinary
servants. There should be at least one cook.
two household maids. a gardener, and a
vehicle mechanic. These innocents could
accidenta l ly  get  in  the way dur ing the

firefight that is sure to erupt.
Try to make this part suspenseful at f irst

as the team sneaks up and into the
stronghold. Then, make the rest of the
adventure full of action and confusion as
the f iref ight begins. For a l itt le more
suspense, have some reinforcements show
up from down the road and maybe have the
helicopter pick up be a bit late arriving.

NPCs
All peasant workers f ound in this

adventure are Novice NPCs and ate armed
only with machetes or (very rarely) old,
worn out bolt action hunting rif les l ike the
Mauser if they have any weapons at all.
The stronghold guards are all Veteran
NPCs, wear individual tactical radios ot
ITRs (see page 14 of Merc: 2000 for

details) and also carty M 12 ot Uzi SMGs.
Montelongo's bodyguards are EIite NPCs,
wear ITRs and cauy Uzi  SMGs as wel l
M92S automat ic  p is to ls .

Alternatives
I f  the p layers don' t  manage to s i lence the

bodyguards and grab Montelongo, one of
the body guards can call for help. This help
would anive within f ive minutes and would
probably be guards from the gatehouse
down at  the main road.  e ight  km away.
Anothel option would be to have someone
arr ive to v is i t  Monte longo by hel icopter
several minutes before the team moves in
(or  even as the per imeter  guards are being
si lenced) wi th more body guards.  Al l  o f  th is
can cer ta in ly  make l i fe  mote in terest ing for
the p layers.  I
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oPTToNAL HELICOPTER (VTOL) RULES
FOR BATTLETECH

The Balt/eTech game
system provides rules for
helicopter (VTOL) ope-
ration. When the rules are
compared to actual heli-
copters and their perfor-
mance. it becomes clear
that a few changes and
additions are necessary to
improve the realism of the
simulation. The optional
rules presented here allow
realistic helicopters to be
designed and used with
the Batt/eTechrules.

Helicopters In
Combat
Operations

The development of the
helicopter into a fast and
sophisticated battlefield
unit has changed the way
most combat is conducted.
First used in the Second
World War, the helicopter
has seen extensive service
in all theaters of military
operations. Not until the
Vietnam War did the heli-
cop ter  emerge as  a
successful attack aircraft.
Advances in technology have improved their versatility and
performance. Today's helicopter is a heavily armed and
armored gunship capable of engaging targets in day or night
and in adverse weather conditions.

Tactics
The helicopter is one of the most versatile and yet

vulnerable combat vehicles. While maneuverability is the
WOL's greatest asset, the lack of heavy armor restricts its
usefulness as a major combat unit. However, it can still be a
powerful battlefield weapon when deployed correctly.

Basic Guidelines For Deployment And
Engagement Of VTOL Aircraft

1. WOLs should limit their attacks on a target's frontal
field of fire.

2. WOLs should maneuver to take advantage of a target's
limited fields of fire.

3. WOLs should take advantage of as much covering
terrain and objects as possible.

4. When ANY rotor damage is sustained, withdraw as

soon as practicalfrom direct
combat. The rotor system is
lightly armored. The risk to a
WOL's safety from a dama-
ged rotor system is too
great to allow continued
operation in a combat
environment.

5. The WOL's greatest
enemy is anotherWOL.

Scale
Each hex on the Batt/e-

Tech map is 1 0O feet across.
Each hex on the Aero-

Tech low altituds map is
1,640 feet across.

Each turn is equal to 10
seconds of realtime.

Speed
Most attack helicopters

have a top speed of over
200 mph and cruise at 150
to 175 mph. Advanced rotor
craft, like the X-wing and
Rigid-Rotating Rotor air-
craft, have top speeds of
300 to 500 mph. The table
below converts miles per
hour into hexs perturn.

Externally Mounted Weapons
One of the helicopter's greatest assets is its ability to

carry a wide variety of weapons mounted on racks, which are
mounted on external pylons. This allows the helicopter to
carry the most offective weapons to neutralize a specific
threat. Most helicopters and all attack helicopters have up to
four racks with which to carry externally mounted weapons.
Each rack can carry one weapon of any Vpe. All externally

MPH BATTLETECHMAP AEROTECH
100 15 1
150 22 1.5
200 29 2
300 44 3
400 59 4
500 73 5
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mounted weapons only fire out the fonruard row of hexs. One
externally mounted weapon will be damaged and rendered
useless when the location of its suspension receives
damage. US weapons are very similar to their Soviet
counterparts for gaming purposes.

section on vehicle construction for complete rules). The Lift
Table found in the rules doesn't allow for the helicopter's full
speed potential. The Revised VTOL Lift Table replaces the
Lift Table found in the Eatt/eTech Manual.

Movement Loss Due To External Weapons
Movement points are lost when a helicopter carries heavy

weapon loads. Flank speed is not allowed when a helicopter
carriss any externally mounted weapons. When a weapon is
firsd, sjected or damaged from combat, the helicopter may
regain some of its lost movement points.

Designin g Conventional Hel icopters
A few modifications have been made to the standard

design process for WOLs (consult the Batt/eTech Manual

Speed Limits
ConventionalWOL cruising speed range: 15-20 move-

ment points.
Conventional VTOL flank speed maximum (never to be

exceeded): 30 movement points.

Typical Conventional Helicopters
UH-l Huey
Origin: USA Type: Utility Transport Helicopter
Speed:Cruise=18 Flank=27
Crew:2 Passengers: B
Weight: 3 tons (4.75 max)
Internal Structure: 0.5 tons (1 point) Engine: 'l ton
Controls: 0.15 tons Rotor: 0.5 tons
Armor: 0.85 tons (Armor factor: 14 points)
Armor locations values: Front: 4 Left: 2 Right: 2
Rear:2 Rotor:2
Note: The UH-1 can be fitted with an external mounting
asseillory a||ow||rg 4 rauKS rur weapons wergnlng up ro
1.75 tons. All fixed forward firing.

AH-64 Apache
Origin: USA Type: Anti-Armor Attack Helicopter
Crew: 2
Speed: Cruise=2O Flank=3O
Weight: 5.5 tons (8.8 max)
lnternal Structure: 0.5 tons (1 point) Engine: 1 ton
Controls: 0.5 tons Rotor: 0.5 tons
Armor: 2 tons (Armor factor: 32 points)
Armor location values: Front: 10 Left: 8 Right: 8
Rear:4 Rotor:2
Weapons: One Machine Gun with ammo for 50 shots: 1
ton (nose mounted with 180 degree field of fire)
Note: The AH-64 has wing pylons with 4 racks for
weapons. Each wing has a mount for one Stinger Missile
Launcher. Allwing weapons are fixed forward firing.

Ml-28 Havoc
Origin: USSR Type: Anti-Armor/Air Combat Helicopter
Crew:2
Speed: Cruise=20 Flank=3O
Weight: 7.5 tons (10 max)
InternalStructure: 1 ton (1 point)

WEAPON WEIGHT AMMO
ooNs) (sHo"r

MK 50 machine gun pod (Note 1) 1 50
MK25 machine gun pod (Note 1) 0.75 25
MK-7long rng rocket pod (Note 2) 0.1 7
MK-lgshortrngrocketpod(Note3) 0.3 19
Tow missile launcher (Note4) 0.5 4
Hellfire missile launcher (Note 5) 0.5 4
Stinger missile launcher (Note 6) 0.1 2
WEAPON NOTES:
'1. This is the standard machine gun as found on the
Weapons and Equipment charts.
2. This pod carries standard missiles. They can be fired
in quantities ol 1, 2, 3, o( 7.
3. This pod carries standard short range missiles. They
can be fired in quantities of 1,2,3, 8, '12, or 19.
4. The Tow has the range of a standard long range missile.
It is a typical anti-armor missile and does 1O points of
damage.
5. The Hellfire has the range of a standard long range
missile. lt is an advanced anti-armor missile and does 20
points of damage.
6. The Stinger has the range of a standard long range
missile. lt is an advanced air-to-air missile that can attack
any flying target and does6 points of damage.

TONNAGE LIFTFACTOR
1-5 50

6-10 100
11-20 200
21-30 300

Note: Negative numbers are not allowed when
computing the engine rating.

EXTERNALWEAPON CRUISE MOVEMENT
wErcHTcroNs) PotNTLoss

0.1 to0 .5  No loss
0.6 to 1.0 25o/o
1 .1 to2 .0  50%

Note: AllWOLs can carry no more than 2 tons of stores.

Engine: 3 tons
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Controls: 0.375 tons Rotor: 0.5 tons
Armor: 1.6 tons (Armor factor:26 points)
Armor locations values: Front 10 Left:6
Rear: 2 Rotor:2

of corwentional aircraft and tho vertinl takeoff and landing
characteristic of helicopters. The X-wirtg rotor acts l[fre a
normal helicopter rottx at conventional helbopter speeds of
2OO mph or lourer. The X-\Mqg rotor can sbp trmirg *'hits in
flight, corwerting into an air foil and using a pt turbine engine
for horizontal thrust. This allo,rls a cruising speed of an b
300 mph and a flank speed of up to S(X) mph. The X-Wrg
rotor is driven by compressed air generated with a
conventional jet turbine engine. The cornpressed air b fiorced
through slots in the faifng @e of frre robr, gMng lift ard
oontrol to tts vehicle.

The RCR Rotor System
The Rigid-Countsr-Rotating rotor (RCR) WOL uses the

same plastic graphite composite tectrnology ttrat nms
developed for the X-Wng- The RCR VTOL has tffo s€,ts of
rotor blades, rotating opposite of eaci offier- The counbr-
rotating blades eliminate the rped for a tail rotor, reducing
the weight and comflexlty of fte vehicle. Normal helboptsl
rotors are flexible, allodng great manewerabiltty bnt onv at
lorr speeds. The dgid rotor allorrs the use of a pt trrbine b
increase its horizontal cruise speed to 2(n to 250 mph and a
flank speed of up to 450 mph.

Designing X-Wing And RCR VTOLs
A feut modifications hane been madg to the slardard

design process for X-Wng and RCR vetriles (consutt the
&flefeh Llannl section on vehicb constrrctirn br
complote rules of desiging WOLS). Atuanced WOts trave

Right 6

Weapons: One Machine Gun with ammo for SO shots: 1
ton (nose mounted with 180 degree fietd of fire)
Note: The Ml-28 has wing pylons with 4 racks for
weapons. Each wing has a mount for one Stinger Missile
Launcher.

Advanced VTOL Combat Operations
The technology for advanced WOLs using the X-Wng

and RCR rotor systems was available in the late 20th century.
These rotor systems enabled WOLS to travsl at two to three
times faster than conventional helicopters. X-Wing and RCR
WOLs are capable of moving at speeds of both conventional
aircraft and helicopters. lt's a common tactic of advanced
WOL pilots to enter the batUefield at aircraft speeds to
engage air cover and slow to helicopter speeds to engags
ground targets. They use their increased speed to improve
their attack advantage or to remove themselves from
unfavorable situations.

The X-Wing Rotor System
Advances in computer and plastic graphite composite

technology made possible the X-Wing rotor system.
Developed in the late 20th century, the X-Wing rotor tumed
the common helicopter into a true multi-mission vehicle. The
X-Wing rotor is specially designed to allow WO[s the speed
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an increased lift factor. The Advanced WOL Lift Table is only
used for advanced WOLs like the X-Wing and the BCR
vehicfes and replaces the Lift Table found in the Balt/eTech
Manualwhen constructing advanced WOLs.

Speed Limits
RCB cruising speed range:25-33 movement points.
RCR flank speed maximum (never to be exceeded): 50

movement points.
X-Wing cruising speed range:35-48 movement points.
X-Wing flank speed maximum (never to be exceeded):

73 movementpoints.

Rotor Armor
The X-Wing and RCR WOLs have large multi-blade rotor

systems. The rotors may have an armor rating up to 4 points.

Typical Advanced WOLs
vx-26
Origin: USA Type: X-Wing Attack Helicopter Crew:2
Speed: Cruise=48 Flank-73
Weight: 11 tons (13 max)
InternalStructure: 1.1 tons (2 points) Engine: 5 tons
Controls: 0.55 tons Rotor: 1.1 tons
Armor: 2.25 tons (Armor factor: 36 points)
Armor location values: Front: 12 Left: 7 Right: 7
Rear:6 Rotor: 4
Weapons: One Machine Gun with ammo for 5O shots: 1
ton (nose mounted with 180 degree field of fire)

Note: The VX-26 has wing pylons with 4 racks for
weapons. Each wing has a mount for one Stinger Missile
Launcher. Allwing weapons are fixed fonrard firing.

KA_37
Origin: USSR Type: RCR Aftack Helicopter Crew'.2
Speed: Cruise=25 Flank:37
Weight: 8 tons (10 max)
InternalStructure: 1 ton (1 point) Engine: 1 ton
Controls: 0.4 tons Rotor: 0.8 tons
Armor: 1.8 tons (Armor factor: 28 points)
Armor location values: Front: 1O Left: 5 Right: 5
Rear:4 Rotor:4
Weapons: One Machine Gun with ammor for 50 shots: 1
ton (nose mounted with 180 degree field of fire). Two
Machine Guns with ammo for 5O shots: 2 tons (fixed
fonruard field of fire)
Note: The M-37 has wing pylons with 6 racks for
weapons. Each wing has a mount for one Stinger Missile
Launcher. Allwing weapons are fixed forward firing.

Helicopters In Combat
The Batt/eTech rules for helicopter combat and move-

ment are unchanged. The Stinger, Tow and Hellfire missiles
have increased damage values to rgflect their real world
abilities. The technology that makes these missiles more
damaging is their anti-armor warheads, not micro chips.
Using them in a Batt/eTech scenario may off balance the
game. tf a 20th century scenario is being played, the missiles
should be used. The helicopters and missiles presented here
could represent Clan WOLs. Players should use their own
discretion.

The Stinger Air-To-Air Missile
The Stinger is a low cost heat seeking missile. lt may only

be used against flying targets. Units may defend against the
Stinger by using flare counter-measures. A flare counter-
mgasure defense represgnts several hot burning flares
launched from the target to confuse incoming heat seeking
missiles. They are standard equipment on most flying
vehicles. Typical flare launcers carry enough llares for 1o
flare counter-measure launches.

Using flares gives the target a flare modifier. The flare
modifier adds 1 to the To Hit dice roll for each flare
counter-measure defense used in one game turn. I

MAXII'UM RCR X-WING
TONNAGE LIFTFACTOR LIFTFACTOR

1-5 140 150
6-10 180 2&
11-15 310 450
16-20 460 650
21-25 600 850
26-30 7ffi 1050

Note: Negative numbers are not allowed when
computing the engine rating.
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It was a typical night at Amold's Bar ancl
Armory at seventh and Gatesville. Roacl Waniors
mixed it up with the corporate waniors (known as
'solos'), with the bar's own wsapons providecl
fro€ of charge, as long as th€ cuslomer checked
his own woapon in wirl ths hat chgck girl up tront.
In one comer of the bar was a stage tor thg
wom€n lo stuff money into th6 G-strings thatthe
men woro. on the othsr sic,e. nd(ed women
dancod for the same reason-cash. The din
coming out ol the sped(ers was the latest by the
cyberband 'vsribat'. stardust trails llashed across
the walls and ceiling from thg lights shining on the
olcl fashioned disco globes. Smoke driflecl up to
the ceiling from all th€ clients vvho still got a high
from doing MaryJane.

Off to the side near the dancing stage with the
women, Johnny Gibson, alias "shotgun," sippgd
at a Bend-Me-Ovor as an olive-skinned dancer
llashed him a smile and ground hersell down to
the stage floor, leaning over to urhere Shotgun
watchecl. Closer ancl closer she moved until her
ample chestwas only contimete.s trom his tacs. A
slender hand reachecl out to stroke Johnny along
the right sids of his face, near ths comput€r
inpuvoutput jacks embeddecl in his skull at the
temple. These Cybemetic implants allowecl the
user to mentally interface with a computet system
and to operale the sottware from "within." The gid
slowly stood back up, tumsd arouncl to pres€nt
her postgrior with tho thin white strancl of her
G-string caught betwgen the two creamy globos
of flesh,

"Okay darling. Hers's a five for that one." He
slipp€cl a green into her waistband, lingsring ovet
the teelof her soft skin.

As the ctancsr stood up lo go lo another part
of the stage, shotgun spied an old triend entering
the bar, the one he'd been awaiting for over an
hour now. Johnny movsd away to intgrcept the
stunning woman in black leather and tishnet boc,y
stockings. "Ac€! Ace! over herel" he yelled.

Along the way to meet his lady f riend, Shotgun
pickect up snalches of conversations.

"The Japos aro going to raise the prime rate
over here again. Can you belisve that?"

"...h€arcl thal there was an acciclent on the
moon lasl wesk. A domo belongino to lh€
Europoans and all in itwsrewipedout."

"Capetown is still holding up under lhe siege.
Mitsu just delivered a frsighter's ryorth of food
past ths blackigs blockad€..."

Ace hacl ths most beautitul jade green eyos
sparkling under aubum bangs, sygs that track€d
him like the target sansors on a Blackcat staalth
'copter. Her breasts were neithgr too largo, nor
loo small, but filled out her outtit pertecty enough
to catch the €ye of every man in the bar. she
flashed a shaft's grin. Onc€ he was within range
she said, "Johnny Shotgun eibson you olcl tart.
Still can't get any, I see."

"Always with the negative vibss, sweetheart.
You know you'rs the only wench for me. Come on
over to my table and l€t's catch up."

"No. lwant to ses some real men."
"Ahhh. lt's nice to know that you still carg

about me. An)^,vay, you were the one who
arrangect this m€eting-and showed up late."

Shotgun watched as Ac€ hesitated lor a
moment b€tore inserting her right arm through his
left to be escorted back to his labls. Th6y were
delayed by a knife fight, but eventually macle it
back to his table. Arnold's trauma t6am was there
right av/ay to clean up the mess.

Johnny looked his lacly friend over. Shelly
"Ace" Townsend wore a black tishnet bodystock-
ing made out of kevlar fibers. Mors kevlar body

L.l'N.Ht U'P
annor was insido the leggy black l€athsr body suit
wth a silvor stud sFrike belt holclino a pistol
holsts., a similar sfuddod spke collar around hsr
lhroat, and hor f8et wera incased in lhe latost
'Gestapo' boots. A wry sharp contrast to
Gibson's tadocl bornb€r iacket, blusisans, dld
dirty cowboy boots. "shelly. shelly, shelly. Time
has flown by for both ot us."

"What did you expecl atter a di\rorce? You'G a
road wanior and a Notunner. I'm a solo for Mitsu
Inc. Oo most ot my work in fis Pacitic rim now
days. You wantecl to stay here in tho ruins ot
America. The big budG areto be had in Japan."

"Then why :vs you here agdng for mo?
Souncls to me like Aca is the Superwoman of
twenty ought thirty tour."

"Dear ex-hubby of mine. I neecl your talents to
g€t m€ to th€ ruins of a certain placo not far lrom
here. What's more, I'm authorizsd to pay clouble
your normal rate. Sooo...you'll be gettin' tifty K
instoad of ttv0nty-tive." sho looked hgr ex's tacs
over very closoly, waiting for his ansiwer.

"OK. I want to heiy moro. Lets blory ov€t to
my digs to chat."

t t t t a

one goocl thing about liMng in the mountains
ot New Mexico in Nerfl Albuguergue was that one
could still see the stas at night instsad ot lhe
chomical fog that one got in the megacities such
as Los Frisco or tho megacomplex stretching

trom l{ortok norlh to Boston, with police AV-zs
(radicd ulban Assarlt vehicles) and their ambu-
lance cousins crisscrossing the night sky, lights
flashing and sirens screaming to ths city belo\rv.

Shotgun tumod tho whesl ot his 2030 Ford
Thundsrtird-X into lhs apartment fortress coril-
pouncl lhat he livsd at. The turbino powered by
m€ta-alcohol ild methane spun itself to rest and
silence in his paddng spaca. Ths remote-confol
missile dtd .3o cdib€f chain gun turgton the bac*
cled( remdned tacing toMarcl as the gull-wing
doors popped open :rnd slid back along ths
midnight Uue bocly. Shotgun waved hello to lhe
night gudd bad( torvards the enty way, and
escorted his lady triend into th€ apatrnent
builcling. His bademark, an Atchison assault
shotoun with a drum magazine in bullpup
configuration, was atth€ roady in his righthand.

A cpite nat rd smile appeared on Ace's face,
to rvhich Johnny was puzzled when he opsned
tho mrt'n cloor tor hsr. When askgd about her
sudden srnile, she sild, quoting the ouard, "HorY
(b€s old Shotgun get all lh€ good lookin' onos?"

"lf only ho knew lho real tuth about us. But,
how did you--oh.Eionic ears, right? H€'s a good
twenty-eight to thirty meters away."

She pointed to het left ear. "lt's the latest in
cyber-bioriic eds." Ace kept her smile plasteted
on her fee. lt was one of those smiles womsn
have saying. "l'v€ oot soveral more secrets and
you'ro notgctng to get any (of them)."
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Ace laid her hancl along his three-clay-
groudh-of-bearcl-coverecl che€k. "Still protencl-
ing to be a Texas cowboy, aren't ws? Pickecl up
any nelv John wayne, or Incliana Jones cyber-
programs?"

"Just get inside, willya."
Once sately cocooned in his apartment th€y

got clown to business. hside th€ modest sized
apartment, Shotgun noticed Ace checking out his
vidoo clisk library near th€ flat scfeen w. slim
fingers traced a pattgrn scanning over th€ titles.
Most of the films were action/advonture in nature.
Tho Star Wars and Inctiana Jon€s Vilogies. The
original Batman TV series starring Aclam West ancl
tha lat€r Eatman movies ot the lat€ 1980s ancl
,l990s. Sevgral John Wayns westerns ancl war
movies mixed in with the'conan' type shows. sh€
looked back at Shotgun. "And lll bgt that your
cyber-programs match all of these titles."
Shotgun decided not to respond.

Ace took out a small clovide and sweDt the
room tor bugs and other masty electronic vermin.
Once done, she reolacod it back into her l€ather
jacket and sat down at the computer clesk. She
slippscl a datachip clisk out of one of her other
pockets and used the mouse to bring th€
information up on scre€n.

"Mitsu has contractect with ms to do a Bag
Job. Anc, to be sure that it's a sanitized job. lt will
require you to perform a lechnical penetration
and locats a certain laser disc full ot noat junk iust
waiting for us in downtown Dallas."

Johnny grabbed ths back of hBr chair and
whirled her arouncl to taco him. "Go into that
radioactive pit?l Damnl No woncter you haven't
founct anybocty yet to t*,e you thsrs. I'm not
going sither. Get out of here!" He grabbect for hor
arms. but she performed a neat litu€ martial arts
lwist that ssnt Gibson flying in a bailistic arc over
the sofa into ths coftee tablg, shattsring its glass
too.

"Dear,' she went on, "l€t m6 tinish. There is
something slse that we have to clo there. In order
to retrieve this clisc out of the vault like I told you
before your outburst, I n€ecl a Netrunnet to enter
the mainframe in ths Williams builcting-that's
wherew9 are going-and discover its location. lt's
hidden in the data files there,"

"No way in Helll That place is stifi going to be
hot for anothsr month. Thoss tenorists did a real
bang-up iob with that extra clirty n€utron bomb at
Love Field. Ancl all the smallar ones along the
loop. Plus, tho Texas Guard is kesping everybocty
out. lt's tighter than a ten year old virgin."

"You mean to tell me that you actualty tound a
virgin that olcl over here?" she clemurely askod.

"You know what I m€an, dammit. This can't b9
lsgal,0ith€r."

"Ha ha ha. Legal? What /slegal in the states
noilr? The USA is no more. lt's iust a collection of
cilystales, totally depend€nt on imports tor fooct,
energy, r?|lfl materials. Th9 corporates see to that.
The litsstyles that our grandparents livec, are
nothing more than faery tales we tell to chilclren."

"At least I dich't just givo up to go and tive in
Japan. I hear that they are going back to their old
samurai ways and other quaint old customs."

"lt's a b€tter lifestyte tor me than it was for you.
| oet to travel th6 world doing my iob. Sometimes,
I even go up to the Eutopean spac€ stations or
even the moon. Look at you. The people in this
berg are clelucling themselves about bringing back
the old America. lt's gone th€ way ot the
pharaohs. Th€ orug war, the seconct Mexican
War, the Fifth Terrorist War finaily did in our dear
old country. Not to msntion the ptagu€ years that
took out ovsr a quarter of the planet's population.

On topol lhe cleaths still being rscofcled as clying
from AIDS-TWo. Ancl nBed I tell you about the
pollution over here on this side of tho globe?"

shotgun climbecl out ot his coffoe tabte and
went facB to face with his sx-wife. "Asia, my dear
wife, still produces mor€ toxic fumes than Los
Frisco did ten years ago. You are beginnino to
believe in our own bullshit press."

"John," Ace whisp€red, "this is a way to pay
off Nsw Dotroit fo( that fancy car of yours you hacl
them build."

"Wrono, Ace. The Blue Machine is all paict for
after I did that run into Utah for thsm. In lact, I
receive royalty checks lrom Ford sinca they've
started to maftet the Thundqrbird-X. Especially
when someone orcl€rs th€ weapons package and
four wheel drivg oDtions like I have on the
prototype out there. You see, Ace, Mitsu didn't
get a//lne information it wantecl about me ancl my
affairs likeyou believecl thsy did."

Johnny went into the kitchen and came back
wilh two cans of beer ancl handsd ong to Ace.
They clrank in silence lor sevsral minutes. Ace
e.iected her disk and turnect the computer off.
Standing. she embrac€d Johnny. "l know soms-
thing else about this mission lhat will md(e sv€n
you beg mo to allow you lo come along. That
same computer mainframe is hookod up to
Cenlral Bank and Trust. Mitsu has one third
interest in it and will allow you to transfgr their
f uncts into your account."

Johnny's steol grsy eyes borsd into Ace's
gresn eyes. "What is on this c,isk that Mitsu is
willing to go to war with the nation o{ Texas
ov€r?"

Kissing him on his stubby chgek, "Ours is not
to reason why."

"'But to do or dis' is how that line ends, Ace.
Even having sex with you again is not going to bg
enough for this job. we'll be driving into punk
road warrior teritory on the olher side of Clovis.
Have to jog down to Lubbock to rsstock our fuel
ancl ammo. And thsn lh€re's the three hundred
mil€ stetch between Lubbock and Fort Worth
whoro larmBrs battle it out betw€sn the punks anc,
the druggies."

She unclicl his r€cl ancl whits plaicl westem shirt
and rubbed her hands over his hairy chest. He
responded by helping her out of her iacket and
unzipping h€r boclysuit, noticing ssveral scars thal
were not on her psrson the last time they made
love. To his trainecl eye, Shslly's left arm was now
bionic. Tho ne$/er bionic limbs on the market
toc,ay can totally tool anyone. Another surprise
was the lact that he could feel the insertecl body
armor b€neath th€ €piclermis. To which he
remark€d, "That's ons way to keep your figure."

Thero was no need for a response. shotgun
picked his ex up in his arms and carriecl h€r into
th€ bedroom. Their bodies werB now on auto-
matic, but their thoughts were on the ,ourney to
come.
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It was a typical mid-morning, mid-August
Texas day. Not a cloucl in the clear blue sky
abovs. The tialds to eithgr side of ths four lane
divicled highway were full of cotton ancl wheat
stubble. Her€ ancl lhere, the burnt-out shell of a
truct( or car restecl on its rusting metal rims.

From over the slight rise in the tenain racecl
Shotgun and his Thunclerbird-X, traclin0
machinegun tirs with an olcl model Dodge pickup
ancl twonty or so punk riclers. A fe\i/ bull€ts
skippecl off the armorecl right sicle ot the car. Tho
wind whipped the multi-color hairclos of the
bikets around their taces as another burst was

tired off.
Ace mannecl the manual controls lo thg

weapons pac*aoo from the righthand seat.
Johnny was pluggsd into the car's computsr. In
his mind, fuel flow figurss, engin€ temperatures,
tire pressuros, cursnt weight ot the car, con-
ctitions ot the road surface, and hundreds of other
factors receiv€d his constant attention with each
milliseconcl ot time passing in the 'real' worlcl.
Digital reaclouts also flashect onto the tinted visor
of his blue and white heh€t

"Okay, Ace. I've only oot two more LAWS in
tho launcher. Can't let you play with these guys
anymore than you already have."

"Shut it up. l'm aiming."
Another LAws rocket screamed out of the

launcher to impact against the front encl of the last
punk rocker's pickup truck md(ing the vehicle flip
end over end to block the roadway. One of the
bikers couldn't turn out of th€ way quickly snough
and ho flipp€cl end over end as well. The others
decictecl to let tho blu€ Thunderbird-X pass on by.
Easier pickings wero to be had elsewhers.

Ace rais€d hsr helmel visor and flashecl
shotgun a victory grin.

Johnny kept the speedometer at a moct€rale
95 mph pace until th€ last smoking weck was
about three miles behincl. He pulled off to th€ side
of the road and stoppsd, doubl€ checking th€
radar r€adouts. No tafg€ts closing in on them
from behind. He clisconnectecl the two wiros from
the overhead console panel anct flipped up the
tinted, electronic visor to his helmet. "what do
you think about this car now?"

Ace returnsct his gaze. "Fancy. But it's real
easy to use up a lot of ammo."

"That's why I usually control weapons tire
while I'm in the computsr. lt's been awhile sinc€ |
went punk hunting. Feels good. we'll stop in
Lubbock and get a retill ancl reloacl as we
planned." He reinserted the wire iacks that exitecl
his h€lmet at th€ right temple into the overheacl
console and accgleratBd back onto ths roactway,
twin plumes ot dust rising from behincl the rear
tires.

Tho trip into and oul ot the tortress city of
Lubbock createcl no probloms. Shotgun ctecicled
not to stay on U.S. 84 to Roscoe and join up with
Interstats 20 there to go into Abilene anct on into
Fort Worth. Because it was a heavy traffic roac,, all
weapons-equipped motor vehicles w€re requir€cl
to have their weapons "p6ace ssaled," meaning
sticking red tlags on all visible weapons ancl
putting a lock on the inside arming switch. Gibson
clecidecl on U.S. 82 as if he wsrs going to go to
Wichita Falls. lt would be at Seymour that h€
would take state 114 to Jacksboro and join up
with State 199 into northwestern FortWorth.

The clrive through the south Plains counties
east of Lubbock w6nt without any troubles what
so ev€r. Things startsd happening in seymour.
First they hacl lo evads a Texas Guarcl Tank
Company battling a combined arms punk army
the size of which neither Ace nor Shotgun hacl
ever seen or heard about before. lt was early
evening by then and ths town of seymour lit up
the sky with trac€r rouncls. Backtacking and
detouring took the couple clown to Haskell ancl
onto U.S. 380. two hours behind scheclule.
Eventually, the Thunclerbird-X arrivect in Jacks-
boro, Texas, where they triecl to makB up the lost
time.

outsicte of Azle, Aco motionecl Johnny to td(e
a farm market road to the north which he did. Six
miles later, she clirected him to park near a bumed
out farm nol far from Eagle Mountain Lak€. The
digital clock in the dashboard was tlashing 9:57
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PM. Shotgun checked his motion detection
sensors ancl vie\,ved ths ouisicle world in the
infra-recl. No humans or any othar animals wBrg in
lhe area.

"So, what's the plan? Why are ws sitting hers
in the shadowof a metal tool shed?" hs inquired.

Ace tumed to look at shotgun. "First, we get lo
stretch our lsgs. Second, you hglp mo unloacl the
ultralight gyrocopter from tho backseat. Third, we
fly into Dallas bolow.adar. Simple, really."

Shddng his head in disbelief, "Why dicl I even
bother to ask? okay. Let's do it."

"You know, Shotgun," Ace saicl as she
climbocl out ol tho riohthanct car winclow, "with
the Guard fightino bac]( in Ssymour, it just might
be easier to sned( into Dallas."

"Ahhhl That teels good," h€ saicl, strgtching
his arms up above his head. "Maybe. But don't
bet on it. And by the way, how are ws goino tg see
ourway into Dallas llying a little uluali0ht?"

"Because, clear, I have the map stoted on a
braan chip. You and I both know how to tly tttis
thing using the low light intensiliers inctudsd in
our helmels. But my chip has the latsst
inlormation on where the radar sites ar€, the
conclition of downtown, location ol patrols and
anti-aircraft banefios. And lo|s of olher neat
strjtf."

"'Neat strrff' she says. I didn't feel any ilmot
platino in you. butt the other night. And I surs as
hell don't have any in mine."

"Don't worry. l'll keep us iMay from the
patrols."
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"'Don't worry, she said. l'll ke€p us away from
the parols.' You'r6 not doing so w€ll at that, ate
you?" Shotgun yollecl into his mic as he fired oft a
drum ot solid shot down tolryards thg ground ancl
bohincl the little red fiberglass gyrocopter. Target
informalion was being flashecl onto thg inner visor
ot his hehet f.om the minicomp hooked up with
his shotgun. lt hslped him ke€p track of the type
of ammunition ancl numbsr ot rounds remainino
in the drum.

"Oh will you stop complaining. I'm trying to
drive, can'tyou soel" Ace scrsamecl.

A hundred feet below on Interstate 30 $rhero
;ort Worth and Arlington ioined, a Texas quard
"Jummer drovB along at brgdoock speed; tho
squad of troopers in back fired off their
Stemmeyer M-95A2 5.56mm NATO caseless
assaull ritles using depletod uranium rounds.
Buzzsaws screamed by Ace's and shotgun's ears
jn th€ semi-enclosed cockpit ot the gyrocopt€r.
And more important, not one bullet hact yet hit
theirtiny craft.

Tuming around in his seat to roload and to look
at his ex-wife, Shotgun said, "Damnl Sure would
like to get my own Stemmeyer once we get back
to NewAlbuquerque."

"Know what you mean. Looks like we'll have to
JivBrt clown to Duncanvillo, then swing back up
Into csntral Dallas."

"No way. You'll be flying owr the otcl Navat Air
station at Mountain creek Ld(e. Tum back to the
north now and follow the Trinity Rive. and head
torLoveField."

"Thought you didn't want to go there?"
"l said 'head tor Love Field,' not 'fly over.'

once we are wihin the boundary ot Loop 12, tum
backtownrcls l-30."

"Actually, ths williams building is n€ar the
Market Canter. ll we made like we really w.rnted to
go to Love Fielcl, that could buy us soms extra
time now sincewe have begn discovgted."

More buzzsa\rs flashed by th€ lituo gyrocop-

tor. "Do what€ver you want, Ace. Just do itl"
Johnny tirecl off somg mote rouncls.
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While assembling the gyrocopter, Ace had
told Johnny that they rvould ha\re to lrtd on the
roof of the williams building and lhen md(o lh6ir
way clown to lhe computer roofn. Thnlfirlly, tho
Williams builcling was only twenty-faw stories tall,
one ot the litte ongs built in th€ last century.
Landing was no Woblem after tho couple ditched
their tail just inside the Itcop. lt was umervlng to fly
betwaen darkoned oflica buildings in u|at dead
city. Ssveral tall columns of tire witt bld( ctly
smoke climbing up into the nioht sky stood as
grave markers for the thousnnds who diod in lhe
attack. lf it wasn't tor ths nose filbrs bot| of lhem
wore, they would not havo been Sle to oet this
far inlo Dallas. Ace glided the litte red mdtine
within scant inches ot one of the rlr-conditbning
modules. Td(e-off yvould rgquir€ the us8 of the
littls rocket booster nested undemsalh the maln
landing g€ar bracs noar whsre lhe tll boom
joined the main body.

Shotgun finished stakino the tie downs into the
roof whilg Ace chedGd her s€nsofs. l,lo heat
sources that could bs human bodigs wgro
anl/where neiv the building. on lhe outride, that
is.

Entering the building requirsd Ace to prrnci a
cocle number into the inspecton hatctffay.
Twenty minutos lator, tho ltvo inbrlop€rs w8ro
inside the Williams builclino's mdn cofliputet
room. Ths clean up crews hd yet to go trao{rgh
tloor by floor of this building. Johnny calgfully
removed what once was a womdl from bshind a
desk and laid her out on the floor. Then he saal€d
himsglf bofore a standard intorfac€ tenninal md
withdrew a small pad€gB from his jad€l pocket;
a couplg' plug in jacks and an interface modefn
with pgrsonal clatachip disk to store new informa-
tion on.

"Shotgun. I'm going on dowr to lhe mdn tloor
to check outtho security office. Be bd(in ton."

"OK, Ace. l'll Uack you throu0h the monitors
when you get clown there."

Oncs Shotoun was all set, he patched "1N." His
mind filled with images ot grey-whib stalic in a
whirlpool as his "computor progrnn of himself'
clroppgcl "On Line."
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Johnny Gibson was now in Michml Keaton's
v€rsion of Brtman. All around him was tho 1989
movie ve.sion of Gotharn City. This was just one
version of the 'comic series' ot intortace
programs out on the mal(et He had a copy of lhe
Adarn West Batman pfogram. but it crdhed in
Utah. The "Batcave" was really.a data wdl ot
laygred static that "reflectod" ily tac€ progftm
from finding lhe "enty wry" lhat the Nstunnor
usecl to gnter the computet systgm. shoEun was
using a Level Six protsctioo progrnn, lhg next to
the best available on the marl€t

The roads in this city wefe rsally the electicd
lines ot th€ system. Computof ryodstatons. dig(
storage units, other modems w8rs "buildhgs."
Compulsr "clefense" syslems w€rB bfid( wdls
that accsptecl only codecl messaoes to dlow lhe
user to go arny furthsr. And therg was a lrgo one
right in front of him. Batman (Shotgun)witldrsw a
hammer from his utility b€ll and .lmsd at the first
wall in front of him. In app€rdrco, it looksd lke a
20 pound sledgehammer. With a mighty swing,
the first wall came crashing clown. Batndt was
well iMare that using a ffognm would dort ily
nearby detonse prograns. On the othef side of

the wall was a mdaum sae, sh40y ur* doo
with a spke collr. A Lelr€lThreeAltfli prcgrilr.lt
lsiled towad lhe intruder, be|h bded. AnoU|€
item appened in Batnil's hild trofii t|e ufity
belt. lt was, of co{rrs6, a twin-Sdrded shotsm.
w'rich he fired. This ca|sed tho Wabhdo0
progftm to crash ild dis4p€a.

Batmdr cdted up lhe Batnodo drd il
appened by has dght sids. He cfimbd lr drd ofl
the computer cd wEnt Inside l||€ ffii seat
codeit, Batmil acti\rated his'siedth' progfdn.
Ddving doryn ule caty str€et lhe Bilnotilo rad
past mdry low le\rsl s€crxlty pogftms t|at hnt
rclivated sincs th9 intusbn inb t|e system qp
qudtor of a second 40 in lho "orrtt'de ]gd fme."

Ho stopped beforo t|o polce stafon rid
dimbed out Ew'ythang w6 sn opftg A-d(ay.
Usino a Levsl Four Codecrd(gr. Batnar gdred
enty into the \Mllinns buflding sscrtily offico trd
siwaooorsd o\rBr to o|e 'w ltfofJbf' twD.
Playing with the contols lhero, he fftny tfghH
Acs just exiting lhe dovtur on lho grc|r|d |ld,
chscking the conrers tor dry possble anhr$.
op€ning up lhe Tv console h t|e dnpuE
generated police shton. Batnil lrs€rbd a ltlb
proorim to rslay Aca's imes fiscty bac|( btF
Batnobile (or a litUe Sony W-Walctnna pto-
gftm that was locatsd insido h'F ufrV b€ft mail
program).

That done, he w€nt ov€r to tro "Dispalcftd'
room to get a copy ot lhis sysErn's m+ d lho
city. He had to stop outride of tra toorn. TIF
Joker stood wrltino ior him. The Jokd w6
actudly a cover tor whal w6 cdl€d tr iletsurs
torminology a "Demon-" A prcgrtn stnln h
tunction to his utility b€lt progrilr except t|at.
Dsnron cdried pKrgransto trad(dtrn drd €itrs
eiect a Netunnsr or kill one outight trd
everything possius in behr€€n. BaUnil *tlvaH
his "lnvisiulity" p.ogrrn drd brought orrt lis
shot0un agein. The bolt dso ptorrtded a sped,
on€-shot bullat d€Egned to( srrdr cdas as tls
one. lt was a "Worm Bullst " a s;lnrt progran b
drill into a Domori md kill it

With a roaring largh, the Joks tutnBd dld
attackod. Batmdr's invisiulily progran mustr't
ha\rg been porverful enough b p|efE'|t th€ Jol€t
frorn seeing through.

"You can't hide frofli m9 rxrw. Ha ha h.!!l'
cried the Joker, still lajohino-

A shotoun blast of firo, a$ t|e Dqnon
crashed to the floor ad vmish€d wflh one K
taunt. "You're supposed b be t|e good guy4 Yql
shouldn't have kill€d me!" CUrcHy. Batnil
€nt€red lh€ room ild took a dctr€wtth astBil
canofa that rasrnitted the im4a back lo tp
Batnobile.

It was now time to go orref to "qty Hil wtlch
was in rsdity lhe c€ntrd Data Prccessor. Th€o.
insido lhg massivB strrcilrro, Eatndr md tF
mayo(.

"So, you re Batmil? You\re mde it fras fa
rnd suhrorted my defonse prcgrfns. Yl,hafi
informatbn do you ]ecpest?" spd(e ft€ mayor.

In olher progrrns lke lho Durg€dr, t|q mayot
rlculcl be eilher a king or a mighrywad.

"Thar* you, Mr. Mayo.. I haw been hfrqmed
lhat the Data Disk FirB Arow AUs SsrrBn is sbfBd
within the lMllidns stor4svaft I roclrir€ G
tosame."

Tho mayor aocess€d the rccposbd lrioflna-
tion, yvhictr took a long time t| ltp iletErse (Nol
uni\rerse). Ewntudfy, lhe mayor ils{€rsd, "l do
ha\rs that file listed in my Gcofrls, Bdndr. Bt[
therg is a flao on it-di ecFd b yorr, Jolmy
ShotgunGibson."

"Wha?l To mE dir€cqn How'?-

F
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"lt's signed'Corsair.' lt also has ths ssal of the
Unitod States sncodsd."

"Letme see th€ flag."
Bstore his eyes, a rect flag materialized next to

ths mayorwith apost-itnote tacksd on.ltread:

SHOTGUN_I KNEW THAT ACE WAS GOING
TO GET YOU FOR THIS RUN. MITSU HAS
DEVELOPED A BIOLOGICAL WARFARE AGENT
THAT DIRECTLY ATTACKS A PERSON'S DNA
COOE, THIS PARTICULAR AGENT IS COOED TO
ATTACK NON-ASIANS. HOW DO IKNOW THIS? I
WAS ON THE TEAM THAT THE GOVERNMENT
SENT IN TO DESTROY THE I.AB. THE OUARDS
CAUCHT VEGAS_REMEMBER HER? I TAPPED
INTO THE NET AND WITNESSED THEM PLACING
HER IN A TEST CHAMEER. IT WASN'T PRETTY.
IT WAS LIKE HER SKIN ERRUPTED IN SORES. IT
TOOKAWHILE FOR HER TO DIE.

DON'T LET ACE GET THIS DISK. SHE'S BEEN
MINDWIPED ANO REPROGRAMMEDI SHE'S THE
PERSONAL SNATCH OF SHO FUJITA, CHIEF
CNO OF MITSU. A REAL BANZAI TYPE DREAM-
INO OF EMPIRE. THE JAPS CONOUERED US
ECONOMICALLY IN THE LAST CENTURY. HE
WANTS TO FINISH THE JOB MILITARILY NOW. I
KNOW YOU. THERE IS A FALSE FILE MISSINO
THE REQUIRED PROORAMMING LINE FOR THE
DNA CODE. GIVE THIS FALSE PROGRAM TO
ACE. _CORSAIR

shotgun removed th€ Batman cowl anct
lookocl at the mayor. "when was the message
attached?"

"Two hours, thirty-four minutes, lwenty-six
seconcts befor9 the Love Field bomb explodsd.
Corsair was in ths Williams building keying this
information in and was schedulect to leave Love
Fielcl at approximately the sams time that the
axplosion took plac€."

Johnny thought back to a time several years
ago when he and corsair woulcl enter Druo Lord
comput€r nets while they were in ths army
together. After a Net raic,, the assault squads
woulcl be air-littod into the target zone tor a
rubout.

"ls there a ssparate file dealing with Fujita
hBre? One thai I can download as well as the take
progfam?"

i ; - ; i

Shotgun was waiting, his namesake resting in
his lap as Ace ro-entered the computer room.

"Dicl you get in" was all sh6 asked. Hor
Mini-Uzi was not pointed all that tar oft line from
h9r ox-husband.

"Suro. I'm rsacly to blo\iv out ol herg," hs saicl,
standing up. "Let's head back up to the roof." He
gsstured to Aca to lead the way.

Ths iourney back to ths tarm whare Shotgun's
Thundorbird-X was waiting had a f€lv closs calls.
A Texas Guard air palrol almost spotted them
firing the little booster on the oyrocoptsr while
leaving the Williams building. And then another
patrol forcect them to almost invado ths arsa
containing th€ Meacham Fielct Municipal Airport in
northwestsm Fort Worth. Eventually, they lancl€d
at about four in the moming.

"Ah, hell. Now w€ havs to tear this sucker
down," Shotgun tiredly said, ref€rring to the
gyrocopter. He walked over to his car and input
his security cod€ into the door hanclle keypad.
Ace, he noticed, was still standing by the
gyrocopter, her Uzi submachinegun pointecl at
him in no uncertain terms this time.

"l knew that this was going to happen, Ace.
YBssir, lsure clic,." he said, shaking his head sadly.

Ho tossed his interface modem with ths disk still
inside it, into the tront seat. "Tell me before you
try to off me; how are you enioying Japanese
socisty? Especially tho ong envisioned by
Fujita-san?"

"Amazing, a question from you that I don't
understand. Will wonclors nevgr cgase?"

Shotgun kopt his ex-wife in sight whils clouble
checldng that the drum to his Atchison was firmly
s6aled. He already knelv what loads were in it.
Solid shot lhat he had switched bad( in the
computgr room while waiting for Ac€. "Tell me,
Shelly, who werg you contacting down in tho
Irobby? Ths Not thers didn't havs a raclio tracking
system I could plug into. was it your lord and
maston via shortwavs satellite uplink maybe?"

"You'r€ drcing quite wgll on your own. Just go
on with this little drama you're setting up.
Otherwise, give me the damn disk ancl I might be
forgiv€n for l€tting you liv€ out ot this deal. And
don't shift that shotgun in my direction anymor€."

"You have heart, lacly. I'm guessing that you
already know that this disk contains information
aboul a gorm wartare agent that aff€cts all
non-Asians. And that thgre must be an antidote
that Fuiita-san has promised you for rvhen it
com€s timo to unleash it on the world. You see, I
came across this very inleresting file about your
curent main man. lt was tun r€ading. A powerful
corporate sxeculivg getting into politics now. But
he has this clream of a new Japanese Empire.
R€acling his file mado me think about all thoso
tictional stories of litile tin plate south American
dictators who shelterecl the Nazis after Dub'lyoo
Dub'lyoo Two. The long await€d, and hoped for
rise ol the Fourth Reich. But-trom Japan?l

"Just how do you fit into his plans tor ih€
future, shelly? He picked you up on tho vvhite
slave mail(gt or whan Was that how you got your
mincl wipod? Or was that atter you joinecl his
organization?"

"Oh shut upl Nosy littlo bastarcl, aren't you? |
was on a job that indeecl doalt wilh white slavery.
But my covsr was blown bsfore I could get a,vay.
It iust so happsngd that Fujita was in the martet
for a concubinB. H6 maclg ma an otfer liust could
not refuse. A concubine/solo. I go arouncl with
him doing my regular work and then afteMards,
lst him have ssxwilh me."

"Don't tell me you'vg cleveloped the Alpha
Male complex? Being attractecl to the most
pow€r(ul malg that is arouncl at ths momsnt?"

"l can understancl you thinKng thatway. Now,
remove that chip trom your intertace modem.
Leave it on the roof ancl back 4.ray from the car.
And lsav€ your shotgun on the root as well."

"No way. A woman who can blow away an
entire lunar dome isn't going to get access to this
vehicle."

Betore she could put a mask on hef emotions,
Johnny caught a quite genuine look of surprise
cross her faco. "How-how could you possibly
link me to cloing something like than" she asked.

"Jusl b€ speaking up-eilh€r way, you confir-
med that you are lhe one responsible for the job.
While in the Net, as no doubt you are becoming
quite aware of now, I happengd to come across
somg very good information about your boss and
his business. I'vs tolcl you about his plans. And
both of us know that he now has the power base
to take control ot Japan. But this germ warfare
proiecl lsd(ect out ancl tha other nations ot the
worlcl have managed to steal the formula and ar€
conducting research on it up on the moon-or
l ey wercbetore you put a damper on thinos. To
prevent the EsA member nations and the united
States trom stopping him, Fujita sent you up

ther€ to destroy their biolabs. Amazing that Mitsu
also had a joint developmgnt lab locatecl within
thatvery sarne domg. Am I on track so far?"

Acs's only ansiwer was to pull thg trigger on her
submachinegun. Shotoun cluc*ecl behind the
fender of his car barsly in tim€, his Atchison ready.
After counting to thr€e, he popped up anct lel
bose with two rounds. Ace wasn't waiting arouncl
to ba a target. She had disappeared into the tall
brush and weecls betwoon the shed and the ruins
ol the farmhouse.

Another hail of bullets showered him in sparks
from thg armor body of his car. The tire was
coming trom the Use line going down to the ld(o.
He mumblod to himself, "Oamn. She also has
bionic legs." He got down on his belly ancl
crirw,led over to the shect, thinking along the way
about what shelly had tumecl into. Persons who
hac, too many bionic and cybemetic implants
bsgan to suftsr trom cyberpsychosis. They began
to loso empathy with Humanity.

Shotoun was without his helmet now. He
couldn't use the infra-red tracking without it. He
tinally reached the side ot the shed ancl leaned
back up against it, scanning from lett lo right.
Nothing. "Where is she now?" he subvocalized.

A sudden bang and she€t motal siding gave
way to a feminine arm punching through ancl
trying to grab him around lhe neck. A quick
combal roll and h9 was up and firing. A scream of
rage soundsd trom the other sido of the wall. The
arm, flesh ripp€d and blesding from punching
through the wall, now showed the chroms metal
unclerneath. Another crash ancl bang rent thg wall
and shelly "Ace" Townsend sprang through the
jaggod gap in the shecl.

Johnny kne!,v that he couldn't psnetrate her
chest armor, so he fired at h€r head to stop h€r
charg6. Even decapitating her with a shotgun
blast cticl not halt her charge, which knockecl the
wind complstely out of him. What used to be a
woman, his wife, and lovsr, turned into a
cyberkiller by one sho Fujita, was deacl.

And one day, Johnny thought, h€ will bo dead
by my own hanct.

He laicl uncler the bleoding body till way past
dawn. T€ars rolled down his face. Ther€ wasn't
much blood sweeping lrom her bocly. Only hor
hoad ancl torsowere original parts. All ths rest was
bionics and bocly armor covgrecl with living flesh.
Johnny Gibson clectcled that he dicln't want to
kno,v when shBlly hacl gone over the cybBrpsy-
chosis edge.

Uncter the front seat was an entrenching tool
that hs used to clig het grave. Enough boatds
wer€ around to md(€ a cross. Whil€ cligging, he
thought about the good times the two of them
had wh€n they first married. Plans for ths futurs
that never came about. About living in the futur€
spaco colonies that were just starting to be built.
Of raising a family out therB. Away trom the
cesspool that the Earth was becoming. How
world evgnts tobbed them of their dreams.

Once ths task was done, Johnny stared out
towarcls the western horizon, seeing beyond to a
place whsre ono sho Fujita planned to ru16
someclay. And ot planning a very different future
for that not so honorabls gentleman.

I t * t t

one year /ater (tunslated /rom osd@ lvettr-
paperobituary@/umn)-

'The Honorabl€ sho Fuiita, chairman of Mitsu,
Inc., was found yesterday evening at home... He
was discovored by a household guard in his stucly
wher€ Fuiita was rel.uing with a cyberdeck...
Death has bsen ruled as an acciclent...' f
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he Bunker Hr// class cruiser is
one of the oldest classes in the
ASF inventory and some have

been active in the conflicts since 2300.
The first keel of the class was laid in the
Rockwell Shipyards, orbiting Luna pro-
per, in 2241 and all ships in the class
were named after battles of America's
eighteenth century war of indepen-
dence and the war of 1812. The class
was the largest ship in the ASF fleet at
the time of construction and was
designed with maximum survivability in
mind. The ship has an incredible
amount of armor for a ship of its size.
The reasons for this were that the first
vessels produced did not carry missiles
and wers built to withstand broadside
energy attacks. The ASF has been
buifding the BunkerHrl/class cruiser for
forty years at the rate of about one
every two years. Although the ship was
a sound design, lhe Onskany CG-24
was the last ship built, because of the
construction program for the new
Kenneay'class cruisers, which began in
2285.

Since most of the ships have had
limited usage over the years, the
majority of them were mothballed
shortly after construction for the ready
reserve fleet or sold to other govern-
ments after a few years of use. The
class is presently in use in the Austra-
lian, Brazilian, Azanian, Japanese, and
rf course the American fleets. Texas
md Canada are expected to purchase
:ne each for there own use in fiscal
rca(2302.

The ship itself is 103 meters long
vith the rotational arc of the habitats
neasuring 54 meters in diameter. The
;tern of the ship contains an old military
/5 magawatt MHD turbine and a 75
nagawatt stutterwarp drive, also old
nilitary. The vessel carries 11, 250 tons
rf fuel, which takes up nearly two thirds
:f the vessel's volume. Even so, at full
lower this is only enough for fourteen
lays of operations.

The crew consists of 55 ship's
lersonnel and 100 troops. The crew
ives in two spin capsules amidships
ruhich contain the berthing, dining and
living spaces. The spaces are fairly
cramped since only 25 cubic meters
le allotted per person. However, the
:roops are only carried for boarding
missions and are not normally carried
:n board. The bow of the ship contains
he bridge and the sensor equipment.
fhe mid section holds the TAC, troop
ocker and cargo bay. The cargo bay
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can hold up to 2982 cubic meters and is
primarily used for stowage of the
marine equipment such as walkers or
possibly even a small lander.

The majority of the ship's main
weapons are mounted at the ends of
two large pylons mounted on the aft
end of the vessel. Each vessel has
eleven Hyde Dynamics EAA 1000
lassrs mounted in jack turrets, three
bow mounted and four in each pylon.
Of the eight pylon-mounted lasers,
three face port, three face starboard,
and the remaining two face aft. Vessels
hull numbered 04 through 09 were
classified as gun cruisers (CA's),
because they carried no missiles. None
of those vessels remain in service. The
follow on cruisers, hulls 10 through 24,
carry missiles and drones mounted on
their pylons and are classified as
guided missile cruisers (CG's).

The ships in the American and
Australian fleets have two SIM-14
packs and one HD-S drone on each
pylon. The Brazilian Navy has two
MS-4 packs (only one in each pylon
due to the larger size of the missiles)
and two French Voir class sensor
drones. The Azanian and Japanese
Navies both utilize two French Ritage-
2 missile packs, one per pylon, but
these leave no room for the drones.
The drones, French Vue Class, are
carried in the cargo bay. The ship's
troops are used to launch the probes.

The current status ot all Bunker Hirl
class cruisers is listed below along with
the ship's statistics list.

U-S.S. Bunker Hill CA-O4
Commissioned: 2241. In service:
2241-2256. Decommissioned 22ffi.
Converted to museum atL422ffi.

)
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U-S-S- Goncord CA-05
Commissioned: 2243- In seruice:
243-2ffi. Decommissioned: 2268.
Sold for scrap to Tdlon 2268.

U-S-S- Bennington CA-{t6
Commissioned: 2245- In seryice:
2246-248? Lost in tansit to l(ng
from New Melbourne. Probably
destroyed.

U-S-S- Newtoun CA-{tz
Commissioned: 247. In service:
2248-2275. Decommissiod: 2275-
Sold for scrap to MidTech 2276-

U-S-S- Wilmington CA{18
Commissioned: 249. In seruice:
2n-2278. Destroyed while toudng
Chinese Arm. Burned up ovor
Hunjiang. Possible tenorist related.

U.S-S- Gsrmantoun CA{19
Commissioned: 2n. In servbe:

?2fi-253. Suffered engine failure
and burned up over Eafir2253.

U-S-S- Savannah OG-IO
Commissioned: 2152- In service
252-2m. Solrj to Brazil 261.
Recommissioned: Marcilio Dias CG-
M 2270.

U-S-S- Charleston CG-l 1
Commissioned: 22ffi- In service:
225-m. Suffer€d fire damage in
2251 dudng consfruction. Mothballed
2260- Sold to Azania 2280.
Recommissioned: Joseph Mbutuo
cG-12281-

U-S-S- l-ong lsland OG-12
Commissioned: 2254'- In service:
2g-?4. Sold as scrap to Trilon
2N.

U-S-S- Lake Ghampliain CtG-13
Commissioned: m- h service:

22ffi-227o. Mothballed 2271. Ready
reserve fleet. Under consideration for
purchase by Texas.

U-S-S- lYhite Plains CG-1/0
Commissioned: 2262. In service:
2262-2270. Mothballed 2270. Sold to
Austral ia 2295. Recommissioned
H.M.S. Perth CG-101 2296.

U-S-S- Trsnton CG-l5
Commissioned: 226/.. In service:
22il-2267. Mothballed 2268. Under
considerat ion for purchase by
Canada.

U-S-S- Princeton CG-l6
Commissioned: 2266.. In service:
2267-2277. Sold to Japan 2278.
Recommissioned: Hirohito CG-10
2282.

U-S-S- Ticonderoga CG-l 7
Commissioned: 2267. ln service:

JAMES B. KING AFTER MICHAEL BOLOA
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2268-2278. Mothballed 2278-2299.
Recommiss ioned 2299-present .
Stationed in King system. Conducts
anti-piracy operations.

U-S.S- Saratoga CG-l8
Commissioned: 2269. ln service:
2270-2274. Reserve status. Damaged
whife running German blockade 2274.
Recommissioned 2300. Deployed to
French Arm against the Kafers.

U-S-S- King's Mountain CG-l9
Commissioned: 2270. ln service:
2270-2275. Damaged docking with L4
station 2275. Mothballed 2280. Ready
reserve fleet.

U-S-S- Yorktown CG-2O
Commissioned: 2272. ln service:
2272-2280. Mothballed 228O. Reserve
fleet 2280-present. Awaiting funds for
recommissioning.

U-S-S- Cowpens CG-21
Commissioned: 2276. In service:
2277-2302. Destroyed at the Battle of
Beowulf. All hands lost.

U-S-S- Lexington CG-22
Commissioned: 2278. In service:

2278-present. Stationed King system.
Serves as garrison ship.

U-S-S. Valley Forge CG-23
Commissioned: 2279. In service:
2280-present. Deployed to French
Arm against the Kafers.

U-S-S- Oriskany CG-21
Commissioned: 2281. In service:
2282-present. Deployed to Eeta
Aqualae cluster surveillance group.

Bunker Hill Class Cruiser

Sensor Package: Navigation Radar,
Deep System Scanner, Gravitational
Scanner, Active Sensor, Passive
Sensor.

Ship's Personnel (Work Stations):
Total: 154
Otf Bridge: 6/15 (3) Engineering 12
extra damage control personnel, 100
(5) Ship's troops,2 (2) Medical.
Br idge: 8 (4) standard, 4 (2)
Computer, 4 (2) Engineering
TAC: 1 (1) Active operator, 1 (1)
Passive operator, 11 (11) Fire control,
2 (2) Remote pilots.

General lnformation
Warp Efficiency: 3.8212.6412.29,
Power Plant: z5MW Old military MHD
turbine, Fuel: 11250 tons, Range:
(7.7) 36.96/32.06, Mass: 5547, 16797
with fuel, 25794 with cargo and fuel,
Cargo capacity: 2982m3, Comfort: 0,
Emergency Power: none, Total life
support: 160, Solar array: none.

Ship Status Sheet Information:
Movement: 5, Screens: (4) Old
military, Radiated Signature: 5,
Radial Reflected: 13, Lateral
Reflected: 15, Targeting computer: +1,
Radial profile: +2, Lateral profile: +5,
Armor: 5, Passive Sensors: 12,
Active Sensors: 15, Hull Hit Capacity:
55012751138, Power Plant Hit
Capacity: 2751138, TTA's: 11, TAC:
Active operator, Passive operated,
Fire control (11) Remote pilot (2),
B r i dge :  Cap ta in ,  Nav iga to r ,
Communications, Computer (2),
Engineering (2), Damage Control: 15
(5 Groups), Ordnance (see text),
Crew comfort: 0, Crew quality: 0. I

Voyages SF 16 Reader Survey
Reaclers arg encouraged to complete the suruey below. Either
photocopy this torm or list the articte numbers, with appropriate
ratings, on a posi card. Rato articlss: Excellent-4, Gooct-3, Fair-2,
Poor-1, Not Read-O. Please mail completect survsy by October 1,
1991.

1 _ Commlink

2 _ An Obvious And Curent Monace

3 _ Optional Hslicopter Rulss For Batu€Tech

4 _ Unkup

5 _ The Bunker Hill Class Cruiser

6 -- The Hunt For Patrick Hersh

7 _ Troubl€ On DM-738

8 _ Words To came By

I -- Reviews

10 _ Graphics and iltustration

Ql: ls this issue better than, as good as, or not as gooct as our
last issue?

Q2: Including yourself, how many people read this issue?

Q3: Rating in order of preference lhe most recent issues of the
gaming magazanes you rsad, vyhere would you rate this issue of
VoYAGES SF (1 is high)?

MISTER BADSPANNER
A Star Wars adventure

SUPPORT YOUR LOCAL POLICE
A MegaTraveller adventure

DANGER, ROMANCE, AND
BURIED TREASURE

Fiction based on AutoDuel

FEDERATION STARSHIPS
Assault Carrier and its compliment of
Assault Boats, for FASA's StarTrek

CHRISTIANS VS. CTHULU
Your players can triumph over those

Lovecraftian nasties - if they have faith
Plus Game Reviews, Commlink, Words

To Game By, and more!
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r The New

2000TM
War has raged on for years. The front lines sweep back

and forth across the ravaged face of Europe. The high-
tech ammunition is dwindling. The hQh-tech equipment
is failing, piece by piece, as spare parts and mainte-
nance time evaporate before the march of an endless
campaign. The f ront lines are now held by a few gri m and
desperate soldiers.

The U.S. Fifth Division hastenaciously heldthe line in
central Poland. Now, a Soviet encirclement has cut it off
in a region ruled by ambitious warlords, local militias,
and bands of marauding deserters. Headquarters is 200
kilometers to the rear and helpless. Your last order sets
you free...

Good luck.
You're on your own.

Twillght:200G-the roleplaying game of World War
ilt.
Characters: Nationalities, new career types, skills,

characteristics, military and nonmilitary backgrounds.
Combat: Revised, realistic, easy-to-leam system.
Travel: Types of tavel, time scales, vehicles, encoun-

ters, maintenanoe, fuel, repairs.
Encounters: Dangerous environments, radiation, dis-

ease, contaminants, reasons forencounters, typical ad-
ventures.

Equlpment: Weapons, supplies, vehicles, munitions,
costs, availability.

Danger: Places to go and reasons to go there. Plus
re€Fons to wish you hadn't.

Twillght: 2000: Roleplaying in the devastation of
wwilt.

2nd Edltlon Twillght: 20fl1.
The boxed set Includes a 288.page basic rule book,

2I}x28" map of Eulope, and bhnk forms.

GDW:2m1.
Boxed.
$24.00.

At your hobby
or game store
July 28, 1990.
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"WHAT FOOLS WE WERE to aI-
low ourselves to be lulled into a
warm sense of security by the
events of the late '80s and early'90s. How childlike we were in our
trumpeting of the new age of peace,
prosperity, and good will. Democ-
racy had come to Europe, and that
meant that peace had come to
Europe, for democracies never
made war on other democracies.

"What utter rot!
"How could we have believed

such naive rubbish with the lessons
of history so plainly before us? De-
mocracies have always made war
on other democracies; it has been
a fact of life since the earliest de-
mocracies f lou rished in Greece, and
warred continuously upon each
other.

"How could we have forgotten
that in the War of 1 81 2 the two great
western democracies made enthu-
siastic, aggressive war on each
other?

"How could we have forgotten
that democracies represent the will
of the people, and that the will of the
people is often tor war?

"How could we have forgotten
that Hitler was elected?"

Janosz Skrivkin
Chancellor of Croatia

1 999
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Introduction
This adventure was designed for  J  to 5

players us ing the l ) reams of  Steel
srrpplenrerrt lo lhe ,4lorJtheus RPG.lt can be
adapted.  however,  to  any dark future RPG
such as Shadon'run. CrbenJtace. Cybu-
punk. ot any scicnce f iction RPG where the
( iN{  fec ls  the burning desi re to torment  h is
p layers.

The Setting
- fhe 

adventure is  set  in  the complete ly
my' th ica l  c i ty  of  Steel town.  one of  the s ix
U.S.  c i t ies lo  surv ive a nuclear  exchange
rv i th thc Soviet  Union.  I t  is  a vast ly
overcrorvdtd melropol is ,  teeming wi th
v io lcnt  s t reet  gangs.  power-hungry cr ime
lords.  desperate lcg ions of  honreless people.
and a brr r ta l  pol ice force delermined to keep
them al l  in  check.  Trventy years have
passcd s ince " the Great  Nuke-Out"  and a l l
l s  n01  we l l .

The Problem
Orrr  p laYer characters begin the adven-

turc l iving in one of the hundreds of
apartment complexes which house lhe
lucky majority of Steeltown's cit izens.
Cramped, over-priced, and offering l itt le in
the way of privacy, the apartments are sti l l
a vast improvement over l iving in the
slreets.

The only problem the PCs have is that
they have no money to pay next month's
rent. Steeltown's landlords have no mercy
towards tenanls late with their payments
and it should be stressed to the players that
l ife on the streets can onlv be described as
hell ish.

The Solution
The solution some players would now

arrive at would be "Let's rob a bank!" This
should be discouraged by the GM as it
would not only screw up the adventure. it
would l ikely get the PCs kil led. In fact, any
il legal acts should be avoided. The GM
should. instead. encourage (or force) the
PCs to look for jobs.

Drawing upon personal experiences. the
GM should make this search for emoloy-

ment  as humi l ia l ing and f rust rat ing as
possib le.  Endless l ines of  fe l low appl icants
should force the PCs to waste valuable
hours just  s tanding in  l ine.  Cold-heat ted
interv iewers should ask thenr  embarrassing
and insul t ing quest ions l ike:  "Would you
submit to a full body search?" ot. "Have
you ever performed. of are you contemplat-
ing per forming an unnatura l  sexual  ac l?"

Dur ing th is  t ime.  the GM should a l low
the PCs numerous d ice ro l ls  so they th ink
they actually have a chance of getting one
of  the jobs for  which they are apply ing.  l f
someone rolls especially well. tell him he's
made i t  to  the second interv iew stage
(where,  of  course.  he can bomb out) ,  To
al low the p layers to have a l i t t le  fun.  le t
them get  in to a brawl  wi th some of  the
other  appl icants and maybe let  them t rash
the Personnel  Dept .  of  the company to
which they are apply ing.

Final ly ,  a f ter  about  a week.  the PCs
hear of  jobs in  the recycl ing business.  They
show up at  a p lace cal led.  "Waste Not .
Want  Not , "  and walk ins ide.  The f i ls t  th ing
they should not ice is  an absence of  other
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applicants. The second thing they should
notice is the friendliness of the interviewer.
Mr. Moore.

Moore tells them the starting salaly for
the positions for which they are applying is
$150 per week plus l% of the total value of
any goods they bring in. For Steeltown. this
is pretty good. The downside is that they
won't be bringing in regular garbage for
recycling, they'l l  be bringing in human
c0rpses.

As d isgust ing as th is  may seem, the
proper disposal of the dead is vital to the
well-being of the city. Not only does it
prevent the possible spread of diseases. but
the corpses. once properly prepared, are
used as fer t i l izer  on the f ie lds of  the huge
city-owned farms which feed the city.
Additionally, the organs cf the f resher
corpses can be harvested and transplantrd
to other  c i t izens who are v ic t ims of  the
cancer epidemic which cont inues to rage
due to the radioact ive dust  which ner iodi -
cal ly  b lows in f  rom other  par ts  of  what  used
to be the U.S. The base rate for corpses is
ten cents per  pound.  I f  a  corpse is  less than
an hour o ld and has organs which can be
hatvested. the bonus is f ive dollars per
usable organ.

I f  the PCs accept  the job.  they are to ld
to lepor t  to  work tomorrow morning at  6:00
am (and g iven 20 dream points) .

In  the ear ly  morning darkness.  the PCs
arr ive at  WNWN to begin thei r  f i rs t  sh i f t .
They are suppl ied wi th kevlar  vests.
identical coveralls and f irearms. The
necessi ty  of  these i tems.  which.  inc iden-
tally. have to be returned at the end of the
shi f t .  wi l l  become obviorrs  la ter  in  the day.
They also meet their crew chief, Big Al
Hrobosky.  Al  is  a th ick ly-bui l t .  s turdy
looking rndiv idual  wi th a fu l l  b lack beard
and long black hair. He wears the standard
WNWN coveralls and an ancient St. Louis
Cardinals baseball cap. Al resembles
nothing so much as an unholy fusion of a
caveman and Blackbeard the Pirate.

Al leads his newly-outfrtted crew down
to their "Waste Reclamation Vehicle," a
modified dump truck with a battered scoop
on the f ront. The vehicle. nicknamed
Bulldog, is pockmarked with dozens of
bulletholes, has no window glass, and has
each window screened with steel bars.
"Keeps out grenades," Al explains.

Learning the recycling business turns
out to be somewhat more complex than the
PCs probably first imagine. Handling the
stinkrng, swollen bodies of the dead isn't
really the hard part of the job. The hard part
is f iguring out how to avoid becoming one
of the stinking, swollen dead. This is not an
easy task. as our PCs wil l quickly lealn.

The recycling trade in Steeltown is a
for-profit industry, and as such it features
all of the characteristics prof it-making
industries have featured since the develop-
ment of the f ree enterprise system of
economics. The characteristic we ale most
concerned with is competit ion. As if
homicidal street gangs, trigger-happy cops
and the random gun-toting psychopath
didn't make the city dangerous enough, the
f ierce compet.it ion between the various
recycling firms makes it downright unheal-
thy for our PCs.

At  th is  point .  the GM should a l low the
PCs to do their jobs and make some honest
money.  For  k icks you can have them
ambushed by competitors, or just attacked
by a street gang. Bribing the cops to harass
the competit ion is a common tactic in the
tecycling industry. If a PC thinks to do this.
g ive h im 50 dream points.  As a p lot  twist ,
have the PCs run afoul of some gang that
demands a toll be paid before they allow the
group to pass.  Remember that  any in jury or
death to a gang member wi l l  earn the PCs
that  gang's wrath unt i l  the "debt"  is
repayed. Another possibil i ty is to have a
cop harass them unmercifully, keeping them
from doing their jobs and ticketing them for
i l legal  park ing or  speeding.  Any v io lence
done a pol iceman wi l l  have d i re con-
sequences.

GMs should feel free, indeed obligated,
to make the PC's l ives as miserable as
possible.

As a final note. some gamers (and we
know who you are)  wi l l  decide to create
their own supply of cadavers by running
around murderins people. The GM should
try to discourage this, but if necessary, have
the PCs' actions witnessed by an innoccnt
bystander or a cop. Better yet, have one of
their victims be a street gang member and
have the surviving gang members hunt the
PCs relentlessly, even breaking into their
apartment to try and kil l  them.

To those players who roleplay the best,
give 30 DPs. Everyone else should receive
20 DPs.

The Plot Twist
As if the PCs welen't having enough

fun, we now come to the main part of the
adventure,

One day, while the PCs are out
working. they heal of the disappearance of
Patrick Hersh, the l7-year-old son of
prominent businessman J. Leno Hersh. The
young man's wolried parents are offering a
$10,000 reward to the person or persons
who bring back their son ALIVE. While it
may not  seem l ike much to us,  $10,000 is  a
fortune in Steeltown. It can buy the PCs

virtually anything from a lent-free condo,
to a van and passage out of the city, to lots
of guns and hired thugs to use them. But
mainly it would mean they could quit theit

.1obs.
Unfortunately. with the size of the

reward. every street punk. homeless person,
gangster. and cop in Steetown is out
combing the streets with the hope of
st r ik ing i t  r ich.  Wi th a l l  th is  compet i t ion,
i t 's  unl ike ly  the PCs wi l l  be for tunate
enough to stumble across the kid and claim
the reward, but for Waste Not, Want Not
the "Hunt  for  Patr ick Hersh" is  turn ing in to
a bonanza. The Evening News reports the
daily body count as gangs of searchers run
into other  gangs of  searchers and the
inevitable f irefight erupts. The PCs are kept
busy just  p ick ing up the remains.

I t  is  at  th is  point  that  the GM can a l low
the players complete freedom of action.
They can cont inue work ing at  thei r  jobs.  or
more l ike ly .  they ' l l  decide to t ry  and f ind
Patr ick Hersh themselves.  Beyond th is .  i t
would be d i f  f  icu l t  to  predict  what  course of
act ion a group of  p layers might  take.
They' l l  probably t ry  to conduct  an invest i -
gat ion of  thei r  own and run around
quest ioning people who might  have known
Patr ick and general ly  making a nuisance of
themselves.  Wi th th is  in  mind,  i t  rn ight  be a
good idea to have some facts and NPCs
ready to help or  h inder  them in thei r  quest .

Patr ick Hersh was a sk inny.  p imply-
faced young man wi th long.  brownish-
b londe hai r .  Even though h is  palents wete
weal thy.  he d idn ' t  f i t  in  wi th h is  af f luent
classmates at Westwood Academy. the
or ivate school  h is  parents put  h im in at  the
beginning of the school year. He had no
gir l f r iend and those who knew him say he
genlrally kept to himself. The one memor-
able aspect of Patrick was his fascination
with phrenology.

Snooping around Westwood should be
made dif f icult for the PCs. as the rich
general ly  have st r ic t  secur i ty  measures
which keep away strangers (especially poor
strangers) and the police have already
questioned the students and faculty exten-
sively. For the PCs, such questioning is
virtually a waste of t ime. The only facts of
value they come away wi th are h is
phrenology hobby and the name of his old
schooll John Wayne Memorial High.

At John Wayne, which is located in the
John Wayne Apartment  Complex in  south-
ern Steel town,  the PCs can f ind (wi th
diff iculty) a few people who say they were
Patrick's friends and even a skinny girl who
says she dated him a few times last year.
The friends don't know anything of value,
but the girl does. Unfortunately, she isn't



24

about  to reveal  what  she knows to the PCs
or anyone e lse.  She's convinced the pol ice
that  she hasn' t  seen Patr ick in  a lmost  a year
and is  equal ly  convinc ing to the PCs.
However.  i f  they somehow see through the
deception and follow her. she'l l  lead them to
the "Ye Olde Phrenology Shoppe and
Beauty Salon" located near the Jack
[-ambert  Apartment  Complex.

At the Shoppe, they meet Master Nick.
the head phrenologist and hairdresser, who
ref  r rses to g ive them any in format ion unt i l
he's given them a shampoo and set and felt
the brrmps on lhei t  heads.

Nrck says Patr ick has fa l len in  wi th a
band of radical phrenologists who want to

overthrow the city government and use the
science or phrenology to select mote
capable leaders. He doesn't know how they
plan to do this, but can give the gtoup the
names and addresses of two men who
might know more.

The apartments of the men are in two
separate complexes. To gain access to the
residential levels of these complexes, the
PCs must have Credit/ ldentif ication (CID)
cards coded for those specific levels.
Security wil l not grant unescorted access to
anyone without a properly coded CID card.
The PCs wi l l  have to re ly  on thei r  wi ts  and
inte l l igence to get  by the secur i ty  guards.

If they can get to the residential levels

of each complex, they wil l f ind that neither
man is home and it appears they've been
gone for several days. Aside ftom numerous
books on phrenology and polit ics, the only
real  c lue they f ind is  in  the apartment  of  the
second man. Wadded up in a wastebasket is
a hand-drawn map of the interior of a
bui ld ing.  There are names wr i t ten actoss
what  appear to be entrances to a large
room. The words, "soundstage." "cameIas,"
and "audience" can lead the PCs to only
one conclus ion:  This group of  madmen is
going to take over  the TV stat ion!

For  many in Steel town,  watching
te lev is ion is  the only real  p leasute they get .
Old reruns of  "Gi l l igan 's  Is land" or  "The

Police Officer (typical patrolman)
Defense:

Attack:

Attack:

MD=s Kevlar Vest

NightstickAV=2
DV=2

Street Punk
Defense:

Attack:

Hit Points=10
Speed=2

Light Armor

Knife

MD=2

AV=3
DV=1

AV:3 SmallHandgun
DV-2
Range:6
Rounds=varies with type

Hit Points=10
Speed=2

The average Steeltown apartment dweller will have no armor, and because no weapons are allowed inside
the complexes, will have no weapons either. lf they are encountered outside the complexes, they will probably
have some sort of protection on them.

The typical homsless person might have a club or a crude knife for a weapon and maybe the several layers
of ragged clothing usually wear might have an MD (Material Defense) of 1.

Below are more weapons and defenses and their stats.

WEAPON
Spear
Rock or Brick
Large Handgun
Shotgun
Submachinegun
Assault Rifle
Hand Grenade

DEFENSE
Wooden Door
Brick Wall
Average Car Door

MATERIAL DEFENSE
5
7

1 0

AV
3
2
6
3

1 0
20
5

DV
1
1
4
5
5

1 0
3

RANGE
4
4
6
6

20
40
4

AMMO
NA
NA

varies
varies
varies
varies
varies

'l" area and
1" area and

SPECIAL
NA
NA
NA
NA

1" arga
l" knockback
l" knockback

HIT POINTS
5

1 5
1 0

Note: When a defense's Hit Points are reduced to zero, the object is assumed to be so shot-up that it can no
longer render effective cover for the combatant.
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Facts of Life- remind them ol a time when
life was better: when fmd was cheap and
plentifuh when people could get in their
cars and travel across the country without
having to wony about radiation or killer
mutants - whsn life was worth living. To
have someone even indirectly threaten
thme old tapes should fill the PCs with
honor- To have their chance at $10.000
ruined by a bunch of nuts should fill them
with even more horrcr.

Heie again. the PCs will have to make
some sort of plan as to their course of
action. and the GM will have to be flexible
enough to accomodate whatever crackpot
scheme they come up with-

The Happy Ending?
tlnless their actions change things, the

following events will take place:
l. The Phrenologists for Better Govern-

ment will attempt to take over the TV
station at 6 pm the lollowing day.

2- Patrick Hersh is among the nine
armed men and will go on live TV lo speak
for the group as his face is now instantly
recognizable to the citizens of Steeltown.

3. The group demands the present city
government resign and be replaced by

leaders which have been chosen using the
science of phrenology. PBG threatens to
destroy all the old movies and TV shows in
the station's vault unless their demands are
met.

4. Hundreds of police and thousands of
common citizens swarm around the TV
station. Some want PBG's demands met.
others want to save the vrdeotapes, most
just want to see a good show.

5. All hell breaks loose as the police rush
the station. the giant Molotov cocktail the
phrenologists brought sets fire to the entire
building and the mob riots.

Hopef utly, the PCs wil l have intervened
will before these events occur.

In my mind's  eye.  I  see the PCs tak ing
thei r  dump l ruck f rom work to the TV
station and waiting for the phrenologists to
show up.  Then.  grabbing the k id (which
should be fairly easy since the phrenologists
are armed only with handguns, a couple of
old l if les and a 25 gallon canister of
gasoline) and making a run for the reward.
Just  when they th ink they ' re c lear ,  a
competing recycling f irm, which has
harassed our PCs all game long, makes
another appearance in their own dump
truck.  They know the PCs have the krd and
want  h im for  themsclves.  A running gun

battle/dump ttuck chase takes place in the
middle of Steeltown. Of course, this is just
one outcome of the adventure. There can be
many others and I hope youts is iust as
much fun.

The Surv ival  Bonus for  the advent t r re is
100 points.  Addi t ional  Dream Points can be
given to the PCs as the GM sees fit. I

ANARCHY BY MAIL
presents

GALACTIC.ANARCHY

A PBM Game of Galactic
Exploration and Conquest.

10O"/" Computer Moderated.

Set-up and first five turns are
$10. $2.50 per tum afterwards.

Anarchy By Mail, P.O. Box 873,
Allen TX 7ffi2

SWORD & STARSHIP ENTERPRISES
WE ALWAYS HAVEzs% OFF ALL GAMES
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TYPICAL LASER PISTOLS

The laser pistol is one of the favorite personal weapons in science fiction. Like the six-shooter of the old west, the
laser pistol is strapped onto the legs of our heroes and heroines to deal out justice in the lawless frontier of outer space.

The following data is for low and high technology laser pistols as used with some of the more poppular games.

STAR TREK: THE ROLE PI.AYING GAME
The development of the phaser almost completely ended the demand for hand taser pistols in the Federation. Only

their low cost and simple design keeps them on the personal weapon market. Only private citizens or low technology
civilizations will have hand laser pistols. Most other spacefaring civilizations either do not allow personal armaments for
private citizens or use other weapon technology.

WEAPON DAII
Low-tech Laser 4
High-tech Laser 9O

P . B - S M L
1 2-5 6-12 13-26
1 2-16 17-42 4ii-80

F AMMO/POWER GRAZE DRAIN
27-60 50 or20o 30 1
81-160 50 20 1

MEKTON II
The laser pistol uses a pure beam of coherent light, unlike the particle beam energy pistols described in the game.

The laser pistol has the advantage of firing two shots per game turn. The increased performance is offset by the increase
in weight and size.

HIGH COLONIES
The low-tech laser pistol was the forerunner to the typical energy pistol found in the game. The need for a smaller

power source spurred the development of a smaller pistolwith more power. The major drawback is the increased weight.

WEAPON DAilAGE
Low-tech laser 1-10 variable
High-tech laser 1-20 variable

RANGE
WEAPON S II L
Low-techlaser 4 8 16
High-tech laser 6 12 32

WEAPON DAMAGE
Low-tech laser 2D
High-tech laser 2D+1

SHOTS BV WA
2 O 2 + 2
€ 2 + 3

WT COST RANGE
B kg 500 cr 100 hexs
6 kg 70O cr 150 hexs

AP VALUE
S M L
4 3 2
6 5 3

SHORT MEDIUM LONG
3-4 5-8 9-12
3-6 7-14 15-30

MODE
SF S8 LB
1 2 0
1 2 3

WEIGHT
5.5
5

STAR WARS: THE HOLE PLAYING GAME
The technology of Star lAars is very advanced. The low-tech

laser pistol would be very rare. lts use would have peaked over
100 years ago. The high-tech laser pistol would have been its
replacement, but its design is over 50 years old. Players and
NPCs from real backwater planets could be armed with pistols like
these.

LASER WEAPONS - PISTOL

FLAREBEAM MARK 4
Model Number -315614L

' Cdl oytn. Ydd.y hdrgh fr5.y -d u
qmFr:SIoFrcJ.

'Hmr-dtts:

l .  Nm.
2Zmr(brd
3. C..dl ndba.
a. Cbrsd numb-
5. Sttpfir! 26.
' Al .tipFnit |tEad .1

m qlr dsga-
'CqFUrL

'No idotdEg.
' tlo.d- E.
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TYPICAL LASER PISTOTS
by &ry A- Kolin

The laser beam was one of the first energy weapons to be developed. The laser pistol on the other
hand, was one of the last applications for laser beam weapon technology. Almost all low-tech laser
pistols need a separate power pack or cell due to the large power drain and the size of a power
source that willf it into a pistolframe.
When the problem of power pack size was solved, the hi-tech laser pistol became one of the
preferred weapons. Many different sizes and types of laser pistols can be found. Two of the more
common types are shown.

COMMON LOW.TECH LASER P]STOL
WITH POWER PACKS Safety Switch Optical Scope

rEw

P

H
H

HONT V

Duty
Pack

COMMON HI.TECH LASER PISTOL
Traditional Sights Used With
low Power Visible Laser
For Pinpoint Targeting

ffi
Optional Short Barrel

Power Pack
Heat VentsSIDE VIEW FRONT VIEW
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"Most people can't think,
most ol the tefiainde( tlofr't
think, the small fraction who
do lnink mosily can'l do it
very well. The extremely tiny
fraction who lhink regularty,
accurately, crealively, and
without self-delusion -- in
the long run these are the
only people who count." -
La2arus Long

I founcl myself in the
extremely happy position of
having found, not one, but
two wrilers who come trom
that tiny traction, as well as
several others who are iust
consistently good. Summer's
oenerally th€ season one
thinks ot ctoing something besides curling up with
a goocl book, I know. Still, I think you'll fin(l
yourselt not begrudging the time spent with most
of lhese.

Warbirds
R. M. Meluch. 1989 Signet SF. 253 pp.

lf you read only two books this summer, lel this
be one of them! | found myself totally captured in
tho fifst paragraph and nol wanting to stop, even
whon it was time to go to work, eat or sleep. U6is
truly powerful writing al its tinest, I kid you not.
Enough "hard" science to keep the most stalwart
Niven fan in ecstasies; Air Ops and combat that is
th€ finest I've ever come across; a razor keen
sanse of insight on human naturgs; all rolled into a
relentless narrative.

So, aftsr all that, you might ask, "Weil, whats it
about?" lt's about two people, and threo peoples.
It's about wars, airlspace craft and some of th€
design considerations that should go into thsm;
it's a lovs story worthy of Th€ 8ard, with a happier
encling than most of his tales. lt's about three
worlds in ong solar system: Tannia, Ercl€ anct
occo; iointly colonized 192 years prior. Of them,
only Tannia and Erde maintained contact,
generally by waring upon gach other. Eventually
Tannia cteteated Erde and thon spent n€arty
twenty years incorporating the Erctans into their
society as teachers, attempting to regain tho
Terran heritage they lost but Erde retained. Anton
Norvelc,t, of Erde, is a man with a dark secret trom
the war, who has tried to live a quiet, retiring life on
Tannia as a professor of the Classics. That was
before he met Maggie, awoman young enough to
be, it not his daughter, his yeryyounger sistsr. His
love for her, ancl the less-than-peaceful resump-
tion of contact with Occo, provide the heart of this
fantastically good book. .gcouryov lavorite book
outlets until you manage a copy, and hang onto it!

Insurrection
David webber & steve white. 1990 Baen Books.
408 pp,

This book is number two ol those you reaily
shoulcl read lhis summer. lf you enioy well plotted
ship-to-ship combat, interesting, diverse and
believable human societies and worlds, profound
political thought that's presented in a way that is
anything butboting, then you'll probably enjoy
Insurrection as much as I clid. Generally, when
I've read any extraorclinary work, I have a real
difficult time enjoying whatever I read next. I read
Insurrection right atter finishing War Bards and
shT enjoyed it to no end! The writing is clear,
concise and well paced. The descriptions of
ship-to-ship actions doesn't leave you wondering

WORDS TO
GAME BY

Jerry Campbell

what happened; yet the "tech" side ot th€ story
cloesn't ovorshaclow the human sidg. Largely a
wofi on human frseclom, the political thoughts ot
the writers aren'l forcect, yet are not so honey€d
that you miss them goino past. A thought
provoking story, particularly nowdays when most
of us (at least in ths States) ars losing moro
tresdoms than we're gaining.

lf for som€ r€ason you can't get a hold ot a
copy, Baen Eooks is very good about sencling
copies to thoso who write tor thom - ancl they
dolr'tcnatge "S&H" either! Thoir catalog numbor
for lnsurractaon is: 72024-4. Senct $4.50 to:
Basn Books, P.O. Box 140i1, Riverc,ale NY 10471.

Surface Action
Oavid Oraks. 1990 Acs SF.236 pp.

David Drake is probably bost known for his
"Hammer's Slammers" series ot future armorecl
vehicle combat. sudace Action, whil€ still a
tast-pacsd combat sF tale, is a bil different from
Drake's other stodes.

First oft, all ths action is on Venus, a
terraformed Venus, where the combatants aro
only marginally more deadly than the flora and
fauna. Anybody wanting to 0ame a led/ynoslile
planet, here you go! secondly, there are no tanksl
This one is all aboul Wet Naly ships and mosl of
the tech isn't all that far gone from what w€ hav€
toctay; a generation or two at tho most.

still, all th8 guys with guns are mercs, ancl the
battles are written trom an inclividual typg
viewpoint, lest the reacler forget that war is, in the
final analysis, very gory, icky, and damned painful
lor those involved; which is one of the things that
makes Dra,(s's stories so good; they're "rsal."

Zone Yellow
Keith Laumer. 1990 Baen Books. 247 pp.

Hmmm... This book's cover touts itselt as
"'*Starring Brion Bayard"" Well big, whoopin'
deall I suppose there're many fans of Mr. Laumer's
lmpelium series, but I'm not one of them and
this book sure hasn't done anything to convert
me. Theoretically, this is a story of Earth being

invacled by sentient rats from
a parallel universe. Instead, it
winds up being a rambling,
disjointecl hodgepodge of
muddily described scenes,
flat characters, wed( jokes
punctuated with bouts of
untranslated S-rvectish.

I normally expect quality
from Baen Books. which is
why I bought this book. lt
appears thoy lvere fying to
go on the strength of Keith
Laumer's name instead of the
quality of writing. Personally,
I've never believed that Mr.
Laum€. has written anything
goocl outsids ot his Eolo
works. I still f eel that way.

Clarke County, Space
Allen Steele. '199O Ace SF. 231 pp.

Allen Steele is going to be one of thoso authors
who, in years to come, is going to bg spoken of as
one ot "greats" ot ths sF field. Despite the mildly
comy tifle, this is ons lun teadl Rather d<in to
Heinlein's The lloon ls A Hersh Mastress in its
"tlavor," Clarto County is about th€ lirst L-5
colony and some of th€, ahh... diffsrent types thal
might chooso to inhabit it. A coupe ot well-pacecl
mystery/action sub-plots (perfect tor you 0o7
fans) and an ovsrall air of believability that comes
from having put consiclerabls thought and
research into getting the tech parts "right," md(s
this a story to truly enjoy. The "church of Elvis"
angle is lun, too! t plan to try and tind Mr. St€el€'s
earlier wofi, Orbital Decay, iust to sse it it's as
good as this one. The only faul? The book really
does nged a page or two of line clralvings/maps to
clarify th€ locations of some of the scenos, as well
as th€ ov€rall looks of th€ colony.

*.t oldiesft
While you're rummaging through the musty

recessss ot your favorite library or used book
store, keep your eyes p€elecl tor these classics!

Spacc Viking
H. Beam Piper. 1963 Ace Books. 213 9p.

Now, my personal copy is so old that it shows a
price ot $1.95. olcl, indeed! However, this gem of
Piper's has seen reprint a tew times since his
cleath and shouldn't b€ too difficult to locate. The
story lin€ rovolves around a group of "fringe"
worlcls that managecl to not only survive, but
actually created a means of prospering after tho
dissolution of the interstellar civilization they once
were a part of . What you don't immediately tealize
until you're well into this wholly captivating tale is
that you're being given both a history lesson anda
"clown and dirty" short course in Poly-Sci! The
blencling of technologios and Piper's ideas on
how FTL ships might appear are enouoh to get
any GM's brain buzzing. A keeper.

Decision At Doona
Anns Mccattery. 1983 Del Ray SF. 245 pp.

Two races. One, Earth Human; the other, Canid.
Both populating increasingly crowded worlds and
needing more room. Enter the worlct called
Doona. Entirely suitable to both species, yet
neither group can afford to engage in awar ovel it.
ls peacetul co-existence possible? A charming
tale in which the "humane" don't always need
clothes. My copy is the eleventh printing; I'm
certain it's gone beyond that now. I
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Voyages SF 7 $1.00
sAVE$/.50

llegaTraveller: Bird Of Prey-Part 1; The
Shattered lmperium. Star Wars: Tho Anatra
Dora; Carier Assignment; Modified Space
Combat. Sp.cellastsr: Linguistic Ties.

Voyages SF 8 51.00
SAVE$/.50

Beyond The Looking Glassstar Wars: Rebel
Justics: Star Maps. llooaTravellor: Klangu
Fighter; Cryogenic Su.render; Hull Damage;
Ancient Sciencs Ot Shrinking. Space 1889:
Americans In The Ether; Military Dress.

Voyages SF 9 $1.00
SAVES/.50

Three-dimensional Distance Calculations.
2:l(xl AD: Tha Kafer Connection. Moga-
Tr|yeller: Bkd Of Prey-Part 2; Petsrsburg.
Cyberpunvou.ps Space: Vampires ln
Space?l Starwars: A World In Revolt.

Voyages SF l0 $1.50
SAVE$/.OO

Gurps Spece: Red Sun, Black Death-Part 1.
l|agrTrayeller: lmages of the Shattered
fmperium; Zidnaedz Close Escort. Space-
ll.ster: Spacial Delivery. Star Wars: S.+OO
Police Vsst. Rovie,r: Albecto RPG.

VoyagesSFIl $2.50
Star Wars: A Day At The Auction. Stal
Trek: Ships Of The Fle€ts. Spacellastsr:
Silk Scorpion. Gurps Spaca: Red Sun Black
Death-PM 2. Rsvaeus: Worlds Beyoncl;
High Colonies; Star Wars Galaxy Guide series.

Voyages SF 12 $2.75
MsgaTraveller: Stealth Aircraft; Finclors,
Inc. Stat Wars: Hicle Ancl Go Seek; Long
Term Star Wars; Guicle To Blaster Weapons.
Star Trek: 5-16 Patrol Shuttle. Reyiews:
Morpheus; CybBrspace; Armorsd Assault.

Voyages SF 13 $2.75
Mschanics Of Adventure Writing. Raicl On The
North Pole. Sanity h Space. Spaco: lE69:
Rails ln Ths Astusapes. Star Wars: Twinklo,
Twinkle Little Star, How I Wondsr Whero You
Ars. 23fl1 AD: Fort Bliss Class Destroyer.
MegaTrayeller: Exercise; Katlin C. Buchan-
non. Revirys: Torg; Buck Rogers XXVC.

Voyages SF 14 $2.75
unofticial combat Errata tor the Palladium
RPG System. Shadowrun: The Go-Bet-
wsens. Star Wars: Gunsmiths; Effocts of
wouncts. MsgaTravollsr: solomani space
Fighters; Corsair Contention. Gurps Auto-
duel: Case of the Haunted Car.23OO AD:
Encounter at Hesperus. Royaows: Rifts;
Reich star; Attack ot the Humans; Gurps
Cyberpunk.

Voyages SF 15 $2.7s
llegaTraysllsr: Recruiting for Paradise. Batt-
loTech: 20th century Air-To-Air combat with
AeroToch; ldiots Don't Drive Battlemasters. 23oo
AD: Ship Protile and Size Chart. AutoDuel:
Espionage is Alive and woll. Rovisrs: cadillacs
& Dinosaurs.

Word is getting around.
Voyages SF is a great
magazine! Subscribe

and get 4 quarterly
issues for just $10.

IUMPSPACE
Only 50 cents each!

Yoyager SF avolved from thls low prht .un, amaleut
'zine devoted to GDWS frevdlle, Wdve dlscounted
lhe i2.50 covsr prlcs lo clear our Invenlory!

t3: The Human Spirll (flctlon); Hornet 23E Maln Eartle
Tsnk; Modllied Scout Courler; Smuggler's Wish Lisl.

ta: A Momehl Wilh Naval Archilecl Tyler Purc6$; Smor
Craft  For Systsm Oelense; Sentry Class SDB; Mk XN
Lhuld Exploslvs.

t5: SOLD OUT

t& soLD ouT

Mirth Of Yore is a prized collection of 92 fantasy
cartoons, many never before published, by Darin Davis,
Jerry Fuchs, Joseph Pillsbury, and Richard Tomasic,
compiled by James B. King. lf you're a fan of fantasy, you'll
treasure this collection of great fantasy humor!

$7.95. Stock No. 1001. ISBN 0-9627030-0-1.

It's A Gamer's Life
A collection of 60 gaming 'toons, including works from
Jerry Fuchs, Joseph Pillsbury, and Richard Tomasic.
Adventuring in the vast and varied realms of the hobby
gets pretty serious. Gamers, this is just what you need to
tickleyourfunny bone! (See back cover.)

$5.50. Stock No. 1002. ISBN 0-9627030-1-X.

Heroes of Yesterday and
Tomorrow

A collection of full-page character studies of both fantasy
and science fiction characters, useful as both player and
non-player characters in roleplaying. Includes work from a
number of industry favorites, such as Liz Danforth, Rob
Caswell, David Deitrick, Blair Reynolds, and Rick Harris.
(See back cover.)

$7.95. StockNo. 1003. ISBN0-9627030-2-8.

/\r.th 0f .6.q
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Dark Conspiracy
336 page rule book. $22.

Game Design.' Lsster W. Srniln. Development'
Frank chactwick, Lorgn K. wis€man, Julia Martin
Front Co.'erLarry Elmore. aad( CoverOell
Haftis. /ntenof ArtJanet Aulisio, Timothy
Bradstreet, Steve Bryant, Paul Daly, Elizabeth
Danforth, Amy Doubet, Larry Elmore, LaMont
Fullerton, Earl Gei€r, Dell Harris, Rick Harris,
April Lee, David Martin, Ellisa Martin, Timothy
Truman, Kirk Wescom.

Pubhshe'OOW Games. PO Box 16.{6.
Blooming lL 6l702-1646

Dat* Cot spTacy is GDW'S entry into the
horror gamin0 market, joining th€ ranks ol Cntir
yampre. ancl of course, the venerable ca// o/
Ctlrulu

As far as I can figure from the background
given in the monstrous rulebook, human civiliza-
tion of the futur€ has cletereoratecl du€ to a
crippling economic depression, a shortage ol
wealth that has caused govornments to lose
authority and powgr. As sxpected, the private
sector moved inlo the pow€r voicl and soon
established a sort of economic tyranny of the sort
sean in most cyberpunk gsnre universes: The
companies own everything and the common man
is less than a cipher. While corporats executives
live in splenclor and wealth, lheir guafds keep
away th€ starving and homeless which corporate
policies have crgatgcl. Citiss can't afforcl to hire
police to patrol lheir areas; la\,y has eroclscl into a

sort ot corporate leudalism-those areas that
can afforcl to hire police have thsm, and those
that can't don't. Huge areas of the gigantic
meuoplexes are patrolled by gangs that control
through terror and raw firepower.

Technology has not marched forward; rather,
it's gone oft at an angle. Retro-4os is the style;
art-deco is back. Cars ars fuel-snorting, metal
monslers with running boards...ancl computer-
controlled engines under the hoocl. computers
still rule, but they have metal-key keyboarcls, like
olcl typewriters (or the computers in Max
Heac,room: Twenty Minutss into ths Future).
T€lephones are tough olcl plastic AT&T models,
indsstructable insteacl of shoddy. sure, there are
spaceships ancl microchips, but the look ot the
f uture is the look ot the past.

As if this wasn't bad €nough, strange things
have begun to happen, events that sound lik€
they were lifted from tabloid headlines (more on
that lats0. Aciual monsters are seBn, in the citles
anct in the corporate-farmed countryside. The
dilference is that these monsters leav€ carcasses
when pumped lull ol lead, corpses suitable for
scientific research. Thsse monsters arB very, very
raat.

Ancl so are th€ places they frequent. Whola
counties of countryside, whole boroughs ol
cityspace, are warped ancl twisted into grotssque
parodies ol their formsr sBlves, changed as if by
soms titanic, primal lorce. These places are callecl
Demonlarrds Fe,\ / venture in, even fewer return to
tell of their journeys-and then usually from the
asylum.

Whats happening? That is the csntral
qu€stion in Darf( consplacy and answgrino it is
the central questot the game.

Datl( ConsptTacy uses the tevised 714?/tght'
2M system, a triocl and proven game system
that works pretty woll. As usual, this latest
incarnation of the system has a l€u/ chanoes that
might be uselul to those refsreeing ftthlight20@
ot Merc 2M, ils supplement. one of the
changes concerns the wound ualuesi Dal(

@nspracy contains a rule about a minor
wounding level (at 1/2 hit points, a chatacler is
"scratchecl" and suffers minor penalties). Another
excellent addition is the flamethrower in ths
weapons ssction; for years, the ultimately mili-
latistic 7k7;rght' .?WO ignoted tlamethrowers, as
did fravellerand Stnke/,betorc it. This avoidance
gave tho impression that someone in GDw's
rules writing team had a phobiac aversion to
flamethrowers... But that's solved now.

71nhi7ht' m playe(s wishing lo play Dai(
Conspl;acymight want to generate nsw charac-
ters (although they can use their olct ones if they
wish), becaus€ the ne\,v character generation rul€s
give hatt again as many skill levels per term. This is
explained as b€ing necessary for player-charac-
ter survival... lt's honestly tougher to suryive
against monst€r menacss than against armecl
cleserters with tanks.

The reason? Daft conspincy adds the ns\rv
climsnsion of psychic powers to lhe 7h47ight M
game system. Not fantasy magic by any msans,
thes€ psychic powers are quit€ acceptable and
do not upset the game system. And anyone
who's ever heard anything about paranormal
powers will recognizs the listod abilities, ranging
from simple telekinetic tricks to minc, alteration
and thought proiection. The fe\'v psychic skills are
so tlexibl€ that they cover a hugs variety ol
paranormal activity. Monsters (or Daft Minions, as
they're called in the book) havo psychic powers.
Humans can too, but very felv humans are born
attuned to the psychic, and attaining the powers
at a level equal to the monsters is diff icult.

One note not mad€ clear in the book: Psychic
itlusion powers only wotk on living minc,s. A
psychic illusion can fool a person, whether that
person is looking at it with ths nd(ed eye or
through a vision dgvico, such as a camgra or
inlrared scope. That is, if tho psychic projecting
tho illusion knows the person's watching them.
socurity cameras, ssncling their signals to c,istant
watchers, aren't the least bit fooled-they se€ the
projector as what it really is. Robots aren't tooled

D a r k  C o n s p u a c y  a r t  c o p r  l S l  G D W .  t n c
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sither.
In play, the monstsrs us€ theia psychic

porvgrs to concoal thBmsglves and frightgn away
tho humans. Human psychics can uss their
powsrs to find the monsters and pierce ths
m€ntal veil protecting the unnatural creatures.
Once ths monsters arg revealed in their true
guises, thsy clie pretty easily.

More sasily tran ths player-characters. The
llr4lom ms\1Stem has been onthrallecl by high
firepower sincs its incoption, and its designors
worked matters so that Pcs can survive the
high-death environmsnt. Oat* @nspirac]t lted to
Itris system, cliffers trom oth€r horror games in
lhis regard. Characters dis pr€tty easily in, say,
Cdl ol Clrrulu bul in Oe/( @nsptTacy an average
PC can absorb a full M-16 burst to ths torso anct
not only be alive but still moving pretty well!
Tough or strong PCs td(e a burst from a msctium
machinegun bofore they realize they've been hurt.
Meanwhile, a gllzrly bear goes down from just a
litte less damag6.

Ot course, lhis is made a little bettsr by the
quick kill rule, where an aimscl shot to the heacl or
lorso can kill with a single shot. But the
unrealistically high amounts of clamage needsd to
iniure a Pc detract from the honor. Atter a[, how
honible can this beastie b€ if it can't do much
more than "scratch" acharacter?

Which brings up a central problem of the
llt4hiTh t' .m system. Only f irsarms are allowed
to use the quick kill rule. Melee weapons are
exclucled from using this rulg, ancl thgir damage is
so small that it t*,es all day to kill a man using an
axe or a chainsa/v. wouldn't Jason be surprisgd...
And vgry tafl of the monsters use firearms, so

they're out ot luck, because the Pcs have no
compunctions about using th€ biggest guns th€y
can buy (inclucling the .50 M2HB-just clon't tako
it into a patrolled area). An a)(e cloes less damage
than an M-16, and a g(iz,ly bear's titanic punch
only clo€s equal damage. And forget unarm€d
combat altogether; if a bear can't Ko a charactar,
what chanc€ does a mer€ human havs? The
Tr$hohL' 2frO |N,les concsrning non-tirearm
combat are in need of serious revision.

Like faye//eli the n rlight' mO characlel
generatlon rules could uss one serious area of
revision. GDW clesigners seem to be enamored
ot the id€a that the olds. you are, the mors skill€cl
you are. Ther€tore, svsry game they'vg made is
populatecl by antique PCs. Dai( @nspiracygives
mors skill levels perfou(-yeaf term than any GDW
game to clate, but the PCs still usually sncl up
relics it they want clecent skills. This ignorss the
fact that blood cools with age; older people are
less lik€ly to go out and put themselv€s into
danger if lhey can help it. Som€thing having to do
with th9 wisdom of 9xperience... GDw shoulcl
sofiously look into revising their rules to allow
younger player-characters to acquire enough skill
to survive. Somehow, young solctiers s€€m to
havs don€ acceptable throughout the ages.

Hall the book is consumecl pressnting th€
rules to run the gune. Dal( Coltspiracy is a
complste game, unlike lhe Tmlt?ht'z@osupple-
ment Merc'4OOor the incomplete cadi//acs ind
Dthosauo. The other halt of the book is used to
outlins the world ancl the Darkling monsters that
are invading it.

Once you plow through the rules and r€ach
the background information, it's pretty interesting

reading. Lester Smith do€s a fair job of explaining
how the Dad(lings appear€d, why they're there.
and what they're doing. In acldition, the section on
alien Daftling technology is fascinatingly weird
-the alien computsrs are wonclertul, ancl really
clisgustin g. D*l( @rrsptacysxplain s monsters as
wsll as any other horor game l've sson, and does
a much b€tt€r iob of it than soms horror games.
Les not only outlinss the monsters, but gives
good advice on how to rof€rae horror. Heavy
firepower may be imposino, but proporly handled
uncertainty is a great equalizer.

The advenlure material deserves special
menlion. The central advsnturg, "Ravening
Wolves," is a good b€ginning adventurs, but th€
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adventure suggestions are a comecly riot, and
make tor good adventures to booi. Les has gone
to the tabloids ancl liftecl actual tabloict headlines
ot weird occurances and strange svents that
intrigue the imagination. Atter all, there are plenty
ol tabloid stories that would make great adven-
tures as long as the referee can make up a way to
explain how they could really happen! Anct they're
a weekly sourc€ of idgas.

Les has promised supplements, with more
monslers-one of the great strengths of this
gam€ is its monster flexibility, since any sci-fi
monslsr can be "plugged in" and fit, accorcting to
the backgrouncl (lans of bad sci-ti movies
rejoice)-and more background locations and,
hopefully, technology. One ot the things I was
dasappointed to find was the lack of stuff available
to be bought. Not that th€ electronics section was
lacking-how many people will get the joke about
the "Radio shack MsT 3000 Motion Detector"?
Who mad€ it, Joel or the Evil Scientists? Ther€ are
no costs lor housing, food, or clothing, the
essentials of life, How can characters maintain a
lifestyls wilhout knowing how much it's going to
cost?

Ancl what do the characters do? They have
iobs and occupations whil€ they'r€ b€ing genera-
ted, but those iobs cton't pay anything after
generation. what are the characters supposed to
do, become full-time monster hunters? Not much
money in that occupation.

And how cloes a referee convert costs from
fdght' 2M equipment lo Dai( @nspi,iacy?
There is a lot of equipment available from the
former that would work nicely in the latt€r.

Hopefully, these quesuons and others (such
as where's all that high-tech, state-of-the-art
military equipment that forms a large part of U.S.
exports? what do real militaries use? surely not
old 20Ul century equipment) will be answerecl in
future supplements and expansions. lt woulct
have been nice to have hacl these questions dealt
with in the massive rulebook, but thete wasn't
space to include complet€ background and
complete rules in the same volume. Tne Da/*
Conspincybod\ pretty much stretches the limits
ot how large a perfect-bouncl book can get.

Daft @nspTacy is a good beginning. lt's
bloody enough to satisfy th€ weapon lreaks that
play Trr4/ight'2m, and spoolry enough to baffle
the mystery fans. lt neecls help, due to ths fact
that if s the first GDW game since frave/leno deal
with problems of day-to-day existanca-after all,
Darl( ConspTacy characters can have lives
outside monster-hunting-and thsse simple but
voluminous dstails seem to have been ignorecl.
With a coupfe of supplements, Datr Conspl7acy
can be vuly complete. As it stancls, a good
referee can start a campaign and incorporatg
other cletails as they appear.

- Cralo.thee/ey

Millenium's End
144 page perfect-bound book. $14.95

earrre Des@n.'Charles Ryan. @ve/ and /ntenar
Aft:Cna4esRyan.

Pub/isher: C arr].eleon Eclectic Entertainment,
PO Box 1332, Centreville V A 22020-1332.

Background
Millenlum9 Endis a game set in the near

tuture, a slightly claft future, that includes a limited
nuclear war in the Miclctle East during 199J as well
as increased drug smuggling, increasecl terror-
ism, global political unrest, and global warming.
The currant year is 1999.

Layout
ltt|lentums End is brcl<en into four main

parts: The Character, The Game, Combai, ancl
The Campaign. "The Character" covers creating
your characters ancl purchasing equipment. "The
Game" includes using skills and attribules, skill
descriptions, character improvoment, and using
vehicles and computers. "combat," of course,
covers combat ot all types and damage, as wsll
as healing. "The campaign" d€tails the near-
futurs history, technology, and running aclven-
tur€s. Also includgd are a two page indsx, sevsn
pages ot charts, a blank record sheot for
photocopying, and two cleal Attack overlay
Shests for determining combat r€sults. There are
38 piecas ot artwork, soms ot which are croppecl
illustrations from other pieces in the book.

Game Mechanics
Crsating a character is pretty straight fo(warcl.

You start by clivicling 25 points among ten
attributes. Each attribute must have at least one
point and can havs as many as four. At this point,
you roll one D10 for each point in each attribute
and add them together.

To develop your skills, you have two types of
points: Background Points for skills learned in
school, and Eclucation Points for skills gain€d in
colleges and tracle schools. Some skills can b€
purchasecl using €ither kind ot points, but others
are specitic to eith€r Backgrouncl or Eclucation.

Skills are broksn down into differsnt cat€-
gories such as Academic, creative, Reflexive,
Physical, etc. A Bonus is given basec, on the
appropriate attribute. When Basic Skills are
developect, Subskills are developect further. Basic
Skills can only be developed up to 55 at the start
ancl Subskills can only be developed up to hall ot
the appropriate Basic skill. To delermine the
target number you have to roll under for success,
you actcl ths General Skill Bonus, the Basic Skill
level, and th€ subskill level.

combat resolution is a bit diflerent than what I
have seen elsewhere. The atacker states the
target point on his/her opponent, the referee lays
ths clear overlay with its center point over the
larget point on an appropriately posecl clrawing of
a figure providecl in the book and the player rolls
percentile dice. lf the player rolls over the requirecl
number, it is an obvious miss. lf the player rolls
under the number, the referee checks to see how
close the roll was to the requirecl number and
matches that to the clear overlay. The player may
or may not actually hit the exact target point (or
even hit the target at all) by rolling undef the
requirecl number.
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unclemeath the Skill. The way the skill points are
arrivecl at is as logical as anything I've seen,
although some people might need a calculator to
cto the iob right. Ths trealment us€d for car
chases anct ordinary clriving is unusually detailec,
as well. And I like the idea of the clear overlays
used for detsrmining success in combat-it's a
unique and intoresting touch. one other thing I
really likecl: the sample adventure. Here, you tind
an advEnturg presented in the form of a story,
with sidebars giving needecl game information
such as PC and NPC stats and maps. Also well
done is the example clue Trse Flow chart
showing ths important events in the aclventure,
how they are connectecl, and what clues can bs
leamecl from each event Referees running
mystery .rncl aclventure campaigns can pick up
some good id€as for @nnecting and .€lating
clues neeclecl in a game by looking at tho sample
actventure and the Clue Trgs.

What I Didn't Lite
There are a couple ot things I clich't like. First

of all, the artwork is mostly average to mecliocrs.
The people in the artwork look a,l(ward, like
som9thing is wrong but you can't quito tellwhat it
is. Second, the rocorcl sheet has so much material
crammed onto it that it is clifticult to fincl some
things ancl there is little space available lor things I
teel are important. More space shoulcl be
proviclecl for aclclitional subskills that players
might want to leam. Ancl four short linos is not
enough for notss on character backorouncl. A
better anangoment woulcl have been to use both
sides of the page (putting history and background
on the back and leaving moro space for gdlls on
thB fron0.

t

So...What About lte Game?
I think lhat Millenium's End is a roasonable

buy. In spite ot the not-so-great artryok and the
minor problem of the crowded record sheet, llike
it. lf you are looking for an RPG dealing witl
modem and n€ar-future roleplaying without
ma0ic ancf a ton of cybe'lvare, Miileilumg End
would be a good ons to look at. Referess using
another gam€ systsm can uss lhis gams as a
good sourca of icleas and background material.
several proclucts are plannecl for releass in the
near tuture: a package of two aclventures, a
sourcebook for Black Eagle/Black Eagle company
operations, ancl a software package tor the MAC
that rolls dice, helps sp€ed up charactef gener-
ation, resolves combat ancl keeps PC and NPC
recorcls up-to-clate.

- OlenA//t'son
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Afterwars
128 page perlect-bound book. $14.95.

wnften 8J1' Timothy McFadden aane Deson.
L. Lse Corny, Walter H. Mylczyn$<yj. Cover
Altst' Pamela shanteau. lnbnar Aft|s8.' L_ Lea
csrny, Braclley K. McDovitt, Rob Prior, Davict
Zenz.

Pub/is/re/,'Stellar Games, Box 156, Swanton OH
43558

Baclgnound
Tne Aftevds history diverges from oufs

starting in 198/t rvhon Mikhail Gorbachev is
appointed supeMsor of the Hyclroelectric Works
in remote Uzb€kistan. Things got worse trom that
point on. After this, history is recorcted in months
ancl clays betor€ the curent garne clay, leaving
the rsferee to clecide the dates upon which all of
these svgnts took place. Not to give away any big
surprises, but sixteen months and twoweeks ago,
a massiv€ nuclear launch and rotaliation took
place killano about 2.5 billion people worlc,wicle.
|mmsdiately, "nuclear wintgr" becamo reality.
Cunently, the death toll has excesded four billion
and all oovemmsnts have collaps€cl.

Layout
Alteflasis clividod into threg separate parts:

Charactsr Generation and Background lntorma-
tion, Gama Master Intormation, and Equipm€nt
Listings (also includino all the tables ancl refer-
ence charts at the back). Thgre is a three pago
Table of Contents ancl tifteen pagos ot various
charts as well as a blank record shget at the bacl(
of the book. There afe 35 pieces of art as well as
numerous drawings and pictures of military
equipment td(en from NOVA cube in Nett/afi,
Delowarg.

Game l{echanics
Altefl*stsqtirss tho use of ten-siclecl clice.

When cr€ating a charactor, you could uso as
many as 6D10 at ons time. Thsre are eight
attibnt€s ranging trom Str€ngth and Fitn€ss to
will and Luck. To create your character, you roll
.tD10 for each atribute. then choose a character
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Skill use is rgsolvecl by rolling a number on
percentile dice that is less than the gdlt levet totat.
The rgteree tactors in any modifiers and if the
player rolls wsll onough, he/sho succaects in
using the skill.

What I liked
Th€re are ssveral things I liks about this

oame. Thers is a two page Table of Contents and
a two page Index. There are ptenty of skilts listed
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class. These classes clstwmins which typ€s of
skills (Survival, Hobby, Military, or Degree) are
available to you and how good you can be with
these skills at the start of lho game. For sxarnple,
"Mainstreamers" get three summing (adding)
rolls in Degree skills, six summing rolls in Hobby
skills, two summing rolls in Survival skilts, and four
summing rolls in Military skills. That means that
skills in each skill type g€t a numbef of D10 to rotl
for your starting bonus tor that gdll. For example,
each Hobby skill you pid( oets,tD10 that you rotl
and add together. so, each lims you pick
Basketweaving as a Hobby, you roll4D10 and ac,cr
them. You can pick a skill more than once (up to
the limit of your character class) to get bettsr in
that skill.

Skill use is done using petcentile dice.
Succ€ss is determined by rolling €qual to or under
the bonus for that particular skill. The attribut€
Luck can also be used as a gdll (LucUs rouncled
oft and can be no greatst than 20). Combat is
resolved the same was as other skills.

What I Liked
I liked the variety of differ€nt possibte

encounters, the descriptions ot lhem were good.
The list of skills was complete enough to do the
job ancl enough equipment was listect to satisfy

AFTERWARS:2.9
Game Complexity: Low-Medium
RULES:3.O
Clarity:3.0 Realism:3.0
Flexibility:2.8 Playability:3.0

DEVELOPMENT:2-8
Background:2.8
Technology=Z.g Scenarios=N/A

PRODUCTION:3.O
Cover Art:3.0 Interior Art:3.0
Layout:3.0 Editing=3.9
Charts=3.O Record Forms=2.8

most collectors. I liked the possibility of psionics
in PCs. And there ars a couple of interesting
possibilities for the referee to add some surprisgs
to the usual "post-holocaust" scenarios.

Wbat I Didn't Like
Well, what can I say? Hers's anolher

post-holocaust RPG. I have always felt that most
post-holocaust scenarios get ralher boring attgr a
while. Penaps this garne systom will not fall into
that trap. Psrhaps it will. Thers are no sample
adventures and no scenario ideas to be found
here, either. I clon't really care one way or the
other. Also, the record sh€et is rather boring with
a list of Skills and Attributes on one side anct a
strangs arangement of boxes for Background,
Equipment, ancl a grid for keeping track of
w€apons ancl ammo. Ther€ is nothing really
wrong with Afterwal,sbul for some reason, I can't
seem to get excitecl about it.

So...Wbat About The Game?
I would not rscommend this game to many

people. There ars several similar games already
on the market that are better. For referees. this
RPG might be uselul for additional background
information. The section on Wanderers, Crea-
tures, and Random Encounters would be useful
here (but that's only seven pages). on the other
hand, if someone were looking for a fairly simpls
game system with a litle bit of backgrouncl
material dealing with a post-holocaust scenario,
this one might clo. But the referee would have to
do quite a bit of work to get it going since there
are no adventures or other supplements availabls.
lf you have some extra casn floating arounct and
you want to try it out, go ahead. But you'll
probably get tired of it after you've facect your
six-thousandth Mutant Scav or tive-hundredth
Crazed Survivalist.

- G/enA//ison

A Gathering Evil
The First Daft Conspiracy Novsl. $4.95.

gjt Michael A. Stackpole. Co ver A drs t' Oell
Hafris

Publ$her GDW, PO Box 1646, Bloomington lL
61702-1646

A Gather-ng Eyil is the first novsl published
tot Dai( @t spncy, GDW'S ne\,v roleplaying
game of honor in a very near future.

After reading through the RPG rulsbook, I
rath€r felt that the world situalion was a littls
cont.iv€d, at leastwherg ths honor elements wsre
conc€rn€d. All kinds ot monstsrs, called Dark
Minions, lurk and prey amono us, yet people clon't
know or don't believe they're there. But ths novel
showed these minions among us to be much
more subtle-but still quite deaclly-in the
pursuit of their dark ambitions, and of tar fe\^/er
numbers than I believecl there were afier reacling
tho RPG.

After a rough-ancl-tumble beginning, ths
story s€emed a litfls slow in places in its
progression to the meat of a gathering evil-not
that it wasn't entertaining to read. stackpole's
writing style is very witty and fun to react, with one
quip after another: 'We're a pair. I'm clressed to
stun, and you're dressed to kill.' Though somg
rsaders might tire of the cl€ver phrasing, I did not.
(Stackpole's witty style used in nis Shadowrun
stories is what, more than anything, endearecl mo
to him as an author.)

Novels written to td(e place in the fictional
backgrounds of RPGS are a great idea, as they
serve to provido substance tor a backgrouncl and
suggest and create ths atmospherg of a game
world, something which is usually more difficult to
do effectively in an RPG rule book. A Gathering
Eyil ctoes an admirable job of this and, for myself,
f ' d  f ^AL inn  l6u^?a1 lA  ro td ihd  m6la  na t ro l<

-hopefully by Michael Stackpole-to follow-up
this one. Until then, 'You know what they say,
'Pfais€ Gocl, but pass the ammunition'.'

-Jamese. King



#1015 -  $11.95
Gazelle-Ctose Escort

#1016 -  $11.95
SDB & Jump Shuttle

Add some Excitement to your Gaming Adventures wlth Detailed Starship Deck Plans ln 25mm scale



Hcy, look at what wc'ua
got lor you!

A collection of full-page drawings of both fantasy
and science fiction characters, useful as both
player and non-player characters in roleplaying.
Roleplayers like to know what their characters
look like. This is a book you can browse through
and say, "That's me - that's my character!"
Contributors include some of your favorite industry
artists, including Rob Caswell, Liz Danforth, David
Deitrich, Blair Reynolds, and Richard Tomasic.
Available in July.

$7.95. Stock No. 1003. ISBN 0-9627030-2-8.

It's 0 Ganer's life
Gamers know that journeying in the vast and varied realms of
the adventure gaming hobby gets pretty serious. Well, gamers,
this hilarious collection of cartoons is just what you need to tickle

your funny bone and Put
some humor into Your
hobby. After all, it is a
gamer's life, so read
these'toons and roll those
dice with a smile!
Contributors include JerrY
Fuchs, Joseph PillsburY,
and Richard Tomasic.

$5.50. Stock No. 1002.
lsBN 0-9627030-1-x.
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